THE WORLD’S BIGGEST-SELLING AMIGA GAMIS MAGAZINE

PINBﬂI.I.
II.I.'USJIO‘NS

w‘iﬂ. multiball

Read our review - then

.- play our exclusive
ATl coverdisk demo!

[ A’MEGA e

- PGWER . this cheeky gorefest.




w18 2

AMIGA
ISSUE 43 NOVEMBER 1994

EDNTOR
Jonathan Davies
DEPUTY EDITOR

Cam

PRODUCTION EDITOR
Stove Faragher
CLEFORD IRVING
Jonathan Nash

EDNTORIAL WHITER
Paul Mellerick

ART EDMOR, ALLEGEDLY
Suo Huntey
JUMIDR AT EDITOR

CONTRIBLTING EDITOR
Rich Pelley
D MANAGING EDITOR
Jackie Garford
DEPUTY AD MANAGING EDITORS
Louise Woods
SALES EXECUTVE EINTORS
Diane Clarke, David Matthews
EDITING AD DESIGNER
Liz Tuck
PRODUCTION CO-ORDINATING EDITOR
Craig

(GROUF PRODUC TION MANAGING EDITDR
Judith Middieton

PRODUCTION CONTROLLING CDITDR
Claire Thomas

PRODUCTION CONTROL ASSISTING
EDITOR
Megan Doole
EDITOMmAL PAPER CONTROLLER
Fiona Deane

ADMIN AND EDITING ASSISTANT
Suzannah Angelo-Sparfing
AD DESIGN EDITING MAMAGER
Michelle Trewavas

JOKE OWER Round about now

CROULATION DIECTOR Sue Hartey

MANAGING DR CT08 Greg Ingham
HEAD HONCHO Chris Anderson
COVEHDESE Gramts Computing

EDITORIAL & ADVERTISING
AMIGA POWE R
Futisre Publiching Lid
30 Monmouth Street
Bath BA1 28W
Tel 0225 442244
Fax 0225 4456019
SUBSCRIPTIONS AND
OVERSEAS DISTRIBUTION
Cary Court, Somerton, Somerset
TALL 6TB Tel 0225 442244
Annual subsciplion rate £39.95, post ines

AMIGA POWER IS
PRINTED IN THE UK
A memnber of e Al Buresu of Croutaion:,
Regrtered ciculabon

48,147
Lo June 1994

T TUMAES OUT THAT
Furpmm mad Forery vy e ) e peply Burdes

» Future Publishing 1994

I TRUE STORIES
News, previews and lots of
other things rhyming with ‘blues’.

DIARY OF A GAME

Sensible Software throw away
another page of free advertising by
talking complete rubbish.

PROGRAMMERS

How annoyed do programmers
get with our harsh marking regime? Rude
words and comments inside.

6 SPAWN OF SATAN

Is there such a thing as good in-
game music, or should you just play your
own? We investigate,

7 SUBSCRIPTION CORNER

We give you completely free
games for a discount price. What more do
you want? Blood?

7 COMPLETE CONTROL

Rich Pelley's got it, and he'll give it
to you too if you read his pages. Plus! How
to play Theme Park really well.

s BACK ISSUES/MAIL ORDER

We can confidently predict that in
the 21 st Century, shopping centres will be
entirely replaced by the AMIGA POWER
mail order page.

BUDGETS

Except they're anything up to
three times what you'd have paid for a
decent Spectrum game in the old days.
And you can't hear the words.

s HI HO SILVER LINING
Games we've previously reviewed
on the Amiga, now available on the CD32.

9 PUBLIC DOMAIN

In the page of the free, games ol
varying quality roam unshackled by
outlandish prices.

9 DO THE WRITE THING
In which which we obligingly

correct any misapprehensions you may be
labouring under.

9 THE BOTTOM LINE
The Amiga gaming equivalent of
the Yellow Pages. Except they're white.

I THE SECRET CAVERN
You too could have a haircut
like Josse's. Apparently.

SINISTER THEME PARK
The ride of a (brief) lifetime.

GAMES OF

WELCOME TO AMIG

Hello. There's a warm,
cheery feeling to this

reviews, where we've got
six or seven really great
games that'll make you
proud to be an Amiga
owner. Not least of these
are Pinball lllusions, a

THE

month's AMIGA POWER,
beginning with the
glowing red cover and
extending into the

PINBALL
JILLUSIONS

v Get used to the names Law and ’
Justice, Babewatchr and-Extreme »~,

3 ts. You'll be using them.a lot. i .,_4
= — Sﬂj

=
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GUARDIAN
§ Not since Gravity Force 2has a %- L3

caused this much controversy,
excitefent and general slacking .in
the AMIGA POWER office. And it's
unique to the CD32.

Page 42

—
INTERNATIONAL
SOCCER

Anotheg football game? sarelythie__

means cerlain-déath? But ET _::r"is i :

did really well on theWega Drive. s

B Page 56 i o
i A E

NEW. HIGH SCORE

Why are AMIGA POWER's reviews often s0 much
harsher than everyone else's? And how do the
programmers feel when their handiwork comes a

te.
cropper in our pages? We investigale ol 3

LUS! YOUR
¥OP 100

do like best?
Which games do you Page 32




POWER

worthy third inslalmer.-t in
the series, and Guardian,
the best CD32 game ever.
And | personally am feeling
guite jolly, if that helps.
Jonathan Davies, Editor

UFO
You head uP}HFOJﬂ

m.-eu'li n te

nl:l you've got to
save the wnrld it's !

st like Thtx Files.
a# Page @8

- iy ;/x_u, -5 g &

Or, indeed,

W
‘ flight sim.

R

THE
ULTIMATE
CcD32!

From US Gold.
Page 72

AND A VCR!

From Microprose.
Page 87
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OVER 315

THOUSAND YEARS OF EVOLUTION, AND WE'VE STILL GOT THE BBFC

Regular readers will have
recognised the pair of blue

plastic squares attached the the

front of AMIGA POWER as our ®
coverdisks. Others may have

mistaken them for components

of a sinister device designed to destroy the world.
We can reassure them that this is not the case.

REVIEWED
THIS ISSUE

NOVEMBER
1994

INTRODUCING DISK 43

FULL
PRICE

Charlie J CO0l eeserrensnss 59

Club Football- 65

The Clug----reemmmereeenenns 62

Embryo---s--- sen——1{1]

FIFA Int Soccer —eeeeeees 56

On The Ball League ------64 |

e A AR T Pinball illusions is best played with the lights off, allowing its pulsating lights to dance on
Pinball lusions —==----x 38

the walli, and its thumping tunes 1o Hill the room with sub-ambient vibration, You'll
discover this for yoursell i you try our five minule demo of Law and Justice, the table

PGA European Tours--52 Sat's destinad 16 betome the Partyiead of Masions, we rechon.

Robinson's Requiem -----54
Rugby League Coach----58
Starlord----ss-seee-- 55
UFO 48

CD32

Arcade Pool --===srerere-aa-88
Bubble & Squeak --------- 88
[T T QL1 [ 7 [ —— | -
Soccer Kid----ssesreseeeeaa-BB

L R DECE
S0 < B 2

Milmarnock (Nagh. -
Ed) make a special
‘guest return to
AMIGA POWIR in our
EXCLUSIVILY
SCOTTISH demo of
this top looty game.

BUDGET

[ 3 | ] JUR———— —7)
Gunship 2000 -ceesenes — T
Rick Dangerous ----------85
Rick Dangerous 2---—-—--86
Body Blows AGA --==s=---85
Morton Strikes Back-—--86

HIMOd VOIRY

They might look cute.
And in fact they are
cute. Meverthabess,
they must be cut down
by the thousand, their
soft fur matted and
stained with blood.

Black Dawn 2----esrereen-93
Chilly Chavez --=-==s==v==--93
Danger Mouse -====r-sr=as 94
Pipelingr--crermemseveneena @i

T L p— GOT A FAULTY DISK?

@ Oh no! Are you sure? Before you go any further, try the procedures described
in the panel over the page. If, after all that, you do have disk problems, chuck it
in an envelope along with an explanatory letter and an SAE (or you'll never hear
from them again), and return it NOT TO THE AP OFFICE but to: AMIGA POWER

FEEL HIEWIAON

Disk Returns 43, Discopy Labs, PO Box 21, Daventry NN11 5BU. If you send it to
us, we'll load it into a high-altitude bomber and drop it on your granny's house.

O
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AMIGA POWER

READ THIS BIT FIRST OR NO-
ONE WILL TAKE ANY Hﬁl.
OF YOU WHEN YOU SA \
YOUR DISK DOESN'T WORK.

@ You've only got 512K of memaory
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 choice.

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

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

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

® Have a good time.

OH NO! SOMETHING
WENT WRONG!

@ Are you sure?

® Try all that stuff again, making
sure you've disconnected any
peripherals the program might
not ‘like’, such as external drives.

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

AMIGA POWER Disk 43 Returns
Discopy Labs

PO Box 21

Daventry

NN11 5BU

® We're really hoping that you're
reading this bit, because il'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.

‘_Q] -l

Author: 21st Century

Each and every day
(- %) brings forth a well of

knowledge, a fountain of
facts, a cascading waterfall of new and
shiny concepts thal bathe us in thair
indescant glow ol all-encompassing
enlighlenment. This month for example
wa all (bar the pinbalishly -omnisciant
Steve) lound that pinball tables tend to
have storias behind their ludicrous
flippery antics. Stories like the one behind
the ‘table’ in our demo.

But belore we get to that story, we'd
like 10 reassure you, our readers, that
wa're nol biased against ASD0 and AGDO
owners. IU's not our fault that 215t Century
argn’t planning to rélease Pinball Ilusions
on your machines. And, A1200 owners
's ot our fault the game loads, sits there
for ages and then loads again. It's the
data decompressing, or something. Why
don't these people put, 'Pleasa Wail
Decompressing” on the screen. Eh7 But
anyway. Once it has stared, you've gol
infinite balls and five minules to ‘rack up’
a 'high score’ bafona the gama ands

- 1
Here it is. At last. In all its glory. The
H «w pinball game from 2151 Century. ‘

Prass F1 for one player or F2 for two (and
$0 0N up 10 @ight) 1o - a-ha ha ha - ‘gat
the ball rolling’

THE STORY

The story's all about future cops and
future villains and takes place in the
future. ¥You beat the villains by going on
missions, and you go on missions by first

‘shooling the ramp’ of the mession you
want (the ramp light flashes) and then
hithing the ‘stan mission ramp. Easy. The
Missions Ihamsalves requirg you to hil
cenain Targets’, which Tlight up” 5o you
know what 1o do. Don't know what wa're
goeng on about? Examples, then

DRUG BUST - The Drug Bust missic
(ke most of them, actually) is played
against the clock. "Shoot’ the it ramp (the
nght one) to break down the drug dealer's
door (or somathing) and then ‘'shootl’ the
Iit ‘targets’ to clear each foor of the
building. If you get to the roof, you can
shoot the pnison targel to put Tricky
Blsghter Johnny Crack behind bars
Splendid

an

PRISON BREAK - Caplure up to 50
prisonars in squad cars by hiting tangets
and ‘bumpers’. Stick five of them into the
City Jail every time you hit it and gain a
stonking 50 million ‘bonus’ (Thal's enough
‘guotes’. - Ed) if you jail them all within
the time Emit

RIOTS - Riots break out all over town as
the mutltiball feature locks in. You've got
1o hit all the Iit ramps 1o stop the riots
Each ramp stops the riols in a sector and
stopping the nots lights the Super
Jackpot, worth 50 million if you hit the City
Jail within 15 seconds. Which you won't

The other missions lollow a similar vein
Follow the advice ol the animaled board
at the top of the table, and you can't go
wrong. Don't forget thal pressing H puts
you in hi-res mode (S0 you can seé morg
of the table - invaluable with multiball)
while bashing L swilches back to low-res
big-o-vision. And one last thing - the
mudtipker. Loop the ball around the lop
ramp 1o multaply points. You then gel a
ginisler animation sho wing a lawman
shooling fieaing suspects. And if you gat
more bonuses, tha violance lave
escalates. (It ends up with him fining a
bazooka at them, or somathing. )

S0 that's stones in pinball games in
a nutshell. We've recantly heard rumours
of Pinball Classics, but 215t Cantury
refuse to be drawn. From what we can
gather, Wuth'Rin Heighls features a 10x
muitipber if you (as Heathclitf) take over
the house; and you can score an
aslonishing 20 million bonus if you bus!
Oliver Twist out of the workhouse in the
Gruel 'n’ Fools table. We can only hope
thal the rumours are true, Remember, we
bring you the news first

Don't sil there staring at the picture,

g0 and play it A1200 owners.




Author: Renegade

If wa run through this vary quickly, wa
might just about get all the relevant bits
in, 50 hara goes. In this EXCLUSIVELY
SCOTTISH demo of SWOS, you're
shown all the options from the finished
varsion but you'll notice that most of them
are grey. This means you can't use them
i you choose a ‘friendly’, then you can
play a normal game of Sensi Soccer
against either anothar player o the
computer. Bul of course, SWOS isn
about just playing football. It's alse about

managing leams.

If you salect ‘demo league’, you can
opl to be either the manager of player-
manager of Aberdeen. (If you're a player-
manager, you also have to play the
games, Natch. The management side’s a
bit cut down in the demo, actually, so
you'ra better off going for this optian. ) In
the pre-match build up you can view the
tactics (but can't alter them) and have a
browse at olther teams around the workd

MONEY
For each match in your league, you can
opt to watch it or just be given the resull.

After a few rounds’
examination of the “stats’
screen, you should be able to
work out which of your players
are no good and which players
on other teams you'd like.
Players can be bought or put
up lor saka on the Transher
screen and you can see how
well you're doing financially on
the ‘club business’ screen.

Dapanding on how
useless you are, you'll either
make it to the end of the year
or bi sacked, bul either way
you're toid 1o go out and buy
Sensile World of Soccer.
This, of course, is cruel and
dangerous advice, as it's not
yel finished and
consequently
unavailable in the
shops. So take
heed, kean and
axcited Sensible
Soccer fan, wail until
you read the review in
AMIGA POWER balore
running 1o the shops and
breathlassly asking for
your copy. Do not attampl
pra-emptive purchasing, for
that way madness lies

Author: Martijn Stam
Reinwardlstraat 10
2041 VD Zandvoort
Heolland

What with the whopping SWOS demo
| onthe same disk as Suicide Machine,
we've had o do all manner of
disquieting ‘computery’ things ta this
demo lo get itto fit. It has been (in the

everything it requires of you. Almost AS
IF IT WERE ALIVE.

Almost AS IF IT
KNOWS SOMETHING
YOU DON'T. It's all
very simpla bat st far
too fechnical for us, 50
we whimpered a bit
until somaeona from
Amiga Formal came
and did it for us.

The game itseff is
a bit of harmless fun
that encourages you io
blow away cute and

‘When, as'® small child, | used to blow
the heads of my cuddly toy bunny
rabbit friends with an air rifle, they

game plus a copy of his next
mmwmmmm mmmuuhmﬂ
saftware companies oul thera will you know who you are. Those are the
immediately employ him and that facts, and Walt Disney is dead.

HIMOd VOINY

FEEL HIEAWIAON
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TRUE STORIES

They’re back! And
this time they've
got faces.

LEM

Runs on: A500, AGDO,
A1200

Publisher: Psygnosis
Authors: Db sign
Release: Late November

'mainstream’
Tor their own obicure ends. . 3 gﬂlﬂe “Il
. )

Shadow lemmings hijacking a train

r

=

1994

A sereen. With cunningly disguised
options for you. f

i

NOVEMBEH

AMIGA POWER

o




Maore Shadeow lemmings. Mear a
cart. Last weeh.

And, in another novel twist, thare ang

alrgady soma Lemmings scattered about
the level when you star i, in addition to
the ones who Come pouring from tha
entrance. They've gol 1o be rounded up
and rescued, with you ideally ending the
level with more Lemmings than you stan
with. Large numbers fans will be
reassured to know that there 90 levels
30 per iribe — and you can solve aach
group of 30 in parallel, jumping from one
o another il you get stuck.

"Perhaps best of all, though,”
concludas Mark, “is the acton replay
oplion.” How many times have you
almost sobved a Lemmings puzzhe, only
10 mess it up .‘-g"ul near ha end?

5 3 you'll be able to
mewind’ 10 the poinl wherg you wanl
wrong and try again, without having 1o
go right back 1o the beginning. “You
won't be abla to compdate tha gama that
way, though,” says Mark. “That would be
o0 Gasy.”

Lemmings 2 is scheduled for
release in November, and you'll be
pleased lo know that AMIGA POWER
will bring you the first review, and also
an excellent (and exclusive, of course)
coverdisk demo. Meanwhile, here are
some pictures of the PC version (which
wa have no reason 1o suspecl will look
any differenl to the Amiga one)

® JONATHAN DAVIES

In Lemmi

TRUE STORIES

Runs on: A1200
Publisher: Virgin
Authors: John Twiddy
(code), Hugh Riley
(graphic conversion)
ETA: November

gh, Disney. Aaarghh
(Previewer fussles valiantly
with huiking enforcers from
sinister Mousketeer Hit
Squad, but is overcome and thrown in
back of van, Pause. Mufflled gunshot
Fause. Fraviewer amerges from van, but
appears subtly different, as if, lor
exampla, he has been replaced by
lookalke shom of viclent anli-Disney
opinions about, say, the film Baauty and
the Beasi, which was all aboul

how i doesn't matier
whal you look Iike,
Bt how you ara
inside, and al the
end the Beast
furns inte a
white middle-
class Norh
Amarican,

or tha film
The Lion
King which
IS I'I'I{‘l’f_’l:.-' an
amaigam of
succassiul
characters
and ideas
from othar
Disney films
and uftarly
barefl of mant

Look out Aladdin, he's got &... ...
What is that? A yo-yo?

\

platform game converled
from the Maga Dnve
onginal by the programmar
of Putty Squad, so its
pedigrea is assured. I1's an
aach level ¢ Qa
scene from the film' thing,
but the platiorm struciura's
been broken up with some

apart from the calculated abwity o make
enormous sums of money.)

Hurrah, a Disney-based game. Mol
only that, but a Disney-based platiom
game converted from the Mega Drive
oniginal (and not from the SNES version
which hddied around pointlesshy with the
graphics and dropped Aladdin’s sword-
fencing antics in favour of jumpsng on
people’s heads, or somathing)

Furtharmore, a Disnay-based

il sub-lavels, ke the
lying a carpatl through
a collapsing cave, or the one where
you'ng Swinging on slalactites above a
ow. All the graphics have Actually
Been Taken From The Oviginal Genuine
Animation Cels and it does indeed look
lovely. I've had a go of the first level, and
it's very swish and fun and everything (if
anndyingly depandant on leaps of
al times) with lots of jumpng, swinging
on ropes, hanging from poles and
Knocking People’s Trousers
Down Just Like In Tha Film
The Mega Drive version
made unimagnable amounts of
mongy becausea, il 5eems
thera's noth ng pe
better than a swish and fun
platiorm game (with dilerent
levels to break it up), and what
with the programmers track
record and the evidenca so far
presented, there’s nothang at all
1o say this won'l ba as a byg a
hit on tha -"‘.I'l'll';lﬂ #ic elc
Because it is a Good Thing. Or
5 it? Or IS 7 OR IS IT? Unt
néxt month, frand reader
when we shall tedl
® JONATHAN NASH

One WNerg you

lavaf

ol ke

TO THE

ortal Kombat 215 coming oul
on the Amiga. Acclaim had
previously declared they
would no longer ba
publishing Amiga games, and Amiga
conversions of their games, including
Mortal Kombat, have been handled by
Virgin. But because the Acclaim/Virgin
partnership has baen rather quiet lately, it
was feared we'd never get io see the
sequel to the unpleasantly gruesome
beat-'em-up. However, Acclaim have just
announced they'll be publishing
the game themselves, and
developers Probe are
said to have almost
finishad the
CONversion

Mortal Kombar 2,
as you'll undoubledty
realise, is basically anolher
oné ol Mortal Kombal. It's got
all your favourite characters from the
original along with a whole bunch of new
ones. There's now Shang Tsung

Now you can ‘be’' Gore. A second time.

We expect.

(Momphbloke), Jax

Lao (Hatbloke 2) Bakara
(Moustachabloke), Kilana
(Fanwoman) and Mileena (Knifewoman)
And as well as the legendary falalities
you can now do things called babaltes

{Ethnicminontybloke), Kung

which turn your victim into a baby, and
Irendship movas, which perform
animations of a humourous nature. Oh
and you can ‘e’ Goro. Probably
We'll be running a prewview of MK2
next month, but here are some SNES
screanshots 1o be going along with

HaImod VDINY

HIBW3IAON

FEEL



Runs on: A1200,
cDaz2

Publisher: Krisalis
Authors: In house
ETA: March '95

- ﬂuhuﬂfl?'
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“In which
your

any -1'1||1r; Thl mnth not
sound |

l'I'iElr plans

screen lext

ally, but when
e chd lik
wites with bag, Qrown-up woic

w, and it's much aaswer

ased on tha idaa

o the @anth lor thsr

ones - Eqy
and Arthurian - taki
(poddt?

somathing atong similar lines (506 p
Amiga RPG players could 500n see
wabs falling away from their
and the dawn ol a whole new
things. We'll miss
5 pals El:l il I mu:jj"n

.:rn:l 'h ngs. Phew
® JONATHAN DAVIES

fury of...

COURT

NO. 6

| AM ZORG,
EMPEROR OF
ARRBAA’K

THE CRIME: Having a fantasy plot to a
RPG or adventure because, like, you
have to, and so driving the games even
further into the pedantic,
unapproachable niche they so
obwviously struggle to escape.

THE CASE FOR THE PROSECUTION
{Scene - a software shop. Enter Billy
Fan and Graeme Friend.}
BiLy Fam: No, honestly, Grasme,
they're great. Look at this one. (Picks
up enormous box. Reads biurb.)
“Welcome to the world ol Fantasy APG
8. it is a time of great evil. Saxinraxin,
the previously unmentioned son of the
arch-mage Raxinfraxin killed at the end
of the last game, has brought his father
back to life by means of the Rite of
Tisket-Tasket. Together they have
SWorn vengeance upen the peace-
loving people of The Land. With the aid
of the dreaded dual-headed dragon
Dixdastardiax, the sinister pair has
defeated The Land's greatest hero
Twax and kidnapped Princess Breasts,
In despair, beneficent King Stupid has
once again turned to Aduckquax, the
Pilot Master, and his band of
mismatched (but lovable) desperadoes.
“¥OU are the Plot Master, and up
to three of your friends can join your
band of mismatched (but lovable)
desperadoes even if they are girls.
“Success in your quest will not
come easily. Raxinfraxin has
summoned an army of foul beings from
the depths of Hell to guard his castie in
the far northern wastes of The Land,
and the path is sure o be riddled with
traps and dangers. The castie gates are

TRUE STORIES

Sacrifice your first-born to the divine

KANGAROO

T 9

A

06

L J

locked with powerful magic, and only
the good witch Crapname can break the
spell. But no one has seen Crapname
since the Year of the Collapsed Dog.
Perhaps someons in the many towns
you must pass through knows of her
whereabouts, and may tell you if you
perform some task for them. But
beware! for some of the citizens may be
Saxinraxin's teeth, given ghastly life by
the sorcerer's Incantations of Literal
Personification. Legend has it that
these grotesque creatures can be
destroyed by weapons forged in the
dwarf mine of Underiord Bearded
Shortbloke - if you can find it.
“Tarry not in your journey, for if
you fail to save the princess belore the
Festival of the Triple Conjunction, then
shie will become a kitchen utensil for
evermore and The Land will be lost to
Raxinfraxin, Saxinraxin, Dixdastardlax
and their vicious hordes of killer orcs,”
Graeme Frieno: Aaarghh. (Hurls self
under bus.)
By Faw: “Fantasy RPG 8 features a
revolutionary new 3D modelling routine
which, combined with gameplay
periected after years of looking at other
companies’ adventures and asking
players what they wanted, makes this
the best RPG ever.” Zounds. The irony.

THE PENALTY

First offence: 9-17% off

Second offence: 15-30% off

Third offence: Public execution by
pecking to death by 1751b bio-
engineered combat chickens
surrounded by your childhood enemies
flicking sal.

1
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Publisher: Kompart
Authors: Max Design
ETA: Early next year

he phrase “A major chan-lopper
in Germany” tends to send a
shivar down AMIGA POWER's
collective spine. It generally
maans, in our expenance, that we're about
1o have o review some sorl of cbscure
strategy game whose publisher will most
likely strate us with indignant faxes when we
sugoest that, aithough it may have
appeabed to Teutonic tastes, it might not
seftie quite so comiortably on the palleties of
AMIGA POWER's largely British audiance
Hopehully this won't be the case with
Dicitimear (“major review SCores in
Gemany®), although we have to admst thal
we view the prospect of a tum-of-the-cantury
car designing simulation, in which The
player has o reacl quickly to social and
political changes”, with Some concam
However

The only bit of thea gama we'va played
50 far (t's still in its embyonic stages) is the
racing sechon, whera you get to 1851 your

“There are some
boxes behind me.”

designs in cross-country rallies. And it looks
suparb, using somia sort of baxture-mapping
sysiem o provide amazingly smooth, life-ike
3D graphics. The hills and things ane a bil
chunky (the pictures on this page are from
the PC version, which is much mone
detailed), but Christopher from Max Design
reckons it should ook much batiar by the
tirne they've finished i, In fact. ha aven
showed ma a cruda flight sim he'd knocked
up using the same system, in which a
helicopler skimmed ovar haly, smoolh-
scroling terrain, it was most impressive.

And then there ang thé managamanty
bits. The idea is thal you're running a
car factory during the period 1886 to
1829 - the dawn of the automobdle

age. You've got to cope with new
Innovations as thay anse, invest money
in research, and maintain an iron nule
over your workforce, The PG CD-ROM
version's also got a reference section
with film footage and stufi. The ordinary
Amiga version won'l quite be able o
manage that, but presuambly any
CDAa2 version would be able to pack it
all in. It could be great, and it could be
Delroit all over again, We've no idea

@& JONATHAN DAVIES

COMMERCIAL
BREAK 12

(Scene: A beach. A woman of
indeterminate age stands on the sand,
smiling. She is wearing a leofard and

leggings.)

Dolly: Hi! I'm Dolly Warshawarshawskil
{14.6 million viewers switch fo BBC1,)
Dolly: And I've falt great ever since |

mmmhmdmml
themselves.)

Dolly: This used to be me!

{She hoids up a photograph of a fat
woman she has clearly never met)
Dolly: But now | read Net magazine
every month!

{She holds up a copy of Nel magazine
and points at it. Her smile slips slightly,
but is swiftly checked.)

Dolly: It's all to do with the Internet,
which AMIGA POWER exhaustively
dissected in AP41! It's got lots of

getting-the-most-out-ol-it type features,
questions and answers, and a directory

that lists the newest and most exciting
areas of the informationsupermotorway!
And it's from Future Publishing!

(A man with a dog walks into the shot in
the background, He slops and looks
towards Dolly.)

Dolly: lssue 1 goes on sale on October
26th, and costs £2.95! A small price.
{She performs a triple backflip and
lands neatly, still smiling.)

Dolly: So read Net magazine!

{The man in the background gathers up
his dog and runs into the sea, not
stopping until the wiler covers

his head.)
Dolly: | did =
and look al me
now!

{Her smile

( ertied
(L iy

FOOTBALL
SEQU

In a recent AMIGA POWER office
poll, it was lell that Championship
Manager is probably the best
football management game on the
Amiga (in an il-that's-the-so-ol-
thing-you-like kind of way). So the
announcamant ol Champranship
Manager 2is a causa for
celebration indead. Improvemanis
will include match highlights with a
full commentary, Scottish League
and intermabonal management, a new player axchangé system
fans. I's not coming out till March next year, though

MORE BALLS
THAN PINBALL
ILLUSIONS

“I's got a multiball leature!™ That's 215t Century’s big boast about Pinball HMusions
And they're night = you can have up to three balls bouncing around the table al the
same lima

“Pah,” retort Team 17, “Team 17 Pinball, which is coming out next Easter, will
have anything up 1o gight balls on the table at once, In fact we could have a 64-ball
facility if we wanted, without it slowing down,” thay continue, “but that would be silly.

Taam 17 Pinbalfs other novel feature will be a dol matrix display at the top of the
screen that you can play kttle mini-gamaes on, just ike tha latest real pinball tables

VROOM:!:

Vroom Inves! AMIGA POWER's
favounte arcade racing game rose
again earlier this year as F1, and
next March it's scheduled to
fransmute into F1 Worid
Championship Edition. This'll
ncorporale the 16 circuils from the
1994 Formula 1 World
Championship, and lots of new
features like a Virtua Racing-style
from-behind-the-car view, waalhar
effects, spins and slidas, and, according 1o Domark
around the 1993/94 driver and team perlormance’

If you've got an A1200, don't fail to miss
the AGA version of Jelstrike. It's basically
the same as the CD32 version we
reviewed last month at B81%, bul a bil
more expensive, £30, in fact

FRIGHTENING
PRESS RELEASE

CORNER

It seemed itthe could be moa disturbing this year
than the lange, fanged, poorly-paid teddy bear
man ol Theme Park. Bul then this armved
Purporting fo advertise a new game “where young
children can have fun leaming about music,” the
picture of a soft clay bunny with overong limbs, a
vacant smile and vastly didated pupils, knuckling
a piand keyboard and apparently having no
lower body, it against a cimson backdrop beneath his own name SCRAWLED
CHILDISHLY IN CRAYON distressed us to no small degree. We are afrad now

and chams

from rival

“artificial inte/ligence based

“1 only want to
play with you.”
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Game: Akira

Runs on: A500, AGDO,
A1200, CD32
Publisher: ICE
Author: In House
ETA: Novembear

Although everyone jum
arcund all the time, no o
gets bruised elbows in i
entire mowie. Strange th

5k any self-respecting manga
fan which is thair favourile
Japanese cartoon and they'll
usually tell you it's Akira. "The
production standards superb, the
canematography stunning and the story
sEmply far superior 1o anything th
coma out sinca,” they'll say. Ask them
what EXACTLY happens in the and
sequence, though, and thayll get all
embarrassed and change the subject 1o
something sale, such as how Crying
Freeman drives a while Ford Capn. Akira
the movie cerainly has ils fans, but

in a Space Harner
way, but for a film
licence it doasn’t

“Hold on

there’s not a man jack of them that knows

whal it's all about

The task of converting this

nightmarish vision of a T

rebuilt and destroyed again onio the
Amiga has fallen upon ICE, who have
inévitably plumped lor a combenation ol
platform and sideways-scrolling sactions.
Mow, belore you stop reading and
grumble about how film licences

are ALWAYS platiorm games, |

say, "Hold on a minute and

think about it.” Much of the
movie takes place either
on motorbikes or

hovenng gun platorms

or in huga unn

ducts, 50 in a way a
platform game's

entirely permissable. Okay,

he motorbike sections
could have baan axciting
top-down Mic chines-
a5que races through Neo-
Tokyo, and the gun
platform sequencas
could have be

— —

look all ihal bad
| say ook,
because at the
moment we've only
sean screanshots of
the game so we don't
know how it scrolls,
animales or, more importantly,
plays. What we do know is that
there're 20 levels with differing
gameplay, and thal the giant
Kadensa corporation of
Japan have been
breathing down ICE’s
necks for over a year
and a half making sure
that it's a game worthy of
the Akira name. The
game follows the film, so
you start ofl on a
motorbike and progress
through sewers, sireets
and hospitals until you
arriva for the climactic
showdown with the barking
mad and not quite human
Tetsuo, and even the weird

Scrolling bike antics w
-\"‘-. from an carly level.

a minvte
and think %
about it"”

L |

dream sequence involving giant teddy
bears and gallons of milk been
converted fo an odd hallucinatory platform
lavel (hooray)

Although the standard Amiga
varsions will have animations at the
beginning and end only, the CD32 one's
packed with bits of the movie and you get
a litthe clip after every level. Combined
with music and sound taken from the
maovie, cute manga-type graphics and the
promise of initial release copies being
bundiad with T-shifts and badges, it could
well end up as a moody and collactable

T — :
B And this is one of the ™
hallueination levels. —d

b g

i g

MNea Tokya

In the same, |y
a platlorm v

kind of cigy,

little number. But will it ba

any good, though? Well, we can anly
hope thal having a brooding Japanese
company looming over them has

ICE inta gear after their abysmal Total
Camage conversion, but as always, we
E fou 1o read AMIGA POWER
before rushing out, just in case what's
delivered doesn'l approximate to whal's
been promised. Bul then again, dare
e su loshi o
tonmasu, nght ki

® CAM WINSTANLEY
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Runs on: A500, AGDOD,
A1200, CD32

Publisher: Black Legend
Authors: Black Legend
Croatia

ETA: Christmas(ish)

hat's all this about
Sphenical Worids than?
Like there's any other kind?
Like there's cuba ones or

sausage-shaped ones or flat ones? Whal
a silly name. However, we on AMIGA
MAGAZINE-SHAPED POWER really

don't care what a
game’s called
aslongasit'sa
good gama, s0
let's take a look

at the latest otering
from the unusually-informatively
titied Black Legend Croatia who, if you
hadn't guessed, are the Croatian division
ol Black Lagend. Obviously

Oh, it's Alien Breed then, only with
robols instead of aliens and a little tanky
thing instead of the litle waddly bloke
Well hey, if you're going to rip off (Sorry,
fyping error. That should read “base your
game loosely on” - Libel Sensitive Ed) an
@asting game, you might as well go for a
game thal's sold
quadngillions of
copies, And belore
Team 17 get all
hufty and start
10 complain
about the
cartain
simiarities

"The scenery
also suffers”

[(Allegedy. - Ed)
between Sphencal Worlds and Alien
Bread, let's point out that all Alien Breed

games are nothing mare than Gauntiel
clones. So there
Anyway, the demo version we've
been sent looks like a cross batwaen
Alien Breed and a tairly old and much-
underrated budget release called Galachic
Warnor Rats. The top-down perspective
lays all the rooms out in map-hke detail,
but shaded ramps and slopes give at
least a passing impression of dapth as
your little lank-thing streggles hard 1o get
up them
Hawing little robols and tanks
instead of humanoid figures
probably makes it dilerent
encugh from Alien Breed to
avoid law suits, but il also
misses out on the familiar setting

{TJ s REE
[l

of Alien Breed. People tand 10 enjoy
shooting al recognisable largets, so lithe
tracked widgets and remote tanks are a
poor substitute for screaming, sq ueaking
aliens. The scenery also suffers from that
same lack of familiar objects and, indeed,
any sense of scale, In Alien Breed you
Sa6 lables, chairs and all that happy stuff,
but in Sphencal Workds tha robots could
either be tiny or the size of buildings. You
JUST dont Krow

That's originality and graphics dealt
with, 50 whal about the gamaplay? Well,
it's a lot like - you've guessed it - Alen
Bread, with keys lo find, doors 1o open,
mazes o wander around and baddies to
shool. Numbers of lavels and varations in
gameplay haven't been linakised yet, but
it seems fairly certain that Spherical
Worlds is going to be a (“homage fo” -
Ed) Alien Breed, and | think i'll be a fairly
bland one at that. Is this going to seill?
Well, if it's set at a sutabla price then
maybae, bul with Aken Breed: Tower
Assaull just around the comer, I'd say it's
going to hawve a tough fight on its hands
® CAM WINSTANLEY

Have you ever played Zeida on the
Super Nintendo? We have. s a
Japanese RPG/adventure lype game
which dispenses with action points
and awkward 30 views, and instead
presents itsell more as an ‘interactive
storybook’ - as you walk around
chatting to other characlers, a story
gradually unfolds. It's greal (Super
Play gave it 93%). And no-one's ever

NOVEMBER 1994

done anything like it on the Amiga,
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until now.

Or - all right then = next Easter,
when Team 17 will be releasing
Witchwood, their tribute to Zelda. It
uses the same overhead view as
Zelda, but with larger, more detailed
characters, And, as long as they also
manage to capture Zeda’s oddball
Japanese charm, it should be really
good. It looks like Krisalis have the
same idea oo (see page 13)

The mightiest just got mightier.

Here are the average monthly sales of AMIGA POWER and its rivals between January
and June 1994, as officially recorded by the Audit Bureau of Circulations

Amiga Action
The One Amiga

40,129
40,645

Which means that AMIGA POWER Is still the world's biggest-selling Amiga games
magazine - and by an even more enormous margin than ever before.




(Scena: A while void. Huddlied on the ground sits a group of terrified children, casting no

shadows. A clown stands over them.)
Clown (grinning sfickily): Hello childran
Children: Whimper

COMMERCIAL
BREAK 3

Clown: Today we're going to leam the CD32 Magazine Song
(He reaches info his comically oversized coal and pulls oul a scroll, which he unrolls (o
reveal the words fo the CO32 Magaxzine Song. An unseen pianist plays a three-bar

infroduction. )

First child (shakily): With a CD32 game review here

Second child: And a playing guide there
Third ehild (representing an
arbifrary ethmc minarily): It's got a
covermounted CD containing 12
playable demos

Fourth child: And some leaturas
on FMY and tha SX-1

Fifth child: Sob

(The lourth chitd elbows him in the
nibs. )

Fifth child: It's the new issue of
€032 magazine from Future
Pubdishing, in your newsagent
now at £4.95

Children (hurmadiy): Thara's
nothing quite like CD32

!T.HI;.H.I'IF'E

(As thay blurt out the final words,
the chidren scrabble fo their feel
and run, pursued by the clown
who has dropped the songsheel
and puliad out 8 meat cleaver.)

Astoundingly, issue 41's Mystery
Screenshotl has, in common with the
original entry, been identified as
coming from a console game.
Silpheed on the Mega CD, to be exact.
Why does AMIGA POWER appear lo
be the catch-all receplacle for loose
console transparencies? We are,
strangely, unable 1o answer,

However, we can reassure
confused readers that such an
inexplicable disaster will no longer
dog the resilient heels of Mystery
Screenshot Corner. In a typically
arrogant subversion of the original
concept of the column, this month’s
Mystery

W2 brilliang demaos!=

W How to play cp videog!
B Halr pricg

cbis games

Screenshot is already well known to
us. But can you identify this
somawhat obscure Amiga game from
the merest visual clue of an artificially
darkened picture? Address your
confident guesses to Weil, At Least
Rigging the Question Ensures A
Game From The Correct Format, with
the usual continuation.

As an aside, the previous winner
was again, improbably coincidentally
and yet legitimately randomly, Jason
Newington of Eastbourne. Jason will
shortly receive another mystery prize
of great value to place beside his

first. Or parhaps the
morally indeterminate
nature of our
puzzlingly rebellious
column will embrace
flint-heartedness
and withhold his
reward. Only he and
the dimensicnal
aberration that is
Mysteny
Screanshol Corner
shall ever know.

MIGA

POWER

The five best games from the last
couple of months. Buy any of them
and thank us.

RECOMMENDS

Team 17 (AP42 89%)
Buy this, the most beautiful game on tha Amiga,
and you'll also gain the benefit of a dramatically
spruced-up version of Astaroids, It's gol extra
weapons and some menacing bosses, bul the rock-
ghatbering basics remain untainied 50 it's just as
compulsive as the aging coin-0p. Plus, aMer each set of lavels thare's an breathlaking
(and hard) tunnel saquance. W thought it was maybe a bit easy (aspecially ater the
gruasome toughness of the onginal Starduss but no less entertaining for that

EA/Bullfrog (AP42 91%)

I you played last month's AP Thame Park demo, you'll know why we
gave Bulfrog's fun fair simulator the highest mark wa'va given
] any new game so far this year (apart from Pufty Squad)
he 5% You won't have been able to play with rollercoasters,

k) employ security guards to fend off vandals, o re-order
ica-cream 1o sall 1o the pubhc al ndiculously infated
pricas, but you'll have had hours of fun kaying down

o [paths, building ndes and shunting itthe people about, and
you'll be ilching 1o get your hands on the full game. Do so

System 3 (AP41 91%)

The platiorm game is dying, murderad by a thousand
dreary, ill-conceived Sonic replicas, and these days serves
only 1o keep Kangaroo Coun suppbed with idiotic design flaws. Or so

we thought untl we played Putty Squad. Its as fresh as a daisy, bubbling with new
ideas, frothing with humouwr, and with an almost inexhaustible supply of leveds to play
If you played and enjoyed the onginal Pufly, this is, coh, at least twenty times as good

RUFE ‘N’ TOUMBLE
Renegade (AP42 B8%)

It's not absolutaly clear what fealings Ruff 'n’ Tumble is trying to

., Evoke = the hero's cute and biond-haired, while the baddies

are all mean and melalis — but what i's lacking in

atmosphere it makes up for with mebculously thought-out
gameplay and super-slick prasantation. While it's bittery
hard to play, it never once kilts you unfairly, so if you losa
you'v only gol your own Shorcomings 1o blama.

Rasputin (AP42 B1%)
Jotsinike appeals 10 proguction ediors - AP's unusual ax-
prod ed Dave Green used to play the onginal all the time,
and this month i's been a struggle 10 prse Steve from the
CD3A2 version. While the rest of us have yel to work cut what
the appeal is, we've got io admit that the explosions are impressive.
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LAANINID N
FODDER 2:
“TM.L.LA."

Has anyone seen our programmer?

HOW DOES
HE SPELL?

Can Psygnosis reclaim their battered reputation with the release of Flink early next
year? Well.. The bad news is that it's yet another cutesy platform game. The good
news is that it looks entertaining and seems to play quite well.

Flink's an apprentice wizard, and, via a plot too comy to discuss, has to
traverse more than 50 levels of baddy-punctuated platforms.

One bonus 1o being an apprentice wizard is that you can cast spells. These
are highly reminiscent of Sega beat-'em-up Golden Axe, which in the context of
spells ks a Good Thing, with one in particular causing coruscating sheets of
lightning to frazzle your enemies.

There are 13 different spells, all with accompanying

uring tha haadiong rush to
snalch up gargantuan market
shares of the Christmas

market, there's only ona

Slumbling block between Sensibie
Software and their anticipated number one
slot for Cannon Fodder 2, and that's Jools'
new car

We discovered this juicy piece of
possip whian we phoned up resident
Sensible production type chap Stuar
Campbell 1o see what had happenad
to our cover dema of Sensible World
of Soccer. We were bracing ourselves
for the uswal “"Oh, the dog ate it” or
“We did do it bul some big kids from
the council estate pushed us in the
mud and stole it” sort of excuses, but
Stuart just came out with it. “Jools the
programmer has bought a new Porsche
and driven off in it and we've not seen
him since,” he sakd. As bluntly as that

We've baen charting the course of
Cannon Foader 2 for a few months now
and even got you lot in an the act
Regular readars will remember that we
were the first magazine o announce its
arrival, the first magazine 10 get pictures of
it and the first magazine 1o annownce the
bizarre time travel story that provides
sufficient namative o justity the
horrendous loss of life that's bound 1o
occur in a game hka this

The original Cannon Fodder (AP32,
94%) blasted straight into the AMIGA
POWER All Time Top 100 at number 2
and went on, despite a bit of controversy
involving the game's poppy motif (But we
don't like lo go into that. - Legal Ed) 1o sell
bucket loads. After its release, we asked
Sensible’s Jon Hare about a sequel and
he said no, but after three months when it
was shill selling by the crale load and the
public were clamouring for mora, it
seamed cnminally crual 1o depnve a) the
games playing public of more levals, and
b) their bank accounts of pots more cash

Sensible have since been busy
devising tncky, fiendish and several
downright sadistic new missions o tax
new players and Fodder veterans alike

Let's go serfing now,
everybody's
learning how in the
Medieval level.

a

The meah streets of |
Chicago in the
gangiter lewel.

The alien homs .

planet's a bilpurp

st 2 5T nevamy @
e - - e
P

o —

and you've baen helping them by
entering our design-a-level compo. Wa've
had a thousand or 50 entrigs so far, which
ex-AMIGA POWER man Stuart Campbell
has been carting away in carrier bags and
casting his critical eye over,

“The vast majority of the entries
haven’t had any point to them, with just
frées, rivers and buildings plonked on a
grid, so they've all been binned,”
commented Stuar. “However, there've
boen quite a lew inspired level designs
and even more good ideas that wa've
incorporated into existing levels, and we're
looking to fill an entire location with lavels
designed by AMIGA POWER readers.”
Wall probably have a complete run-down
on the winners next month, o stay tuned

The latest locations 10 @merge from
Sensible are the Chicago-style gangster
city and a ventable bavvy of alien workds
which, along with the medieval and Beirut
locatons, conspire to lorm the space/time
romp phot line. As you can see from the
pictures, it's all looking scarily finished,
which can only mean a review next month
We gleelully await it

t:l.'h\.: L

spooly Align golnss
on abodtd THE"
mysterious alien

spaceship. Eek!

EEsSEEASsEERS RSB R

EEEEE R

*
*
®
-
"
-
-
-
-
-
-
.
.

animations. The sprites are BIG and
well animated, the puzzies are
reasonably taxing and the game has
cute appeal. Look out for a proper
preview soon.

Just making sure you don't go, basically,
for the reasons outlined last month, (i
you bought this copy of AMIGA POWER
aflar the 26ih-30th October then you
should be ckay anyway. Similarly, if you
have any particular aversion to Earls

Court in London then you won't be going.

And il you didn't bother antaring last
manth's “Send us something we'll like'
compeatition then you wan't ba tuming up
to see If you've won anything. In

Stay at home! o

wWe beg ought
A

any case, if you haven't got a phone you
won't be able to call the ticket hatling on
0369 4235. If you're no good al games,
you won't be showing up for the finals of
the Mational Computer Games
Chamgpionship. And agoraphobics and
those averse 1o large groups of ill-
manneared chiddran wouldnt dream of
going. 5o on the whale, this wamning is
probably unnecessary.)




Hollywood is thal a
sequel o a film
makes an average of
607 of the 'yield' of the first
one regardless of s guality. And he's a
man WHO KNOWS
So, Pramier Manager THREE... Tha
cymical hackles that are the trademark ol
all the semi-divine beings who work for
AMIGA POWER were rising on my back
The man from Gremiin punched the disks
imo the machine. | scowled and sneerad
The opening screens came up. | leered
and scofled, He showed me the new
tactics screens. | stopped scowfing,
snearing, leenng and scolfing and started
1o gat rather interesiad
Hurrah lor Gremiin (forgetting about
Litii Dl for tha

Runs on: AS00, AGDD,
A1200

Publisher: Gremlin
Author: In-house
ETA: November

miamant). Hurrah
for football games
that allow you 1o influence what
happens on the pitch.

This tactics option looks really
good. You can tell individual players
where you want them fo be on the
pitch depending on where the ball is
You can tell individual players to pass
the ball more, or run with it more, by
manipulating the parcentage given to
each, so thal somabody who doesnl
pass very well can be lold lo run with
the ball B0% of the time and pass 20%
You can tell your players whether 1o
pass long, medsurm or shor, or whather 1o
just clear the ball out. You can tell them
lo pass 1o different areas of the pitch. You

can issue almost any tactical instructions
YOu want

AND you can do this up to eight
times, each time covenng play on every
part of the pitch, 5o that
you can have a pre-
prepared factical response
1o almost any situation
you find yoursall in

All this plus a vary
useful new
represantation of tha
maltch itsell, which .fE.;l.II':,I
shows you the strengths

and waaknassas of your

equels eh? They're usually a
cash-in device designed 1o
generale more revenue from
an already-popular product
According to TV's famous Barry Narman
the rube of thumb in

“hivk overlapping
Hll-Backs

“Told to run
with the
ball”

_an 0l ol
- m"sl‘""l'

Submit 19

team as they play and an Assistant
Manager wha'll take over the tedious day-
to-day stuff such as fraining schadules
and traating injured players i you want
him 1o, means that Premier Manager 3
iooks like it might just make it to the top
this season. Look out for a full review
nixt manth

® STEVE FARAGHER

i((- <> 10
The teams ihould be up-
1o itk B nkxt manth.

i
e amal Wen len B
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CRYSTA

values,” is a typical quote
from the manual, which
satls the tone rather well
It's monstars in tunnals,
folks, Treasure. Spells

The beyy L —
RPGs s €alling

cverybody mi,

L

-
; Losing hit poinis because
- you've walked into a wall
T Baing plunged into
w darkness because
] the lorch was
= knocked from your
g hand during a
o - scutfle. Paladins R Py gy ot
z Runs on: A500, AGDOD, . - = refusing lo shoot a
A1200 —— = W B monster bacause it's not
Publisher: Komparn &l./ iz 72 honourable. Completely useless with the crystal of the title
x : ) ] In it
w Authors: Magnetic Fields A rather seated Mo W magicians. Women with silly names I's a huge game (28 floors of
z ETA: Next month a dungeon, Wt "'" Bl Experience points. Reincamating dungeon, it says here - good job it's hard
o - your dead bloke. A party of two drive-instaliable then) and the very fact it
o irst there was Dungeon Master (which is quite unusual, actually - it's makes no compromise 1o mass appeal
< and than there was anolhar ang nspired RPGs such as Dragonsione always four. Still, it does mean you only has already won it lavour among the
L] Of it. And then some other games  (which squirmel away the statistics in the have lo worry about the two people, and steely-principled mighty beings of AMIGA
- like thal one, and then some background) Crystal Dragon waves its getting them 1o do things is much less POWER. Whather it plays well and
= more games. Like them. Now there is dice-related history with pride. “The fiddly). Difficulty levels which dictale the justifies being Dungeon Master all over
- Crystal Dragon, which is Dungeon Masier Random range for a prime stat is 11+1D6 monsters’ strength. And, no doubt, orcs again is a question mare bafitting the
Or orks. Whatever, Oh, and it's all about réview of next month. So we shall leave it

(12-17) and 5+1D6 (6-11) for a besser stat
Using this method a player may take a first
level character's stats o their maximum

all over again. The wheel has come full
circle. The cycle is complate
Unlike the new set of Japanesa

O

stopping a villainous wizard unlocking the
secrets of the universa by playing around

thara and siride purposefully away
® JONATHAN NASH
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BY SENSIB

PARISGI=SEPT

‘ ‘ e're having some
major problems with

the Beirut levels.

They're all coming
out yellow.” "By some astonishing miracle
we might gat it vaguely reasonably out on
time-ish.” Stuarl Campbell's open-aired
reverie concerning Cannon Fodder 2 and
Sensible Gol, there.

Right now it's our major stress-out
tima of the year - the run up to getting the
games finished and in the shops for your
mums to buy you for Christmas, which
means all work and no sleap (and no
(“Socks™ - Ed), ("Rugs” - Ed) or ("Rick ‘o'
Ralph”™ - Ed) for that matter) for the party
animals al Sensible Software,

Coflecting interesting pebbles is a
favourite pastime of mina at the moment,
50 how many camels were mentioned in
the bibla?

Okay, Sensible Golf then, How's it
going, Jools, me old mucker? Well, sir,
I'vé just baen slogging me guis out doing
a coverdisk demo for AP's really fat sister
magazine, Amiga Format, Having worked
non-stop for about a waek trying to cram
in as much as possible, and getting
brow-dampeningly close to their
deadling for sending disks to the
duplicators, | discover that i
locks up occasionally, And
there's no time to fix it. What a
nightmare ol a haadache -

I'va got the putting to Py

work now. You see, ongenally Tl -:-'-

mysedl in the same position again, Thay
say you make your bed and lie in it.

Which brings me smoothly and
metaphorically onto my next poinl: you
and your Amiga. Sadly il books like this will
be the last diary of an Amiga game by
Sensible Soltware, the reason being tha
SWOS, Cannon Fodder 2 and Sensible
Goif are the last games Sensible will be
developing for the Amiga. (So there you
have it. - Ed)

The reasons ane the new ultra-
powerful machines emerging, the
publishars’ now lascist dictatorship
aftitude towards the fulure and finally, but

& mainly, piracy. Thay say it's now over
twenty pirate copies to one legitimately-
bought copy of an Amiga game. See

F'y moral of five senlences ago. We all have
-

to make our kving, we all have 1o eal, and
we all have 1o justify our leisure time. So
this Christmas will be the Amiga’s tumning
point. Your attitude could wedll be “Well,
these are going 1o ba tha last Sensible
games available, 5o lat's just
copy them and not throw any
maore hard-earned dosh inlo the
money pit” It could, on the other
hand, be *No, I'm actually going
to buy these games, enjoy
them more for making that
effort, and hope that everyone
else dobs in order 1o sustain
the market in the future” And
averyone lives happily ever
after. (Jools, gel down off that
soap-box, man. Chill oul.)
Sensible Golf is starting 1o
look the business now. It

I FIN 120 Y03
Sy AR 200 YOS5

the game was all played using the small

Cannon Fodder-esque graphics. But

now, when all the players are standing

on tha grean (the designer stubble-like

grass bit around the hole), double-scale

graphics are loaded up and used. This

Seams 10 make everything cleares, more

prominént and, erm, bigger. Oh yeah, and
I've done the computer-controliad

players as well and they're

. chass (an old plays, man, wow does il play. You've got
g e St b, mack'em word year when | was finishing off coding to check out the Amiga Formal covardisk
’ f S meaning ‘topper’). Cannon Fodaer | promised mysall that I'd dema. Lock-up bug aside, it's the ultimate
S (1 only hope naver again put mysell through the tease of a beautitul future. It's you, your
B you'e right. - masochistic punishment of working so three best mates, and a forty-gight pack of
Ed) stupidly hard, not seeing any daylight, not  that luscious new ("F Max, the lightly-
You know, socialising lor weeks, and now | find sparkling fish drink” - Ed)
this time last & JOOLS, SENSIBLE SOFTWARE
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9 9 Pe Here at AMIGA POWER, we say what we think. If we like a
game, we say so. If we don't like a game, we say so.
H Ama Otherwise, asks Jonathan Davies, what’s the point?

) 7o

96%

187 Do they Simply not
bother 1 the games picoerly, and G-
along with whalihey'va béen 1old by

o T ' nooih-taking PRGEparments?
Us: Hella? taking this parsonally, | can't work with e don't knoW Bilhatever tha
Publlsher Ha ) got some kind of DB 63 A | jon't get feRSOoN. i makes us f8el slhght e

£ down i's being dupcd int
pe youre oul of a job in ik and our job is made that

J single the nd onths whenpublishers ring ug
Us: Right. Er; bye then the oth gazines like th 5
' X was i bé s i 7 W th v
‘ a5l O il game an axtrame example, ol course. Mot il we |
Publisher: But w { @ hopes the Amiga will die just so sele

I lakas us down with il. Some companies e

cancel thesr advertising with us (which i) |as[
L] ling thém naot to buy i may nol sound e a problem to you Bt | J Jﬁll"lll}l‘l_ all by ackad

because i's rubbish without it AMIGA POWER would cost you p 1o be. We'va summanised whal

Publisher: You're ORY £8.95 a copy or something). Some Send everyone else thought of thesr at
of Game Z b iy stiff letters 1o Steve The Publisher. And wa thought of thamAnd then wa've aske
SOM just quielly s10p 5 us games their programmers lain
[+ are adult themselves. Did they't
L ay produce wiitlen the greates! driving game (or
acklu ey can't really whatever) of all time? Or were they just |

| ] sing marks saying that? And linally, as is our right

And yet, bizarrely, they don't always we've made sure we

T et low marks. Month after month, we Oh, and 1o sho
h rval Amiga magazines and completely bitter and tw

f we've played, and which turned the 1ables and dug

W e also

56 t & game I

ot 1o be up o scratch, gefting which we really loved, but which seamed |

4 Me I e absurdly hegh scores. YWhy is this? Canit to pass everyone else by |
|
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THE WHOLE GALAXY
INSIDE YOUR AMIGA?

FRONTIER - ELITE 2
|[Gametek)

Few would dany thal Elife is ona of
games history's greats. So expectations
were high as the sequel approached
compléetion. Four years in the making, it
nad us bursting in anticzpation of is
accurate simulation of the entire galaxy.
“100,000,000,000 starsl® wo

gibbered. “IUll take US weeks 1O wisil
all those” And whan if finally
appeared, reviewers across the
nation exploded, showaring marks
as high as 96% all around them. But
not AMIGA POWER

AMIGA POWER
SAID...

10:0,000,000,000 stars, huh? All of
them accuralely mapped and
catalogued? And that's supposed 1o
be bater than 10,000 000,0007 Or
1,000,000,0007 Or evan 1007 What
5 1nis, a game or a Guinness Book
of Records aHempl? It wouldn't
matier, excepl the game itsell is
rher dull, with Ettle sense of the
enormity of your surmoundings, laads
ol tedious ftying around withynothing
happening, and disapposnlinghy
sluggish graphics/if you're playing

ISHAR 3

(Daze)

isharls one of the most popular series of
RPGS on the Amiga, and they always sell
pads. Ishar 3 lakes the wew thal bigger
§ DEtar, .,1[:-:] gl'.'ﬂ‘_u '.\'UI,I an evan maors
enormous playing area than ever belore
Which s good, right? Marks in tha high
805 across the board seemed 10 suggest
80, AMIGA POWER, however,

disagreed

on a 500. It was okay, we decided in
AP32, but worth no more than B5% (or
75% on an A1200)

DAVID BRABEN
REPLIES...

Dawvid Braben, Frontier's programmer,

| eanm see for miles and miles and
miles and miles and miles and miles
and miles and miles and milcy and
miles and miles and miles and...

was quite cross al the

came oul, and is still far from happy
“That was the review with the sirip

of pictunes from the intro along [

wasn't it? Wilh a ¢

P4
r |

jooopoeo

AMIGA POWER
SAID...

Ishar 1 wa iked. lshar 2., wall, wa had
our reservations, but gave it the benelt ol
tha doubt. But by fshar 3 our patance
had run oul. As the senes has

i rassed I's -E]:Z! mong .I.I!-Cj Mg
sprawling, and Ishar 3 just gox ) far,
aming you wander aboul for hours just
g 1o find something 1o do. And éven

10

=]

Walking, yes indeed I'm walking, yes
indecd I'm walking, ye1 indecd I'm

W The el

n places

ying

can always turn some of

Jetad off

AMIGA
POWER
RETOR

As our new Readers' Al

100 reveals, (rght

after this fealure) wa're
in our
view of Fronber Bul we're

pratty much

JEnarany iInvosves orcs

thar

asantung winer

the dabbler, thal's

25 fans with a sense ol

h relish, And as we al Daze

Hedish n, relish oul

always say

AMIGA POWER

RETORTS...

“Dabblers™? How dare you an
oulrageous insull 1o our c ter
Gamaes are our ke, We eat, sleep and

dream Amiga games. So you'll be kooking
lorward o Ishar 4, then, CIl? >

nd a laste for a challenge play

HIMOd YVOINY

HIBW3IAON

Y66 L

O
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BUMP "N’ BURN
(Grandslam)
Billed as the Amiga's answer to Mario
Kart, Bump ‘n' Burn was supposed to
incorporale all the top SMES game's
knockabout fun, with personality-laden
cartoon opponents and special weapons
1o shoot them with

Tha other magazines seemad
happy 1o go along with thig, handing oul
marks in the 90s with gay abandon

AMIGA POWER
SAID...

I's nok, though. It's nothing like as good
as Marig Kart. While Mario Kart really
does allow you to believe you're
s, I00MING along in a go kart,
i the driving mechanics in
Bump n" Burn seem
hopelessly artificial
and unconvincing
And Mario Karfs
small, feature-packed
courses are replaced by
larga, sprawling ones on which you'l
rarely sea your competitors. No better
than a hundred other driving games, and
cartainly worth no more than 70°%
(AP40)
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VALHALLA
{Vulcan)
They came out of nowhere, and within
seconds Vulcan Software wera hailed as
the mosi exciting thing 1o happen o the
Amiga for years. They'd put togethar
Valhalla in a rumoured three months, and
yat it was greal

It talks!” cooed the press, awarded
it scores that rarely dipped below B0,
and ran tawning faatures dusirated with
curously-similar photographs

AMIGA POWER
SAID...

But wait. Valhala is actually terribly
ledious. The speech gels on your nerves
within seconds, and once you've turned it
off you'ra left with a bland, empty
adveniure game wheng your characler
wanders around brown, empty rooms
dying far too often

VULCAN REPLY...

Mew fo the software scene, Vulcan's Lisa
Carminglon has the distinct imprassion
that we hate tham

*From tha baginning you seamead
compiletely disinterested in us and didn't
speak to us to find oul how 1o get on in

GRANDSLAM
REPLY...

We Iried to get hold of Peter Opdam,
Bump 'n' Burn's programmar, but e was
having domestic problems. Grandslam's
David Birch was happy 1o take up tha
gauntiet, though

“We were disappointed with the
rensaw, having seen Bumg n' Bum do
well in other magazines. We played Mario
Kart a lot, and basically tried o produce
an Amiga varsion of it”

But the courses are huge and
sprawhing compared 10 Mario Karfs

“Well, yeah, maybe that's a tair
comment.”

LAFTINHE
LAPREL

They're creepy and they're spooky,
they're, er, cooky and they're soky,
they're really rather pooky? The
Valhalla tamily. Thank you.

AREHEFT

THETOWER

rooms are emply,
yel there are loads
of characters later
in the game.
Vaihaila has many
things in its favour,
Naot only s it the
lirst speech
adveniure on the
Amiga, but thare's

ih game.”

But we review games based on the
game, not on how well wa_gat on with the
programmers

“The review in AMIGA POWER was
plainly written by a reviewer that hadn't
even attempied to play the game, 50 how
could ha grwe an honest account that the
public could rely on? You stale that all the

o disk swapping
during the game and thare's a save game
function. And most importantly of all, it's
addictive and fun lo play”

No it's not. Cam played it for two
days - surely that's long enough 1o get a
reasonable impression of welher he iked
the game or not? He didn't meal any
characters (unlass lalking skulls count) in
all that tirmna

I like drivigyg in my car. Bul mot that
much actually. |

SAESD

The car's handiing feels all wrong
And the road moves al exaclly thalsame
spead whather the speedo reads B0 or
160

“Yaah, | dunno, that/may be the
case. But we leel the' playablity was spat
on, That's whal we really concentrated on
geting cghbiyour reviower had trouble
staying In the lead, that's parhaps a
reflection of his driving skills”

AMIGA POWER
RETORTS...

Bump ‘n° Burn plays sor of okay, but it
just isn't @ palch on Manio Kart. We've
never gone back 1o it. And who wants 1o
play console hand-ma-downs anyway?
Certainly not us. What's wrong with
originality for a change? Come on
Grandsiam. You can do much batter than
this. Can't you?

FEE e

FEsasEsEEEEEE

“We feel that the review wasnt 8
fair representation olihe'the gama,
The puzzies are allBaSed of Word )
associations, which C@m chviously never
got the hang of

“if you'd only coma'back o us with
criticisms of the game orfgw to get past
cerain puzzles, we'd have been happ,r o
help you out. And foliowing The: raviews in
AP and Amiga Format, we changed the
game quile a bit anyway. We just never
got any feadback from you”

AMIGA POWER
RETORTS...

It's nol our job lo playtest games and to
pass back our criticisms 1o the
programmers

If Vahalla was changed following
our review (which is irritating, as it makes
the review appear wrong in the eyes of
our trusting readers) than swraly our
criticisms were valid? Eh? We rest our
case, miud



ELFMANILA

(Renegade)

“The greatest beal-"em-up on the

Amiga.” That was the gist of much ol
EMmania’s pre-launch publicity. and the
reviews thal lollowed. Seemingly
bewitched by the game's beautiful
graphics, reviewers handed oul scores of
| 90%-0dd with no questions asked. But
AMIGA POWER?

AMIGA POWER
SAID...

Surely some internal misunderstanding?
Elfmamia looks wonderul, that nobody

WHAT DO YOU THINK?

The chances are that, however much you know and trust AMIGA POWER,
you've ignared our wamings and bought a game that we hated, but everyone
else claimed to love, What happened? Did it turn oul to be just like we said?

can deny. But you've anly got 1o play a
couple of rounds 1o realise thal it teels
all wrong. The characlers have no

=
Lip up fatty now, hip up fatly
now, reggae!

I'd Listened To You. AP® o *
BA1 2BW. There are no pii
leature or something. -

mwumunﬂnwwm’%mumlwmw

, 30 Monmouth Street, Bath
do some sort of follow-up

I DDA

like Liridium, Fire and

AP Coverdisk gama
Nigper. So it was a bit of a
shame when it phutied ou! lo
scores of 50-60%, and slid
unnoticed beneath the waves.

AMIGA
POWER
SAID...

Bul hang on a minute. Empire Soccer is
probably the best football game since
Sensible Soccer, and, being in a very
ditfarent style, well worth playing in its
own right. It looks a bit ungainly to begin
with, and takes a while to get into, but
once you've got the hang of the special
maoves and things it turns out to be be
absolutely brilliant.

Play the demo from AP41 if you
dont balieve us. s fas!, fabulous and
great fun, Verily, Empire Soccer IS
Speeaball 2 in shorts.

1‘I'I'IIR

EMPIRE REPLY...

It was nica to find someana who agrees
with us for once, namely Empira's
Marissa Pauwells.

“It's a strange one, Empire Soccer.
Because of the timing, and the number of
other football games being released al
the time, we decided not lo do a
traditional, strategic foothall game. And
wi made a poinl of demonstrating it to all
the magazines, and telling them not fo try
comparing it to Sensible Soccer - it's a
different style of game, and one you've
really got to play 1o apprediale. But it was
clear from reading the reviews that they

RS0,
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ona-player game, you should be able to
collect money 1o hire tougher characters
as the game progresses. By fighting
aasier fights, utilksing bonus rounds and
prize fights you can accumulate money
quite easily, if you learn how to fight well

°l bet the AP reviewer never really
got very far in the game, because he
couldn't figure out how to accumulate
manay of how 1o light efectvely against
the computer-controlled player. If this is
Irue, he has no chance 1o get deeply
involved with the strategic side of the
game.”

AMIGA POWER
RETORTS...

But if the National Computer Games
Champion of 1988, not to mantion the
Eurapean Video Games Champion of
1990, can't figure it out, what chance do
the rest ol us stand?

“Besides” snarls Stuart from his
new Saffron Walden home, “| did gat
loads ol money, But it juslt maant tha
prices of the fighters went up. Where's
the strategy in that?"

‘weight’ to them, and the lack of impact
sound affects kills any sansa thal you'reé
actually fighting people. Further testing
revaals that the potentially clever
system ol earning monay 1o buy
fighters is wrecked by a system of
price fiddling, so the one-player
game’s out, and the two-player
game is spoiled by the way it
telegraphs every special move in
time for your oppenent to avoid it
easily. Looks great, but worth, we
lelt in AP39, just 61%.

TERRAMARQUE
REPLY...

lan Kuittinen of developers Teramangue
isn't having any of it.

“Most of the criticism comes from
avid genre tans, who have a fixed idea of
how a beal-'em-up should work
Innovative conceplts like intuitive game
controds (designed with the Amiga

joystick in mind), the strategic part of tha

game, and coing as your resource have

obviously been too much for many de-

hard beat-"em-up fans. sledgehammer. He's miehed i
“In order 1o be successiul in the |

It's the AMIGA POWIR
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just hadn't given it a chance. Most of
the screenshols were from the intro,
and they just hadn'l played it for long
engugh. Then we read AMIGA
POWER's review, and from your
comments it was obwious that you'd
given it the time it needed.

Did tha game sell okay?

“It did all right, but not as weill as
wa'd hoped, The troubla is that when
shops are looking through the RETORTSIQG
magazines 1o choose gamas 10 stock, Blub,

L L L e T T T T ] FEREERRE R R R R R

ARCADE POOL P
(Team 17)

This was 1o be the pool game 1o

end all pool games, claimed Team 17,

they haven't got time to read the
reviews in detail. They just ook at the
score in tha botiom nght-hand comaer,
and Empire Soccer obviously didn’t
look too good, especially as, because
of the game's timing, AP's reviaw didn’t
appear ull last”

AMIGA POWER

and in ganeral tha reviewers weren't
arguing. But AMIGA POWER..

{That's enough culting through the
hype. - Ed)

| suppose | could collect my clothes and g0
back to school. Or steal my daddy's cue
-l-d:.i-hg-:tl-lqhguﬂ...
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So, are we in a world of our
own? Or do you, in fact, like
the same games that we do?

1 Sensible Soccer
{(Renegade)

2 Cannon Fodder
{(Virgin)

It was close (as, indeed, it was when we
were assembling our own Top 100), but
in the end Cannon Fodder was just
pipped by Sensible's other game. You
clearly love them both, though, awarding
the two of them logether nearly four
times as many
placed gama, Sy

3 {Electronic Arts)
We said 9th, you say 3rd. And we feel in
no position o argue

4 Formula One
Grand Prix
{(Microprose)

HE

/oles as the next-highest-

-

E A
ALL-T] ) =

Monkey Island 2
(US Gold)

Fair enough. You may well see Monkey
Isfand 2 edging its way back up our own
Top 100 next year.

If you still like it this much, then ‘
presumably you've all got coples, and
won't be lerribly interested in its budgat
release this month

5 The Settlers
{Blue Byte)
We knew The Settlers was popular. But

Fantasies, our world-view had to be
radically overhaulad,

o Manager "ﬁ
(Domark)
All right, all right. We still write about
them for you, even if we don't play them
much. (Apart from Steve.)
6 Pinball Fantasies
(21st Century
Entertainment)
No great surprise. Will you like Pinball
Musions even better?

FA Prenier from
Hhite Hart Lane

N.Thonggon fouled in the box

10 Monkey Island
(US Gold)
Most people who voled for Monkey
Island 2 voled lor this as well, explaining
the two games’ similar placings

{image Works)
Tch. i you like this so much, then whal's
Empire Soccer doing languishing down
al No 607 En?




APRATT 100

SNVEREREDIIERS'
¥ 100

11 CIVILIZATION (Micropros
12 DYNABLASTER (Ub

13 DUNE 2 (Virgin)

14 CHAOS ENGINE (Micropro:

{7 FRONTIER: ELITE 2 (Gremlin)
18 MORTAL KOMBAT (Virgin)

19 RAINBOW ISLANDS (The Hi
20 GRAVITY FORCE 2 (PD)

21 DESERT STRIKE (Gremiin)

X2 PGA TOUR GOLF (El r

23 GUNSHIP 2000 (Micro

24 LEMMINGS

25 SIM CITY ()

28 PINBALL DREAMS |
Enbertainment)
20 FLASHBACK (U

Codemasters)
32 STUNT CAR RACER (Kixx)
33 POPULOUS 2 (Bullfrog)
M PREMIER MANAGER (Gremilin)
35 PREMIER MANAGER 2 (Gremilin)
36 F1 (Domark)
37 APIDYA (Play Byte)
38 KNIGHTS OF THE SKY (Kixx)
33 GRAHAM GOOCH'S CRICKET
[Aud i)
.lf.} SKIDMARKS (Acid Software)
LOTUS 2 (Gremiin)
-1'2 SCORCHED TANKS (PD)
43 HARLEQUIN (Gremilin)
44 PANG (The Hit £ d)
45 LOTUS ESPRIT TUHED
CHALLENGE (Gramiin)
46 JIMMY WHITE'S SNOOKER (Virgin)
47 GOAL (Virgin)
48 ARCADE POOL (Team 17)

50 LIBERATION

51 SOCCER KID (Kri

52 ZOOL 2 (Grembin)

53 WIZKID (The Hit 5

54 WINGS (Ci

55 MOOMSTONE (Mindscape)

56 EOTB 2 (US Gokd)

57 LEGEND (Mindscape)

58 KICK OFF 2 (Anco)

59 PROJECT X (Team 17)

60 EMPIRE SOCCER "94 (Empira)

=

61 PUTTY (System 3)

62 PARASOL STARS (Ocean)

63 SWIV (Kiox)

64 VGENERATION (Mindscape)

65 INDY: FATE OF ATLANTIS (US Gold)
66 MICROPROSE GOLF (Microprase)
67 WING COMMANDER (Electronic Arts)
68 YO JOE! (Hudson Soft)

69 1K+ (The Hit Squad)

70 JURASSIC PARK (Ocean)

71 RODLAMD (Storm)

72 PUTTY SQUAD (Systemn 3)

T3 PONG (PD)

74 OUT TO LUNCH (Mindscape)

75 RAILROAD TYCOON (Microprosa)
T6 BANSHEE (Core)

77T EXILE (Audiogenic)

78 K240 (Grembin)

79 TETRIS PRO (PD)

80 BRUTAL SPORTS FOOTBALL
(Millannium)

81 LOST VIKINGS (Interplay)

B2 CELTIC LEGENDS (Ubi Soft)

B3 BUBBLE BOBBLE (The Hil Squad)
B4 INDIANAPOLIS 500 (Electronic Arns)
85 CRUISE FOR A CORPSE (US Gold)
B6 LLAMATRON (PD)

87 SABRE TEAM (Krisalis)

B8 ALIEN BREED SPECIAL EDITION
{Team 17)

89 DUNE (Virgin)

90 ASTEROIDS (FD)

91 NO SECOND PRIZE (Thalion)
92LASER SQUAD (Blade)

93 BUBBA "N’ STIX (Core)

94 HISTORYLINE 1914-18 (Blua Byta)
95 TURRICAN 2 (Rainbow Arts)

96 BILL'S TOMATO GAME |

97 JOHN MADDEN FOOTB

(Ele ic Arts)

98 COOL SPOT (Virgin)

99 ADDAMS FAMILY (Ocean)

100 FURY OF THE FURRIES
{Mindscapea)

OUR OWR,

YOP 100

1 SENSIBLE SOCCER (Renegade

2 CANNON FODDER (Virgin

3 SPEEDBALL 2 [Kixx)

4 DYNABLASTER (Ubi Soft)

5 FORMULA 1 GRAMND PRIX
(MicroProsa)

6 RAINBOW ISLANDS (The Hit Squad)
7 KNIGHTS OF THE SKY (Kixx)

B EXILE {Audiogenic)

9 SYNDICATE (Elactronic Ars

10 PINBALL FANTASIES (21
11APIDYA (Blue Byla)

12 GEM'X (Demonware)

13 WIZKID (The Hit Sguad)
14 DUNE 2 (Virgin)

15 DESERT STRIKE (Electronic Arts
16 F1 (Domark)

17TMICRO MACHINES (Codemasters)
18 HUNTER (Activision)

19 SECOND SAMURAI (Psygnosis
20 LEMMINGS 2 (Psygnosis

21 ASTEROCIDS (PD

22 GUNSHIP 2000 (Microprosa)

23 STARDUST (Blood
24 RODLAND (Kixx)
25 HEAD OVER HEELS (The Hit Squad
26 FLASHBACK (US Gold)

27 MORTAL KOMBAT {Virgen

28 R-TYPE 2 (Activision)

29 THE CHADS ENGINE (Renegada)
30 STUNT CAR RACER (Kixx)

31 DEFENDER (FD

32 DIGENERATION (Mindscape)

33 LIBERATION (Mindscape

34 SIM CITY (Maxis)

35 OVERKILL (Mindscapea)

35 SEEK AND DESTROY

(Mindscape)

37 YOI JOE! (Hudson Solt)

38 THE SETTLERS (Blue Byle

39 SKIDMARKS (Acid)

40 LAMBORGHINI AM CH (Titus

41 BLOB (Core Design

42 BENEATH A STEEL SKY (Virgin

43 PANG (The Hit Squad

44 NO SECOND PRIZE (Thalion

45 SABRE TEAM A1200 (Knsaks)

46 ARCHER MACLEAN'S POOL (Virgin
47 NAUGHTY OMES (Interactivision)
48 PUTTY (GBH)

49 URIDIUM 2 (Rene )
50 CIVILIZATION (MicroProsae)
51 TETRIS PRO (PD)

orrlall

52 IK+ (The Hit Squad)

53 PACIFIC ISLANDS (E

54 F-29 RETALIATOR (The Hit Squad
55 THE BLUES BROTHERS (Titus
56 BOB'S BAD DAY (Psygnosis
STNICK FALDO'S GOLF (Grands!
58 HISTORY LINE 1914-18 (Blue E
59 BUBBA "N’ STIX (Core Dasign)
60 ISHAR 2 (Silma

61 SCOOBY DOO AND SCRAPPY
{Hi-Tec

62 MONKEY ISLAND 2 (US Gold)
63 SWIV (Storm)

64 SOCCER KID (Krisaks

65 FURY OF THE FURRIES
Mindscape)

66 LURE OF THE TEMPTRESS
Virgin

67 PARASOL STARS (The Hit Squad
68 VIRUS (Firebird

69 ALIEN BREED 2 (Team 17)

70 NEBULUS [Hew:
71 HIRED GUNS (P

72 LOTUS ESPRIT TLIHHG CH (GBH)
73 E-MOTION I."' Gold)
74 WALKER (Psygnosis)

75 ANOTHER anLtl (Ko
76 PINBALL DREAMS (: ;
77 TEARAWAY THOMAS
78 CARRIER COMMAMND [Rainbir
79 R-TYPE (The Hit Squ
BO POPULQUS (Tha Hit Squad)

81 MONSTER BUSINESS (Eclipse
B2 LLAMATRON (PD)

83 BOSTON BOMB CLUB (Silmarils)
84 KID GLOVES (Millennium

85 WORLD CLASS RUGBY (Audioganic)

B6 SUPER HANG-ON (The Hil Squad)
B7 ALIEN 3 (Acclaim

B8 BRUTAL SPORTS FOOTBALL
(Bdlilbannium

89 BUG BOMBER (Kingsoft

90 ZOOL 2 (Gremiin)

81 PROJECTYLE (Electronic Arts)

92 ONE STEP BEYOND (Ocean

93 KLAX (Domark)

94 THE SENTINEL (Firebird

95 SWITCHBLADE 2 (Gramlin

96 SHANGHAI (Acthision)

97 ROBOCOP 3 (The Hit Squad

88 JETSTRIKE (Rasputin
99 PONG (PD)

100 FRONTIER - ELITE 2 |

»
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HO DO WE THINK

DO WE THINK WE ARE™

Games eh? Even we near immortals
who work on AMIGA POWER must
come down from their Olympian
heights and ponder the entropy and
decay that is the one constant of the
universe. Even we must face up to our
eventual decline into dotage...

“I'll be deag ~
\ Slaled
Sarah baldiy, rather
ouer:uoking the fact
that this jg SUpposed
lo be an aMmusing
page of characier
Profiles ratha,
than 5

human existency, Ho-hum
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GaA POWER

0.

: .mulmlﬂm
whrhnﬁmpirl'
“at the pub. “Come on_ they say.
'l'lnm'lhldhnlmt we've
selected a game, 50 you'l
have to play or it won't work. And it can't
possibly go siraight down the middle s
tima” But it always does. a P
So pinball games on the Amiga are a
great source of comlort to me. From safely

it nmnﬂlmﬂhﬂfmiu
z'ﬂddumumumuﬂh
tables they'd designed, one
mmwmmnmm
now here are only threa. And it doesn
even cost less. Tch, eh? 4

WITH MULTIBALL
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e AMIGA POWER

NOVEMBER 1994

Runs on: CD32
Publisher: Acid Software
Authors: Mark Sibly
(graphics), Karl Stevens,

(music)

Price: ©29.99
Release: Out now

:!(E:ﬂ .

era al AMIGA POWER, we
don'l tend to star off our

: wreleavanoe But Gus
ally quite goods

» Mwﬂf'tsmﬁrﬂ%mnw
1 sand Begun 1o contract again, In lt, it's
contracted so much that it's now no more
Mﬁhlﬂmhm mdll
are squabbling

(programming), Hans Butler

Rick Jones and Phillip Blake

_reviaws by cnmung mrl the

Only in Australia would they name the

whal's lelt. You're a Guardian,
job is to protect tha remains of
race from marauding aliens.

fail, humanity will be destroyed, i

COursE, avan il your succeed, mrm
n
ﬁ- hadlmt.wltg

i’-"“’”“‘!’ PRGNS

*-MIII.MHMMIQ
hmm:huﬁmn
diameter”, hmhuw
that it would collapse in on itself within a
lew picoseconds. But Guardian is a pretty
fast-moving game, 50 thal's okay.)
Starwing hm :ﬁ:

on a game
superficially

and you fly about in a similar manner. But
apart from that, lorget about Starwing.

-:F""'-t- -

i,




RD N ol

heroic saviour of hul m yspaper. "

And think insiead aboul & P ' .._
30 version ol Delender e h“"

s

15 whal
Guarghan aclually,is.
(Dalendar

:’:uﬁr“ﬂ', %""
Instead of frying

o kidnap people, the
abens bombybulidings oo the
ground; ﬂmm POWEr-UpS
and Mﬁ can’! hyperspace. But
apart from Ihal, this is & 30 version of
Defender. encompassing all Defendefs  glance al

speed and inlensity alongWith some ™ ™ = your scanner, :
ferrific graphics and 1@ OVerpowening and spol a group of . - alifi
sense of Urgency that the plol adds. Dronoids in the distance, no
' doubt causing terrible damage to ——

FLIPPING . your cities ) H E
A typical game of Guardian wi { “Mow then..” (As you close in on e
as foliows; their position, your finger hovering above They won't

“Nya ha.” (As you cunmingly g the fire bulian.) like: this.- .
yoursell opposite the alien (When, just as they come .
ihe game begins, wait view, @ trio of Shadows fits across -

elease a group of Dronoids which r path, giving you no option but fo peel o

reed 1o be kiled 1o ~and offfrom your atack and purse hem) ~ THOSE WHOM YOU MUST SHOOT

{hen unleash ona of your imited stock of 'Faw (As the firsl goes down.)

smart bombs, destroying them all in a “Pow.” (As the second goes down.) Tragically, especially considering the great plol, Guardian’s creators only

purpe flash and a shower of polygons.) "'ﬂlp.' {As you narmowly scrape pasl a seem 1o have gol as far as 'Dronoids’ in naming the enemy ships. There isn't
“Waargh..” (As, while doing 5o, you large office block, But then...) @ven an intro en that lists them all, along with the points y

{ad to notice a pair ol enamy fighlers - “Yas.” (...as tha final Shadow, hot on killing them. TRUST AMIGA POWER TO RECTIFY THIS OVER

Saracens, as we've dubbed them - lining  your tail, isnl so fortunate, clips the
up behind you, and unleashing a tirade of building with his wing and tumbles down WOLF They run rings around you.
sharply-angular laser fire.) fo earth.) These fighters 300 points
“Phew.” (As you stab at the “Grr” (As you wmmmmu are rubbish, but
accalerator and soar away, banking Dronoids again with renawed their ineptitude sy . PANTHER
o avoid a trea...) determinalbon.) can often be your ! Actually,

“Dakka dakka dakka” (As downfall when ‘Dronold’ Is a bit
your photon bolts tear inlo they crash into you. of a crap name,
them, and shards of alian 150 points so let's call them

1o be pmlor:' tumbde lo earih. And Panthers »
fewer finally...) SARACEM instead. You've got to z
& end of the r'.l ; “Hilifahy { : Rather more 1o complete a level, -
level, the fewar bonus ‘ h worrying are 5 0
points you'll get.) . ir | B these rather »
i ! [ more skilled HIGHTSHADE T
ones. They tend These tanks run o
to fall for the old flip' trick, though. up and d =
250 poinis roads on the m
first level =
SHADOW T They're fairly

The most easy 1o pick off
territying A Bl 500 points g
enemies we've : <
80 far come | JET m
across are these — The watery =
TIE fighter-style ones, which stick to lovels are @
you like glue. patrolled by ]
500 points these small a
boats who, ' -
TROJAN noadless to say, fire at you -
Although, having 500 points ':

said that, these
flying saucers And there are lols of other ones as
are GVEn Worse. well, obviously.

o



The standard from-behind view

appeans on
the screen and
your ships turns and

m * POInt¥ skywards

n : :I victory music

- ing i lhe

- Ilé!gmund.:

n e It really is that

Feltiting. And all thal was

smoother-moving. They seem 1o
make use of that special chip in the
Hhﬁauﬁﬂuhm C€DAa2, too, for the horizon and
~ button, your ship performs a neat things, which prasumably makes an
 hall-somersault and roll and  A1200 version unlikely (although Acid

A MSiphcointe . cainlobs loking o e
opposite direction, pummmm“hr
\\. largely drowned out by the rock

o button and watch  would have made all the diflerence). In
% /’3’ as one, two, fact, the only possible flaw we could find
<0

> in Guardian is that the power-ups are
s ; y ludicrously difficult to pick up - you've got  and knock our mast deadly foes off the
. ’l/) 1o fly directly through the micdlis of them ~  botiom of the high score table, something
| € . ,po muumulmmm we wouldn't normaily bother with. We've
— up once a homing missile or aven in the lake-it-in-turns
:i - -J'<‘<~. dallasar MMMm&m
P (®)
! Q
| z o
i
|

i
It flies over the top of them all
without them seeming 1o bat an
asvniitd aad ihaa sanre ol leia ke
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scondry, and how many [ifle dials and
knobs ther ang on the instrument paned,
Ihiry all tend bo sulier lrom the same
problem. Whereas in a real plane you viow
th workd throwgh & bubble-shaped
canopy, alloweng you 10 soe whal's
abover and 1o

e itnen ] ;11#“1"“

1o Py alorng i o SIEN kne in
front ol you while you shoot ai them. But,
thix hiuman surnaval i
thay tend lo start find) aboul a8 soon
a5 they see bullols hying past thow eas
And pretty oon thiy've thsappeared oll
he sichr of thr screen Hecaling the stufl
aboul Yo-Y il SCissois you read i the
manuial, you bank your plane over and
head off n plrsuil. Bul he's
turned again and is going in the opposite
dwechon. Il only \Hnllweu |LJh' '
Yous Iu'ml v il

oh o

bl il's boo
'vie bilng =
tllul'l‘nh'

ncl Desing whal il is,

s
o |
L
I B
[—
L.
O..
i
Z i
OB
L
3
e
o

sove the problem by offenng you views 1o
the teff and right, selected by pressing
Ky, Bulhlhﬂling :.mwmnoba
dhoiing i an in itua

Hmbling 1

o, just
b folk

» as well as l ﬂues on
the PC version, whose more
detalled graphics gve you exlia
visual clues that prevent you fro

oetting lost, but it's =l a g

o o

oS Ol

standard Hight sim trealment of Op
E}-.'afll;u'd thie D-Day landingsaYou gl a__

ookang of gamaes. It draws on that okd Might
i clichd ol dressing up all the oplions
BNE As roughly-hown 2oones I
1 you choeking on dog
Wl 1o jump bo brighing
. Phe s could slop dodl
his? t1F~L‘ out whal o
what, i's easy 10 overiook mporiant
oplions, and the contras! between the 3D
flying sequences and the fat, badly-drawn
world back al base i jamng
And then, once you're up in the i
! ; D YOU a5

@ prackiated horizon




OVERLOMND

0000 SHOW, WE HARD THAT 10U BAGGLD 1

You're crossing the French coast, and Bachk intide the cochpit again - but

your radio is butting with reports of where's he gone? Aaarghh. Surely
nearby German planes. “Bandits a1 3 Douglas ‘Stumpy’ Bader never used 1o
o'clock!” That sort of thing. hawe this problem.

T D LI e
o - - L]
But where are they? You can't see much  But of course! Overlord’s special inside |
from every conceivable angle. Youl can . out of the cockpit like this, so you cut to  combat lock shows Frits and his chums
walch your bombs as hey drofron a chase view. Hmm. A nice view ol to be 1o the right, and above your head.
buitdings, and arrange it 50 thalilyou Calals, butl where's lerry? M we can just turn around & bit...
shool down any planes, the view swilches
to them. You can do anything you like
although the enormous numbasel keys
involved can be intensely confusing.
So Overiord's gol a greal

environment 1o fly around in, but does it [ PR >

work as a game as well? Undoubledly, | ———— o i

Tedious things like take-olf and landing are r-——__ e e — _‘-ﬂ r-——' — it

optional, and long fights can be cul down r e i‘fji e o

USINg & lime COMpession oplion, SO you're L a4 - T -

always in the thick of it. The missions are Well, the tracking view reveals him 1o be  ..or maybe show a nice picture of your
varned, with you able o swilch between & Heinkel 111, ripe for the kill. But plane fiying over the sca inslead. Note
arrcraft-types (and hence mission styles) al where is he? Which direction should we  the distinctive shape of the Spitfire’s

will. You've got three lives, represented by be shooting in? wings. And the invasion stripes.
threa pikots, and amusingly you can make =T
them swilch places with pilots in othar
planes during combat - for example, if
ou're abowlbda hit the ground,
2 J 5 perecily ! ,
1 But it does move smoothly, especially on @ B an / g, ailthough a s
21200, and once you've fiown around, fg : Saves quilia bit of | [ T
gl begin 1g I ; V. MiSEI0NS r-‘__"ir'ﬂ- -
0 A58 other new game, the P i : »
The pe -bas Patrol, dugiia
port " , along wil This exterior tracking view has the
hing, . e you'll be able to answer. It holds your Spitfire in view
, &, o BICOMPA while keeping the enemy plane in the
ong ! middie of the sereen bahind it
coming m & JONATHAN DAVIES

AIRCRAFT oW THL CROUND. S 0'[LOCR. (2 WILLS

THE BOTTOM LINE
A1200 significantly taster on

7 B 1200, and it's safe to
Jurn all the detail and colour
settings up to maximum. Other than
that it's the same game.



Current Fundsk$R7858

ITEH COST PER UNIT
Soldier

Scientist Two packets of Smarties, x EEE
Ep?‘lpn%ﬁ a Curly-Wurly, a packet... 5535*';1'2']
INTERCEPTOR™ o 600 000
Stingroy L-J-Jmi}a ﬁ % 000
Huglanche L 17 000
C.animon 30 00
Stingray Hissse . » 3 BIZI;‘JI‘D
Avatanche Missile q 0ob
Cannon ROUNGs(HS0) 1240

T ank” COnmon 20 000D
HHP Cannon Shells 200
Tank” Rocket Launcher NS0 (D
HHP Rockets 3000
Frstod g00

RN
Parghase/ Hire Persoanel

Cost of Purchasesr$20 000

I T99997

QUAHTITY
3
0
0
0
0
1]
0
(1
0
g |
) 4
-8
0
0
0

g SOEECEEECEEEE

When you enter a building (or
UFO) the reel pechs back to
reveal the action inside. %

Following on the wave of X-Files
hysteria sweeping the nation...

Game: UFO

Runs on: A1200
Publisher: Microprose
Author: Mythos Games
Ltd

Price: £35

Release: Oul now

y ha @ from

an anothear

ing of that cranky old game Laser
ad. People of the world - rejoical
Julian and Mick, the brothers Gollop,
& Laser Squad back in the days when
calied themselves Target and then
under the name ol Eiage, Now (in
their ongoing bid to foil the sinister
At s of tho Treasury, Josal
Mengele's ilegitimate son AND certain
splinter groups of Hazbollah, Party of
God) they've written LIFO under the
nom de plume of Mythos Games
Lid. But awan though they've baen
rattling through the names at a fast
anough pace they re stll writing
me game - though with a bit
of a story this tima,

SHOCKER

It's the near future (as
it is 5o often) and to try
to meel the threat of
rampaging alien
invaders, the




Juri Shadrin

LEFT

RIGHT SHOULDER

¥

T HAND

Extraterresinal Gombal Unit
(XCOM) (Surely ECUT
Ed) has been given

1o wvicdale

PErMISSHO
any couniry’s airspace
and shool down any
UFOs thay can lind. Tha
dea’s ultimalely to rid Earth
of thesa villaing' hormd alien
nasbness by developing a nng of
dedensiva bases around the world,
Il take you & long, long tima

You start the game al the birth of
the XC:OM organisation. with a single
base, a few parsonned, mimimal stores and
acouple of planes. The manual runs a
really friendly tutorial section, but the
pame's easy enough 1o gel inlo anyway
as long as you're aware of your aims. The
base section ol the game prasents you
with enough stat screens to make avan
fha most compiax footy management sim
green wilth envy, and it's this secbion thal
saparates LFQ from the prévious 'stand
up and fight” versions of Laser Squad. (Or
Rabeistar Raiders 1o race the game's
hislory right back and impress everyone
with our mighty powers.)

Aher sach successful combat
MeSSion, you raturm with alien artatacts
and weapons which you can then
disassemble, examing and ultimalely
manufactura. In this way your firepower
grows, while at the same time you get
paid more and more by countries grateful
for your protection. So you build more

al

g

You can quickly buy stunningly large
guns at very reasonable rates.

SHOULDER

BACK PRCK

LEFT HAMD

groups of
Hezbollah”

bases, recruit maore
stalf, down more UFOs
and eventually make the
waorld a safer place o live in
That's the plan at leasi

SECRETED RESIN

Pointing and clicking your way through
various menus, you can add new sections
to tha base, order and pay for new
equipment (from hand grenadas 1o
interceplor jot fighters) and kook up stats
on all your curioushy-namad stafl. There's
somathing about near-fulure games that
assumes everyone will be called Ludquisl
Svenson o Amall Traventi

. rather than Paul

Greanwood or Billy Brown.

Explanations on postcards
3 would be mos! welcome

L (It's a tradition wilh Goliop

games. They slarted off
naming thair charcters
quite sensibly,
axparimented predictably

W frorm {-:.r

books, and then saflied on
really stupdd names
Actually. - Ed)

When you finally
spol a UFQ, you scramble
an inlercaptor, bul
unlortunately, the air

Cox [ ]

track ng/ar combat par of
the game’s no fun at all. A
sma

and gives you the oplion of
angaging the UFD at
axtréme range, or

wh ng mn and g
evarything you've
Either way, II's a b

lotlery as to who wins.

GOTCHA

[ you get them

radar screan pops up

i
Iy R

ol &

gel you, w
phase 1
the Laser Squad b
a transport plane, zoom
them straight over 10 the
grash sile in a powariul
fransporter plane, and then
> a5
much equipment as
@ither they can
of you can afiord
e bug hunt ma
For those of
YOuU untamikiar
wilh Laser
Squad
(ang
therafore
chinging 1o the 1hre
of this review by the 1
of your fingers) the system
works Ike this. The game takes
place in urns, A turn is split into
maovement points, and these arc
soaked up by your actions. |1
you walk, that's a lew paints
gone, il you kneel down o
fturn around, that's a fow
maore. Firing from the hip
takes less points than an
aimed shol (bul is less
accurate), and il you use
up all the action points in
that soldier's turm the
completely al the mercy o
abans. However, if you save
enough to shoot back, you can 1all your
soldier fo fire at any alans moving across
his {or her, this i5 a near-future
after alf) ling of sight. This line
determines how much of the playing area
you can sea. Mast of the level stays black
unbil your ﬂuﬂﬂ'ﬁ had a look around, and
aven than bulldings and troes cast
shadows behind them, Also
gol his back'to an alien, they won't appear
on tha screen unbl the soldeer lurms
aropund

DESTROY THEM

This section falls down on two counts

scenant

I a soldiers

Thene's somathing not

hi with the ling

quile r

of sight rules

soldier's on a higher
lével than the target

on a roofioy X

view of the area below, but [obvioushy

wrongly) be told you can't sea an alian
standing out in the open. Also {and I'll
admit this is a parsonal 'gamas versus

reality” type argumaent) when a soldear

moves past a window, an alien can shoot

and kill him as he llashes by

thowgh the alien would

even

chance 10 a g e 1

Ju
i 2 A i e i 8
nere s @one thara and dentify them
as an enemy soldier.” - Ed)

The second (anc
gripé is ime. When It comes 1o the abens
turn, you have 1o sit there and wail for
ages whilg tha computed moves tham
anound up Over 5ux minules
DEtwaRm Mo n a particularly he
level. The A1200 version of Sabre Team
(also a Laser Squad clone, fact fans)
(Though not by the Gollops, further fac
fans. - Ed) managed 10 pack all c
baddie-moving down 10 a few seco
whai went wrong here? Equally anncying
is the high frequency of disk swappng you
have to endure. It hampers your

anjoymant higely

" riant
Norg important

| CIOCKE

tha aliens , it
exciting, and il

Cradibey lerns

YOU MeSs up

Just ke real
without the alien imasion maotif

@& CAM WINSTANLEY

UPPERS Enough game

to keep you going for ages.

The combat scenes are
tense and thought-provoking and
the management screens are kept o
a minimum. Also, we all saw Pulp
Fiction this month, ages before its
general release, and we're hugely
smug about it.

DOWNERS Tool of the

devil muzak (that's blissiully

missing from the combat
missions) and disk swapping to
match. The computer takes too long
to think about the moves.

THE BOTTOM LINE
It's Laser Squad meets Premier

Manager and it works, adding depth
to a battie-tested game genre. The
tedious disk accessing breaks the
game up terribly though, so non-

hard drive owners be
forewarned. 75
HARD DRIVE INSTALLED 85

PLAYING FROM DISKS:
THE BOTTOM LINE
: There's probably going
A 3 EI(]' to be a 500 version,

IN12¥34

IN1DH14d

but it's obviously going to be far
slower than this one. Hmmm. We'll
let you know.

-
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has been making the art staff nervous.
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-
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|
1
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Game: Embryo

Runs on: A500, AGDO,
A1200

Publisher: Black Legend
Author: Black Legend
Croteam

Price: TBA

Release: October

ook around your workplace or
classroom and see il anyona fits
this description. There's a type of
person, inewtably mala, whom
everybody hates. They say he's sexist,
they say ha's armogant and always trying
1o be the centre of attention. You hear
the stories and you wonder how awlul
a human being can actually be

EGG

Then when you meet him face lo
face, he turns out 1o be okay. You
chat about what was on TV last night
or how you both tancy that new girl
from accounts, and then you go on
your separate ways with you
wondering why everyone's got it in for
the poor guy

This curiously weeny scannar
shows which direction the
target k5. W leatures a cule

effect a bit like swirling coffee.

The map shows your largel. Mot
that you've gol a hope in hell
of reaching it in one picce

The shar range scanner shows
lsads ol enemy air activity. In
other words, you're doomed

Until you meet him in a social capacity
You're in a packed ('Youth club or sports
hall’ = Ed) necking back [‘Glasses of
orange juice’ - Ed) and he starts off, blah,
blah, blah, misinformed twaddle, yakhity
yak, biased viewpoint, blahdy-blah. He's
got an audience 10 show his ignorance 1o,
never backing down from an argument or
admitting ha's wrong, being genarally loud
and ledious

Everyone hates him, and atter an
hour of uninformed, xenophobic wattle, so
do you. Ha's hell's co-worker, he's tha nica
guy whao tries his hardes! o be a total
cratin. Which, by way of neal introduction,

sums up Em

Embrye
{given a hearty shal
but this version sucks. The gdme enging’s
fast and flowing, the idea's good (so good
in fact, it's also used in Guardian,
feviewed on page 40) and tha control
systems (mousa, joystick and keyboard)
all work greal. You can evan serial link two
Amigas and fly against a friend, which is
always a Good Thing

It's just that, as a game, il swck
20 gam s are linked by an endle
stream of poorly-written drivel cranking
out the tired old-"bad alens vs good

humans’ story. It's low-quality 1950s SF of
the pulpiast form, and not really 51r1'|:c-|:l by
the programmears hailing from C |
therefore producing crappy psaudo-
atmosphenc 15th-rale | : Asimov
stories in a language that clearly isn't their
mather tongue. All you need fo know is
that you've got 1o shoot things without

g . dn’t they just
have said tf

PLACENTA

Like | said, you can choose your conltrol
method. | favour the mousa which lets you
control your plane easily while at the
me time iNg your guns and
speed under control. Halding the
right mouse button down adjusts
your speed whereas a single click
toggles through your weapo

This shows your spoed, in thiz
case J0Omph backwards. That's
what happens when missiles

strike you head on. Bah

PEUSED
HERD

Theie helicoplers are the cause
of your rapid backwardmess.
Blissfully though, they're one of
the few baddics that crash

aler anly & few hits.

Weapon slores are thown in
numbers, mild damage in green
and severe damage in red
Trpically you go green ahter a
few minutes of starting the

game. Then red. Then dead



RAMBLING HOLIDAYS

A lew whacks and he's down,
dropping a borus bomb. That's the

big red thing in the sky.

| _And then, like a huge, dead, grey
chicken, he smokes a bit and then lies

there. Like an ex-smoking, dead, eic.

the left button fires, Simple, easy to gat
nto, nice, The game belrays its kght sim
ongins by having kelt, nght and rear views
on the function keys, bul I've yet 1o find a
use for them and sadly, thera isn't an
external view ol your ship, 5o you're never
sure what your plane looks like. It might
be sleek and cool, it might look like a 2CV.
Your just don'l know

BUT BECAUSE

So. Everything's great so far, and it
continues 1o ook rosy as you start the
game proper. After a brief zoom over the
polygon landscape, you inévitably bump
into a few baddies and get shooting. The
walkers are the besl, not jus!

guns, that sort of thing. And you need
them

Even in these early confrontations
the one thing thal slands out 15 the
obvious need Ir_'ur b|l_;-;_]r'| Weapons f“li

ESVRESFL W W

that's not quité nght: the obwvious nead IS
for weaker opponents. Picking out some
siragglers al the edge of the enamy's anea
of operation, | stopped and lested my
Waapons against vanous anamias
fake 12 seconds ol continual machine-gun
fir@ 1o dastroy, bunkers a mang craditla
four. Even accounting for near-misses
gun turrels take around a dozen hits from
rockels or energy balls before they blow
(Admittedly, il you use guided missiles

Tanks

which saek oul the weak poinls, yo
nead four or 50, but then of course you
run out of your best missiles early on.)

ar 100 much (o have
ng, and this is the rool
15. Problems that

nlarleave o craale

combine and
more problems, which in turm
spawn yel more. Join m
on my lermifying speralling
descent into gameplay
hall, No, | inskst
Bacausa it takes so
long 10 destroy each
larget, you've gol 10 S40w
right down 1o give you
time to shoot it over and
over again (and thal's slow
right down - even if you're
bumbling along, you often have to hrr
around and make a second pass at the
targal.) Unfortunately, Since you'ré gong
slow, you're basically a sittin

FOETUS

Because it takes 50 long to destroy each
targel, and the best way of hitting tham s
to sit there and spray them with bullets
which makes you a sifting duck, you gel
hit. And when you gel hit, the impact flings
you backwards for miles

Becausa it lakes 50 long 1o destroy
each target, and the bast way of hitting
them is to sit thar@ and spray them which

makes you a sifting duck, and you get hi

]

and flung backwards lor miles, you haven't
a hope of gethng to the main objective

In & later mission you've got to
not just nuke the aliens, huh?

anough power-ups 10 stand
chance at all. And because it takes

nge straight in amyway,
because il you Tty fast you pass
things before you can shool tF

each target, and the best way of
it !'Il'] them s 10 si thara and Spray

because they look good, but
because when you blast
them, they collapse forwards
and lie there like dead
chickens, columns ol smoke
nsing from their shattered
Irames. (As lends lo happen
with dead chickens. - Ed) It's
ever 50 satistying, The
hedicopters come apart and
rélease bonuses quile easily
oo, so afer a lew minutes
flying around, you've usually
picked up quite a lew power:
ups - reloads, double
missides, betier machineg-

“Twaddle,
yakkity yak,
biased
viewpoint”

Because it takes so long to destroy

tham which makes you a sitting duck, and
you get hit and flung backwards for miles
ng oM stragglers 1o obtain power-
your gnergy levels get
[PAUITIITIE | 1, INé masn I']l_;ll_'l:rl'.'l_' 5 :’||'J¢.LI5-'EZ a
storm of enemy activity. You can'l pick
@ edges of ihe defence be
you stop, enemy planes will h J and
knock you imo the middie. if you go fast 1o
avoid the fire you can’t hit anything but if
you g0 show you gal shol up and dea. If by
some messianic feat of gameplaying you

mar

and pic

1o gel all the power-ups you

nised, gatting shol now damages your
weapons rather than damagng your ship
But once your weapons get damaged you
have 10 replace tham, because you can'l
repair them. But you can'l replace
because o replace
them you have 10 destroy a
target to col lect its power-
up, and you can'l dastroy

them

that it's TOO HARD

which makes you wonder
what sorl of games plavy ng
demi-gods playlested it
walkers and helicopters are fun because
¢ drop when you pop them, whareas
plate duliers k
1 up. i they jus
;0N the

The

RCAUSD

lurréts are Co

thigy take oy

EnocHed dowr

enemies, i last and fun game
{that’s almas! (oul not quite) like
Guardian), and heading into the enemy
base would be frantic and exciting Bul
they haven'l. And it isn't. Which is a great

shame

® CAM WINSTANLEY

UPPERS Smooth

graphics, good 3D modelling
and fantastic sound. The

rockets in particular whoosh away
superbly on all four audio tracks.

DOWNERS Rock-hard

enemies smashing you up

whatever you do,
completely ruining any enjoyment,
overwhelming every allack and
thwarting any attempt 1o come out
on top.

THE BOTTOM LINE
If they ever bring out Embryo 2. it
should be fab, and could well be
hailed as the Amiga version of
Guwardian. This is a game spoiled (I'd
imagine) by being
playtested by the
programmers who are
oblivious 1o its stupid
level of difficulty.

HIMOd VOINY

INI2YId

AAO0ON

THE BOTTOM LIN

I processing
s ground
detail, m smoke and so

on and the game still runs faster.

The asmooth running

goes to show you what

a missed opportunity

IN1JH14

this game is.




He looks like be should be
smoking a pipe, does Toay iy

} lohnstone. In & comic strip.
Ton

Hole #1014 Par Y
Stroke 3
Distance:12 yds

Club: 8§ Iedge

Game: PGA European

Tour

BuBIlchbe Coonh g e
: 2ar Latic

Authors: The Dome v € g e ey g

- IS _ similar, S0 here's a menu piey
Price: £28 I i P —

Release: Out now

nay and & "I’I"lrll"lg
Goll Fan 3 (Steve The
Prod Ed’s Friend
Steve (From Next Door)):
1 nght
Me: | don't know wha
Steve The Prod Ed:

1994

OVEMBER

Stupid hat. Stupid hat. Ronan Ratferty has
a really stupid hat, everybody.

It's @ bit like Rhubarb, Rhubarb.
But without Bob Todd. Or

213 yds




i

r_ s the reverie angle. Look, there | am

| in the far distance. Being about 18 feet
tall, apparently. That is clever of me.

D
N

Steve The Prod Ed's Friend Steve
(From Mext Door): Al right
Steve The Prod Ed: Oh dear. A cholce ol
clubs. | hate having 1o choose clubs. It's
g0 mrlng
Jonathan The Ed: Mo, apparently the
computer chooses the best club for each
shol. You can overnde the decision il you
want, but there's really no need
Steve The Prod Ed’s Friend Steve
{From Mext Door): Good
Jonathan The Ed: Ah, now, this is one of
those ‘press the mouse butlon to start the
ghol puwerung g, then press IhE' miuse
button 1o determing the powar of tha shol
then press the mouse bution to slop the
ball a5 near to the ine as possible 1o keep
the shot on target’ things, isn't A7
Steve The Prod Ed's Friend Steve
(From Next Door): Yes
Jonathan The Ed: And you can move the
crosshair you're aiming at, and see a
lapographical map of the grean, and
switch 1o one of those lovely bul mostly
usebess aerial shots ol the course
which zoom in and out
Fortunately there's a sensibile
plan wiew that grves all the
necessary information
Steve The Prod Ed:
This is all a bit weak

Ihat cose-up he doesn't
ir ot all. What's going oal |
movement behind that tree.

Costantir

isn't it? The format for this type of review's
50 hackneyed you could pop a Cocknay
cabbie in i | mean, coma on, all this
supposedly clever banter that's clearly
made up by one person Decause
everyone taks in exaclly the same way,
and in the middie of it huge clunky
mancloguas aboul the gama itsell. Which
would obwously do the job jusl as well
presented as a paragraph in a
siraightforward review. It's ndsculous.
Jonathan The Ed: Mo, come on, play up
and play the gama. Look, it's his comedy
line and everything

Me: | don't know what's going on
Jonathan The Ed: There you are

BATTER

Steve The Prod Ed: Bad luck. You failed
to take account of the wind strength and
direction. You see, by clicking hefe you
can alter the draw and fade
Jonathan The Ed: That's sor of hke the
spin on a ball in, say, pool or snocker, isn'l
it, Steve The Prod Ed's Friend Steve
(From MNexi Door)?
Steve The Prod Ed's Friend Steve
{From Nexi Door): Yes

Steve The Prod Ed: Well, | must
say this is all very pleasant
The game helplully selects

wilh tha hole and gves
you all the necessary
information in a
comensent box. The
sound's altractively
minimal - the "swop' of
hitting the ball, a few
noises when you land in a
bunker or go through the
leaves of a tree - and it looks,
wedl, functional. Pleasantly
functional, though
Jonathan The Ed: Yes
Relaxing, that's tha word I'd
use 1o describe it
Steve The Prod Ed: Yes
Ralaxing. Just tha one
Steve The Prod Ed's Friend
Steve (From Next Door):
Yas
Me: This is really boring
Steve The Prod Ed: No it
isn'L IS relaxing. IN's the son
of game you play 1o unwind
Despite the competition
batwean players in irying lo
sink the ball in the lowest

the bast club, lings you up

Whoe must make the shot? Whe? Whe?
Someone’s definitely behind that trege.

number of shots, thara's no animosily on
the loser's side

Jonathan The Ed: It's a courlesy game
(Pausa.)

Jonathan The Ed: Well, go on

Steve The Prod Ed's Friend Steve
(From Mext Door): What?

Jonathan The Ed: Do that comedy bl
whira you say a really long, paradoxically
complicated plece, and then we can finish
with the song, and he can wnle the
concluding part normally,

Steve The Prod Ed's Friend Steve
(From Mext Door): Mo

Steve The Prod Ed: Wa've mssed our
cug now

HIT WITH A
SHOVEL

It is very relaxing, is PGA Europaan Tour,
And friendly. And, oddly, compuisive. You
do ftend to find yoursel followsng the fight
ol the ball and willing it 10 stay on course
of go a bit 1o the lel or whatever. And the
clever addition of a reverse anple view of
tha ball landing adds no end fo the
suspense. But its not exactly what you'd
call an exciting game. (The naarast you
get 1o that is the enjoyably tense shoot-
out, whire you're eliminated if you lose a
hole.) Mostly it's just quiet, consistent

fun = hunkering over the mouse as you Iy
to compensale for the wind by lathering
spin on the ball, or attemipling that
£12,000 putt by calculating the parcentage
of 21 leal you need lo reach tha hole.
Ewven when things get difficult (courses
which are mostly watar, for example, or
lifterad with bunkers and trees loding the
direct shot) and you slap the ball into the
undergrowdh, the imepressibly halplul
positioning saves the day.

Beyond whacking it in a straight lina
as hard as possible and then trusting the
club and position you've been given,
you're maant 1o ‘read’ the course and
adapt your tactcs accordingly (making a
short shot, say, in order o get on a
straight line with the hola, and then closaly
examining the green to judge the besl
approach). This is the agonisingly skilful
realistically golfish bit, and consequently
the part | found very boring. (Fortunate |
could turn it all off then and just
concentrate on thumping the ball around. )

Thare's no doubt PGA Europaan
Tour is the best goll game you can get,

Oin. above cup

and even lor the casual player it's a tair bil
of fun. In mult-playar mode it logic-
delyingly tends to suck up time in a near-
Dynabiaster tashion and the spaclacie ol
people getting hurrahingly exciled aboul
winning prelend money is something o
behold. Yes, | ke it. Mowhere near as
mwch as clever goll tans, but in a more
personal, greatly surprised sort of way,
Surprise made all the greater as 's from
the paople who wrota Last Action Haro
(Wed have gol away with if if if hadn't
been lor you pesky kids. Eic. = The Dome.)
@ JONATHAN NASH

UPPERS It's all things to
O all people, that's what it is

The controls are very
simple, the presentation slick and
flashy, and the game smotheringly
helpful; it's also got five ‘real
courses, four ‘real types of games

" computet opponents. You

can h tha ball argund and trust
the game to keap yolout of trouble;
or you can ‘read’ the green and
painstakingly sel up each shol. lIt's
fun for beginners; it's cleverfun for
golf fans. And it's hard drive-
installable {but still fine from floppy)

DOWNERS U's really
just the same thing over and
e over again, Sometimes the
ball goes a bit “odd’} landing
squarely and then skittering around
on the spot forages (or inexplicably
failing 1o go where it should). And
even on the hard disk version.you
can only save one gama, Grnph.
And the courses are commercially
sponsored and il uses American
spelling. Damning, that. Natch.

(v

THE BOTTOM LINE
The best goll game ever in the
history of all things, and
surprisingly good fun (if
ultimatehy dull) for

casual players.

LN1>H1d

THE BOTTOM LINE
Asoo Exactly the sama, only

with lesser graphics,
we are told. And £2 cheaper.

HIMOd YOIANY
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REQUIE

The death of Wimbledon’s top 1
squash, more like.

Game: Robinson's
Requiem

Runs on: A1200
Publisher: Silmarils
Authors: Darze
Price: £35
Release: Out now

A game of Robinson’s Requiemn, a
3D view-out-of-a-window and click-
on-icons drama, goes like this. Walk
around a bit through a
barren desert wilh a
few trees in it and
walk east through
S0m@ mountains
lo the debris of
your ship. Click
on all the pleces
and collect five
bits of wire and a
madical kit. Go
south to a lake, maat

a man, punch him, mick
his stull. Cut down

some leaves from a trea,
make a hat, Wl your bottle
from the lake, cul down some
branches, make a
lire, boil your waler and '\.
drink i. Walk around

Find some caulifiowers. Eat
them, walk up the mouniain
s1ab an eagle, walk back, crawl
past a tiger, run nighl, enler a
cave, and 5o on, and 50 on
{And 50 on. Elc.)

WALK

Blasting your way around space
n Super Stardust makes you
leel as il your eyes might pop
oul of your head as you whizz
through the technically awe-
inspinng lunnel sections, and
that your knuckles might drop

&, for the most par, is dul
Cynical, maybe, but this is why
people ke lo escape into TV,
books, films and computer
games - 1o takaé a break from the ovaral
crapness that is their ives, A Qooa
ProgQramima novel. movia or -,.rjnn.;],'pr.n
coes the tncx quete admirably, bt a bad
oné fails 1o disguisa the fact thal you're
only slanng al words on pages, crampsed
Mo a cinema seal or ogling a TV screen

while your life goas on around you

" A man. Punch hl—l’"". and nick his stulf. You "

off as you clench
them around your
1oystick for pin-point
accuracy during the Thrust-like
sub-sections. Theme Park makes
you feel ke your head is swelling as you
play god, with fear of your brain imploding
should something go horribly wrong

WALK

Robinson's Requem makes you feel ke
you've baen told to painl a fence and
you've just discovered i's fifleen miles
iong. | know that | haven't really talled
much aboul the game here, but
honastly, thare's very little 10 say. Your
window is extremely small, and in low
resolution (which you'll need
1o usa on a standard A1200
io play al a decen! spead)
you're hard-pushed o
evan tell what half of
the objects are, Billed
as a ‘Survival
Simulation’, there
are loads of bits o
do with your
personal health
(the blurb
2 promising that you'll
o get struck down by flu,
& and may even have 10
amputate a limb at
some point), but all
this means is lots
of bars and

an the rupuutnﬁ-hi i the game
preper, and hence you'll be refarring 1o it
.:qmmw thraughoul the game.

Ohay, but what is il? The rap'hic: on
Requicm are slow, badly-drawn and ‘;
unimaginative. And don't blame 'lach
of memory'. Il this is supposed 1o the
best a standard A1200 can do then
take a look at Legends of Valowr, or
Captive 9.

charts and electrocardiograms,
and not much action. I'm
tempted to even tell you the
cheal mode, which shows
the position of all the
obyects on the map (normally
you're forced o walk up close to
everything and click 1o see if there are
any objects) and allows you o telepon
(ridding you of massive strolls through
barren scenery) as it makes the game far
maore playable (or, rather, lar less
anngying) but, cbviously, | can't
Robinson's Requiem did litthe 1o tickde my
fancy, and I'd be surprised if itNl do much
1o warm the cockles of the majority of
APG fans either.
® RICH PELLEY

UPPERS Lols of
@ different locations (jungle,

village, volcano, graveyard
elc) and, er, that's about it really,

DOWNERS With no

spells, no form of characler

selection, no real
personalities and straightforward
puzzies, Requiem plays almost like a
kind of first-person perspective
Dizzy than a proper RPG.

THE BOTTOM LINE
As a "Survival Simulation’ it does its

== )

survive, but would

much rather be doing

THE BOTTOM LINE
A (two pound cheaper)

something else.
ASD0 version will be

released at the same time
as the A1200 version. It'll probably
be much the same, 5o | doubt we'll
ever bother to cover It




STARLORD

Fve people standing arcund on
the bridge of your spaceship.

Strap yourself into your battleship. Fire up the rockets. And

Game: Starlord the results
Runs on: A500, ABOOD, aulomabcally, thal's
A1200 (1Mb only) what you'll find
Publisher: Microprose yoursall doing

ugh

& and 15 hard

Author: Mike Singleton

and Peter Barnett g BLOW

Price: £35 Starlord is thus

Release: Out now reduced lo an
niarstoflar strategy

I first,” begins the wriling game, whare, in a {
“ on the back o ) vaguely interesting
you'll concentrate on fiying  relro scanark, you're Hanhird® Foe
ghters and leading a Middle Ages-style fouichip

this long bor us fo 'm':;r'w e

your forcas in .;u;.:-'. ng 30 battles. Then, feudal leader
you'll realise that the true path to success struggling 1o become
alsa imvolves diplomatc, planning and emperar of the gal .m,
trading skills There are lots of of
Almost, but not quite. In fact youll earls and lords and nd

reakse that the 30 battles are terrible. You  things, and to get .J gradually amassing
By around in a do Ooking spaceship amywhang you'll have 1o “s' Im I' ghips, waap v

@ other spaceships wheel about in the  form alliances with the ﬂn 'mpi'ﬂ" MESOUrCEs unt
giy all around you. Thera ara so many of as well ag fight tham yOu ] STE'F'E FAHAGHER

them that

00!, and

‘'ver no idea which ones o Members of yo
you'll quickly discover thal your tamily are partic

curtent e
ikt Thara
ight. Thare

UPPERS Surprisingly

spaceshap perorms much batter il you just imipartant 1o yoL as you'll 5 ing once you've learnt
M g Y

eave Il on aul 1 ong as you I r hime ponng - which bits to ignure. The

you've gol the can generally re rivals to sea

[star maps room in and out nicely.
Some of the graphics aren'l 1ob bad.
It's o vaquely original{ish) idea.

completely and let the computer work out come fo your aid should y
oulclassed by a sup

15 much of the galaxy as SOVIRER Suhg 37
battles are ill-con Y
despite looking qul

et impressive. And once you Strigl

5 nol those away, the rest ol the L
5 usa of ends up looking a bit thin, x:(.m

s able confrol system.

THE BOTTOM LINE
I you'v. bought Stariord already,

ling walching your emping
expanding, wondering whether yo
But it
th judicio

- . invasion from here.
p .““ -p information on
the plancis.

HIMOd VOINY

you'ra probably not completely
hng disappainted with it. But those
who'vayetio take the

m | think "-.'0 EvEr saen plunge would be advised
U Us ouse o m to move away from the

1 oneé Di 10 the nex
. But 1 0
poinier on the screen. To select

poolside and-reclothe
themselves. Er.

HIBW3IAON

THE BOTTOM LINE
= Alew extra points
A1Z00 should be awarded to
= the game when played
on an A1200 for not being quite so
sluggish and unworkable as it is on

vE6 L

O
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Runs on: AS00, AGOO,
A1200

Publisher: Electronic Arts
Author: In-house

Price: £30

Release: November 18th

[9nE here's somathing kacking in

~ FIFA inlemational Soccer and

F it's hard 10 say whal. I've played

* ' the original Mega Drive version
quite a lol (explaining why | got 1o review
this even though | usually stay away rom  hal-time (lo be lold it's hall-
football games lest my prejudices show when you pause the game
through) and enjoyed playing it heaps EA, ahter the initial load the A 1200
more than | did this version, version keeps the data in
Judging it as a conversion from memary $0 it's much betier
anolher flormal (which soma may argue the second time around
isn't & fair appraisal, but I cover thatina  (which, of course, doesn't
bit) the most obvious thing is that there's help AS00 or ABDD
masses of disk swapping. Now you can owners) and, anyway,
castigale cariridge games on most fronts,  you should be playing
but despite their ridiculous cost and from hard drive. Yes.
frequent offence of containing bland Chaars.

tx‘lt‘

R
=

| Tpaitmeas T

en—

Maga Drive version over
with, so let's press on and see how it fares
as a game in its own right. Well, there's no

Joystick option which randomly gives you getting away from the fact that the
some (but not all) moves in that dreaded graphics are greal. The game’s got the
Sireef Fighter 2 ‘context sensitive’ way.

Okay, that's comparing it to the

2
-

THE BICYCLE KICK - THOSE FLASH MOVES INTECHNICOLOUR

Shoets On Goal
Haves

Cormer Eicke
i

AMIGA POWER




Clayer Sl ecTion

T

Sl T R

a
H-J!!II|h/n.w-nh-nnu-lhuihﬂ

course is axactly whal they are.

Daspite the size of the characlers
and the curious angle, you're still lelt with
& usable playing area, although you're at
ihe mercy of the game when it comes 1o
long passes from midfield. Throw-ins and
goal kicks are skillfully dealt with by
putting the kicker in a small box in the
corer of the screen, leaving you free lo
foam your cursor around the rest of the
pich to decide where he's aiming lor.
(Hang on - throws-in’, surely? - Ed) As a
final method of overcoming the restrictions
ol the limited visible area, a colourad
amow points 1o the player under your
controd when he's off-screen, and between
them, these little tricks pretty successiully
avercome the 'Wﬁﬂhﬂgmﬂﬂﬂ'ﬂl

“m
Which laaves the itsall. Nol baing
particutarty skilllul a8t any football game,
and pratty much i @l 10 grips
wih the fiddly special e played
most of my games agai real panson
(i JO can be acknowiedpod as a real

person) and only a lew against the
computer, It makes litle difference who
you play against though. Coniralling your
leam, one thing quickly becomes apparent
= you'ré nol controlling them very much, |
suspected my team was nol really doing

REPLAY...

whal | wanted during the games | played,
and my suspicions were confirmed when |
selected a two-player game against an
uncontrolled, inanimate joystick.

Despite having no one al the helm,
the other side consistently tackled my
men, intercepted my passes and, more
often that nol, saved my goals. And I'm
nol talking aboul moving men into
paosition here, I'm talking about
the computer nunning in,
tackling my man and then
running off with the ball,
With this much
computer intererance,
running any distance
with the ball proves
impossible and the
action looks more like
the: pack violence of a
rugby pich than the
ordered play of football, with
computer-controlled players
dashing all over the place.

As a consequence, playing against
the computer's pretty much the same as
playing against a human, and | was left
with the nagging feeling that | was meraly
assisting the computer in the game - and
playing second fiddie to the CPU s bad
for the wellbeing of the soul. | don'l know.
| haven't played the Mega Drive version

Tor particularly memorable moments
such as this, there's a replay lunction.

“Maybe the
original ‘'was

Howewer, you can walch whal every player
was doing as the ball slammed home.

imMeractive games, and maybe
the way the compular teams don’t

bather with the flashy, crowd-pleasing
moves doesn'l reflect tellingly on their
usefulness in @ match. But | really can't
see foolball game supremos going for a
game that's as soft and mushy and vague
as this one. Still. It does look great
though, doesn’t 17
® CAM WINSTANLEY

SPONSORSHIP - HANDIWORK OF THE HORNED ONE

Although we didn't dock any marks for it, we'd like to point
out that gratuitous advertising in games is the WORK OF

SATAN. Do we get cheaper games because of it? Or
cheaper football boots or VCRs? No we bloody well don't.

ALL Dut
Attack

Seosinrad by

Panasanic

e T

who's looking a bil lost and loncly.

THE BOTTOM LINE

Smoother scrolli
al Z’UQ and generally fa;:f

both during play and to
load, which is worth a few percent
more. 5till that spongy soft game
control though.

And even check on the other goalie,

HIMOd VOINY

P66EL HIEAWIAON

o
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I looks pretty bad, boss, |
think he should come off,
F. KENNEDY STANDOFF Hal
‘ SJHITREY . LOVER LEG

The moment we’ve

P . T ¥ , 4 G ELLIS
Game: Rugby League FrEPATRICH " ald Calat—

SEQOND =-ROW

actually have to attempt 1o play the sport,
because (as the screenshots give away)
this is one of those management-type
gamas, Well, a1 leas! it's not another
football one

CHARIOTS

Descriptive stuft first. You're the coach of

locking after your players. ‘Looking after’
in this case translates 1o taloring a
player's training 50 it's both appropriate
and interesting (yup, the players gat
bored) while balancing the team's abilites

NOVEMBER 1994

FON Today is Friday, time for a
crafl country run. Oh, greal.
18 LR L I L 1

Tt

I

n Ll

- digital up and under arrives.

keeps pestering you for information and
convince the chairman that you know
whal you're doing. And lots more, toa.
{Aaarghh. - Cop-Out Ed) Thankfully, it's
all icon-driven via one of those now-

@ lowly third-division side, and you want to  as a whole and deciding who doas what legandary desktoploffice screens.
rise lo be national coach. You do this by on the field. On top of thal, you've got lo
winning games, and you win games by keep an eye on the finances so that you OFF'AH
| can aflord lo buy So now on fo the critical analysis for
I ™ T . W — w3 piay'els.hnc_laﬂlhe MMMMEH“W
e g ey e '.l local journalist who (nearty). For a start (and obvious as

Inis might seem) the game assumes
a knowledge of the sport. Unless
you're amazingly devoled 1o rugby
league and know your props from
your centre backs, you're going to
have real problems working out
ihe best training lor cartain
players. Also, the lack of
stalistics works against tha
gama - because you don't gat
a delailed breakdown of the
game you've just lost, you
don't know what you're
doing wrong and so keap

ATTENDRAMCES
Regular crowds, so you may
as well put the price up a bit.

= e 5 uuey
. = 18 F.PALIN FROP
Coach 2 How much do you reckon he's I NI
Runs on: A500, AGODO, = worth then? £3.507 or 4. 0BS5S FERAINING 4 v TEEAT
A1200 =
Publisher: Audiogenic o losing. The only oplion is 1o change the
Authors: Anglosoft Visual — Iraining completely in the hope of
Systems ()] stumbling across an answer, Very
Price: £30 =8 annoying.
Release: Out now -l Shame really. | enjoyed playing
| o around with the game and finding things
[ o then. Rugby league, eh? Not ™% out {and being ‘spoken’ to by the
my tavourie sport but, hay, 11 .H'-.I. characters in a bizarre single-sample-
try anything once. (Heh, heh repeated-at-varous-pitches way) but then
Try. Geddit?) (Ho ho! - Eddie — & 1EE 7 i | came up agains! the lack of malch
Waring) And anyway, it's not as if | g ; Z :J—‘ : / ~— analysis, the repetition and the way your

interes! fizzles out because of, er, the lack
ol match analysis and the repatition. It's
the cliquishness, probably — if you don't
really know your way around tha sport,
you won't get anything out of i, (And i
you do, you're still going to fall foul of the
hopelessly stab-in-the-dark approach.)
If you wanl a good management
game, you're still better off with On the
Ball: World Cup Edifion. That's about
foatball, but you can pretend it's rugby
league. Or something.
® PAUL MELLERICK

UPPERS Well thought-
out presentation and a
highly detailed

playerfiraining structure give the

game a firm basis to build on...

DOWNERS buta

severe lack of player

information and no help

when things inevitably go
wrong quickly brings everything
crashing down. Unless, of course,
you know everything there is to
know about rugby league. (And like
playing guessing games.)

THE BOTTOM LINE
I ean feel a “if you like rugby league,
you'll love this'-type line coming on,

but | absolutely refuse
to fall for iL. (Pity i's
oxactly what needs to
be said, then.)

b1:

THE BOTTOM LINE

o m e s as different as
A1200 rugby league and

rugby union. Excepl you
don’t gel paid in one but not the
other. So it's exactly the same. In
other words.,




CHARL

Thus named, presuambly, because

Game: Charlie J Cool
Runs on: A500, AG00
Publisher: Rasputin
Authors: Neil Cousins,
Lee Metcalfe and Matthew
Mahoney

Price: £20

Release: Out now

g =

“They made me wear thase
sunglasses. I's not even sunmy.”

“Te be perlfectly frank, I'm
embarrassed by all this.”
»

@y, man! Lika, dig thosa
hip shades! Sorry. | spent
ages irying 10 come up
with a suitable, witty and
possibly relevant intro for this review,
but why put 5o much creative effort
into that when none's been pul info
the game? Exactly. So bear with my

=
@
o
o
3
w

imaginative lethargy as we trundla through
the lalest in a seemingly unstoppable line
of ‘cool characters. Meet Charle J Cool,
And his plathorm game
Yup, a platiorm game
With! platiorms, monsters
o bounce on, leaps of
taith, things o
collect, a big goiden
key hidden away
that opans the exit,
lots of running as
far right as you can,
a change of scenery
avery lour levels and a
similar increase in
difficulty. But
without! any real reason
for playing . Tch

PLATFORM
GAME

Now, I'm the ona who likes playing
platform games, so | know what I'm
taking about. Thara's nothing axciting,
challenging or fun about Chartie J Cool. In
direct contradiction of all acceplad
platiorm wisdom (including the edicts
prociaimed by the mighty judges of
Kangaroo Court) the game's exactly the
same level 28 times in a row. Okay, 50 the
graphics are ditferent from world 1o world,
but the gameplay is identical throughout
And it's not as if the graphics get betler or
anything = for a ull-price redease they're
distinctly bland, and with the likes of Ruff
'n" Tumbile showing how atmospheric
backgrounds can be, there’s no excuse for
ones thal are dull, samey or even blank

even blank”

THE KEY, THE SECRET(S)

It's a platform game, so al various points on your travels you can pick up
what we in the business call 'power-ups’. But because it is our duty to
DISSEMINATE ESSENTIAL INFORMATION we're not only going to show you
the different power-ups you can get, we're also going to tell you what they
do. would say that's our job, bul then some people don't have
1o take thE damn screenshots painstakingly and write the captions, do they?
Eh? EH? (But you didn't wrile the captions, did you, having in fact gone
L’E‘""- Sadly, readers, | have no idea what all these things do. - Weary Ed)

CHARLIE J COOL

[ My, | ¥ >
L b \ a'l':\'ﬁ'\

like a right one n that bnanrak.

GAME REVIEWS

— Wy

And, peculiarly, thara's
no point at all 1o
collecting the coins
scattered around

they just give you
points. Surely they
could have been used
1o give you soma sort of
Mario-styla banafit?

In its defence, there's a great (and
original) touch in the game whereby you
can make Charlie good or bad depending
on how many goodies or baddies you kill,
and so alter the end sequence. Otherwise,

it's standard stuff, even down to

the secrel rooms. Thare's
nothing to recommend it
over just aboul any other
platlorm gamea you
could mention, and it's
difficult to see why it
has been brought inlo

_1 “1 existence at all
. ® PAUL MELLERICK

»
z

o

»

T

o

=

m

THE BOTTOM LINE [N
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THE BOTTOM LINE [
Unfortunately Cam was ;

playing Embryo on our ©

A1200, and Charlie J &

Cool hardly seemed reason enough
to disturb him. Any differences are
likely 1o be minor, however,

O
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Gae: Reunion
‘Runs on: A1200 with Hard
Drive "
Publisher: Grandsigm
Author: Amnesty Design
Price: £35
Release: Out now
game for A1200 owners eh? | VehicLe PLant
bet reviewing that will really — ~ s
i Dur"mMW BUILD oceHOLi>H
e in the same way |
gm 0ving space over to CDA2 |
gama® annoys our A1200 - ; |
owners, | know - lal's A R "y |
O . % "Even the o l
requires an A1200 WiTHg J
HARD DRIVE. so we cdh software
alienate practically . you between 40 and 50
everyone. And then put it |4 vblisher wil hours of continuous play l_o RNE*
near the back and of the \ l'l te " Io finish. i that sounds
mag so even the software g a us by Jie your idea of HELL ON GREENE
publisher will hate us. Yes ‘ v TH. then nothing I'm Th a's thatyour forelathers crashe%
That wouidl be funny. going 1o say will make the a wdlp driveghip against an uncharted
It's our duty, as we constantly slightestbit of difference. You'll planet som@liMme ago and Settled down 1o
tell paople, to cover all Amiga releases. hate Mis making the most of their new Earth, which
{Excepl the ones we don’l. For one highly they called New Earth. But after a lew
important reason or another. — Ed) So this 890 cagluries of this tranguil existence,
page is just for the 10% of you that own !l.'aryuna's ot bored and restiass and
hard drives and A1200s. Reunion’s decided that it wpuld be cool and
one of those groovy 1o crads an aighl-ight-
< Strategy/adventure/managenal ™, Yeanwoid and reopen talks me
o crossover games that's > with OIEarth. | mean
2 notoriously hard to review ¢ why not? There's nothing
becausa it lakes 50 long to ‘ T, F on TV
L play. The bods at - And s0 the game
g Grandslam reckon tat — begins. You recruit a
= even if you know exactly -y s o ™ team, resaarch things,
w what o do and dorli make a { 5 . 1 "h..,wa mine minarals, busld
= Single mistake in the entire ¥ g ) b i colonies, explore star
© game, then it's going to take i { syjjems, meet aliens, fight
z - =N - ‘ﬁa - / @ pirates, trade technology for
i . " { L ‘5":: 2 T information with friendly alie
oy e Your team of intellectuals spend 4 ~ = build space fNeets and so on. It's
L i e it — . | oquince o ems screors i F ol
” ';_ o — -:;. e confusad at first, you're supposed 1o be
E - It's all part of the strategy/adveniure

managerial crossover experience thal is
Reunion. For example, the instructions are
a bit vague, so when you meet aliens
you're not axactly sura if you should kill
them or make friends - that's the
‘adveniure’ aspect for you. Then of coursa
you've got to keep your people happy.
warm and fed in a sort of Sim City
‘management’ section. Meanwhile, in the

L
: |
|
|
A%
All the in the game
look like perionalities.
[ B
‘sifalegy’ cormner you're re new
gachinas and building th

minarals you mina,

The main problems [
game are personal. If this race is o
advanced, for exmmple, why do you have
to research everything from scratch? It
doesn't make sense. Morgimportantly, ol
coursa, sci-fi of this ilk is tattdy '80s, wilh®
the eiders and warriors looking like extras
from Battlestar Galactica. (Just one of %
greal disco beal interprelations of SF TVER
and film music from the Space T&GS
CO. readers. Look oul for the othaf titles in
the series. - Ed) Surely this Robert
Hainbein-paperback look went oul in
19727 Where are the realistic M-riggy
Alien graphics? Pshaw®

JACK PALANCE

But that's all niggly background stutt, T
admit that the chances of me playing this
again are slim, bul that's bacause | don't
have time éven 1o have a chance of
finishing, and a game that takes 50+
hours of play (if you know what
you're doing and dont make a
single mistake, alc alc)
| _ s5@ems alad
excessive 1o me.
Okay, so it

1 won iy
u ration. but
B this is real niche
marketing stuff and it's the genre rather
than the game that doesn't appeal to me
Thara is, however, a band of fearlessy
pabent. methodical gameplayers out there
who'll relish the chalange of trekking their
way through this sort of game. And they'll
love this. All 10% offthem
® CAM WINSTANLEY [ ]

and mind-taxing, this is the
" perfect antidote to all those
blasty gamas,

( UPPERS Absorbing, big

~, DOWNERS Possibly a
| J bit too big for its own good.
= Absolutely nothing in the
way of thrills or spills.

THE BOTTOM LINE
It's criminally clichéd to say this, but
if you're into ling space

strategy games, then you'll like this
It's sort of Elite meets Sim City

meets Dune, only without
the flying around bits. In
Its own protracied way,
It's highly enleriaining.

N EFEEF]

dl




They haven’t got one. It would appear.

: Runs on: AS00, AGOO,
! A1200

' Publisher: Neo
Authors: Helmut
Gaberschek, Kaweh
Kazemi, Markus Hudolin,
Karam MNada and others
Price: £29.99
Release: Out now

Matt Stuvysunt, a young chap who's
arrived in 1950s London to seek his
fortune. (Cr, rather, other people’s.) And
although you don't know much about the
ins and outs of crima, you do know that
burglaries are pretty tncky 1o pull off on
your own. 50 the first thing you need 1o do
15 sCour the city's pubs and bars lor
accomplces, Vanous peopla will prasent
Ihemselves, and it's up to you to decide
who's got the necessary skills and seems
trustwortiry
In doing 0, you'll come

across one lellow who'll set up
your first 'job’ for you
suggesting a location (a

mews stand in @ remote

locaton) and providing a

@ver having so much as
pad a gas bill
Late in all my
life, | know
tthe about tha
criminal underworid
In fact, | didn'l even
krow there was one
until Panorama ded
something about it a
couple of weeks ago
As il tums out, there
are members of our
community whao, ralher than

earning an honest lving as bus drvers, or
coal minars, or crealors of the world's
mightiest computer games magazine,
prador instead to simply anter paopla’s
houses while they're oul and take
whatever they nead. Without even
paying for it

IT PAYS

And it's just this sort of
behaviour thal The Clue
aims 1o reproduce. You 'ara’

need someone fo drive the
car, and something o prise the
lill open with, but otherwise this
should be pretty straightiorward. As
your heists get bigger and more
complicated (there are 20
buildings o

1994

OVEMBER

Mewer trusl anyonc wheo smokes
cigargties, though,

THE CL

infiltrate, the last being the Tower of
Londan), you'l have o worry about alarm
systems, guards, sale doors and police
patrols. And even if you bag the lool and
escape, you'll need to evade capture by
the police, 50 be careful not 1o leave any
clues, and consider having your car
resprayed i it gets spotted.

SHOOTERS

Yes. This is a German game, and the
iranslation is rather paichy. It's never
impossible to understand whal's going
on, but the atmosphere does suffer. The
usar interface is pratty shambalic. oo
You have lo keep moving the cursor
botween the bottom of the screen,
where you click on words to perform
actons, and the top of the screen,
where lists of options scroll past
for you 1o choosea from - tha
piciures in between are purely

'decorative’

But the bit that matbers -

Ihe burglary-planning bit - does actually
work quite well. Having ‘cased the joint’ 1o
locate alarms and things, you then go
back to your hotel reom and work through
each step of your raid on a map.
Everything naeds to be plannad, down 1o
who'll keep bookout, whao'll disable the
alarms and how you'll escape afterwards.
Once you've done all that, click on ‘Run
the plan’ (or somathing) and your team
will go into action.

It's definitely batter than it appears at
first sight, and certainly gets mare fun the
mare you play, and it's undoubledly an
original idea. Refreshingly original, in fact

But... oh, | don't know. The presantation
really does let it down, and the laking-
taxis-around-London stulf gets a bit
tedious when all you really want to be
doing is breaking inlo people’s houses. |
did quite hike i, bul | honestly don't think
I'l be playing The Clue ever again

® JONATHAN DAVIES

UPPERS Breaking into
buildings is a completely
new idea (at least as far the

the Amiga's concerned). And it sort
of works.

DOWNERS Why've they
@ half-buried it in a crap

pseudo-point-"n'-click
adventure? The presentation's a bit
dodgy, there are bugs in it (like
people talking to me about '%.s's,
whatever they are) and the
translation's all over the place,

THE BOTTOM LINE
Persist with The Clue and you may
well have some fun. But | honestly

couldn't summon up the

enthusiasm to keep
playing. There's too

THE BOTTOM LINE
There's a separate

much fatfing about in
between the good bits,

S EPREL

AGA version with
slightly prettier pictures.
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Game: On the Ball League
Edition

Runs on: A500, AGDO,
A1200

Publisher: Daze
Authors: Ascon

Price: £30

Release: Out now

h oear. | really expecied this io
work. Having reviewed On The
Ball (World Cup Edition) in
AP41 and given il a
massive B5% lor its “greal
gameplay, lovely graphics
and deep involvamant®, |
find myself having to hell
you why the football
managemenl game that
I'vee been looking lorward
1o all season doesn'l
guite seam to dalver the
goods. Brian

20,000

The League Edition of On Ihe Bail just
doasn't have the charm of the World Cup
varsion. I's a haltway decent foolbal
simulabon, perhaps a little oo hard, but
one thal reacts n a moderaloly reakishc
way 1o strategical changes you maka. And
the lovely graphical imerudes are sl
thara, so that when you score a goal
you're not jusl clocking up.another digit
but get to sea the cross drilt in @and ona of
your players go round.a delender, or your
Striker wallop in the glonous 30-yard
volley. However, all the hitthe plol devices
that made the World Cup Edition such fun
to play have disappeared and been
replaced by the tawdry substitutes of
finances and stadium renovation. Instead
of giving your players a half-tima talking-to

But they're not, if the evidence is to
be believed. On the ball, that is.

“Fascinating
encounter?
A paliry
6,400”

(which meant you
had io walch the first
hall carafully o make
sure that you criticised or
praised the night player) you
now choose which saction of
your stadium you want 1o
upgrade. D-U-L-L. | was looking
lorward to the transler market, but
I's been bodged - you can only try 1o
sell your players twice a season and
when you succeed they nearly always
refuse to leave the club, saying

conlracts.

have sulfered as weall
Gone are your players’
romantic liaisons

in their stead you have
some of the most
ridiculous weekly evenls
that | have comg across. n
football managament games

Events such as your "being recognised
as one of a gang of hooligans af tha last
maich despite wearing a mask™ for
example, or “raising £6,000 through
autograph signings”

Other irmitating iInaccuracies
nclude an over-sensitivity 1o
mmedialely pravious results when
the game is cakculating gates. (“Ii's
@ bil silly whan making up
affendance figures.” - Ed) For

aample, | was playing
Manchester United (not
through choica, but
from a sense ol
professionalism)
We had lost the
pressous match

]
Your officg, or 'opﬁni screen”
a3 it's techalcally kivown,

thal they want o see oul their

The random events

causing tham lorm loss;

.vn'

Who will win the marathon? Oh,

which was a European
Cup game 60. Wa were
however playing at Obd Tratord,

against Spurs and we ware TOP OF
THE LEAGUE. What was the gate for this
fascinating encounter? A paltry 6,400, |
doubt i there's been a gate that bow at
Old Traftord this century, Next lime we
played al home we'd won the previous two
games and the crowd was over 40,000
Not realkshic

LEAGUES

I 'talked to the nice man from Daze who
brought this round and a tale transpired
that would axplain why this version isn't so
good. It appears that they had this League
Edition in the summar, but as thera was
no football baing played in England, thay
decided that a Word Cup Edifion would

do much better and so the League Edition |
was re-writhen, all the homibly tedious
financial bits were taken 'out and a lopical
World Cup storyline was implanted. This
obviously gave them the opportunity to
weak and improve all the bils they didn’t
like and creale a game that was more fun |
all round, Aher all, the World Cup is morne
antertaining than League Football in rea

life oo

Unioriunately, the downside of this is
that the League Edition now looks a bit
old and not as polished as the Wovid Cup
game. It's still a dacent game, but not one
wilh the pizazz and razzmatazz of Ascon's
peevious otfering
® STEVE FARAGHER

UPPERS Greal in-game
@ animated sequences that

really do add to the
atmosphere and are varied enough
to stay interesting. And it's got all
the basics of a decent football
simulation as well.

DOWMNERS

Unbelievable random

events, some unrealistic
elements in maiches and gate
calculations, and an out of date feel
all conspire to ruin the atmosphere
generaled by the animations.

THE BOTTOM LINE |
Don't get me wrong, there's a good
game in here somewhere. (Aaarghh!

= Cop-Qut Ed) It just

needs re-writing so that

it's even better than the 7]

World Cup Edition.

THE BOTTOM LINE
Bigger (well mot really),

faster (definitely),

bolder (well the graphics
look a little bit better), wider
(obviously not), smoather (yes),

i

sexier (well only in an abstract way).
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“In-game music is a tool of the devil,” contends Jonathan

rignds, in-game music is a tool of
the devil. A bold stalement, yes,
and one shom ol the
characteristic three-paragraph
tangential infroduction, but

Nash. IMPERIL YOUR ETERNAL SOUL by disagreeing. Go on.

on the screen — a freely
admittedly dithcult task
for, unless the game is
somathing like Dragon’s
Lair where you have little
choice in the matter,
there s no way for the
musicians Lo anticipale
whal you're going lo do
nixt. Bul how do they try
1o solve this infuriatingly
Inchy problem? Do thay

a statemeant of work in conjunclion

mn:::lm truth. I |I| L with the

is easily provable <3, designers to

lhal the first th-ng F identity sections of the game
L where lending the music a

upon pla-,rmg a i ‘ quietly deffarent shade would

gama is 1o turn L -~ subtly alter the aural

off ihe in-game \ 7=, aimosphera? (And wa don'l

music because N A /' mean the obvious, crashingly

NONE OF IT IS ’ / jarring step of entirely changing

ANY GOOD. None of ‘\‘\-.--"” the music when an end-ol-evel

it. A all. Onh, there might
be a lew games where you
haar the tune and unbeelle your brows
almost approvingly, bul you certainly
wouldn't put up with that piece while you
were actually playing.

The reason for this universal lfailure
of in-game music is, we like to think in our
mighty manner, to do with whal it's trying
10 do. It's irying 1o complement the action

boss appears.) No. They do one of
exactly five things

1. IF THE GAME IS
A SHOOT-"EM-UP

They wrile a thunderous drum track with
some bleeps and gruffly miltaristic

samples and echoey reverb because, well,

the gama is all aboul ghooting, and there
are explosons everywhare, and that
spells techno, Right?

2. IF THE GAME IS
A CUTE
PLATFORMER

Thry write & rinky-link plece
with round, cheery
samples because,
yEnow, it's friendly
and, well, cute

,. for a clever johe

3. IF THE
GAME IS A
BEAT-
‘EM-UP

They write a thunderous drum track with
bleeps that get faster and taster to reflact
the increasing excitement ol the bout.

4. IF THE GAME IS
AN ADVENTURE
OR RPG

They write a lutey péece or, i the game
isn’l about orcs, a formiless ‘ambiant’
thing. (Or, if the game's Mankey Isiand,
somé rubbishy bars thal play once every
45 minules.)

3. IF THE GAME IS
ANYTHING ELSE

They run around for a while and look
worned, and then

F predend it 5 a

shool-'em-up, of a
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Now this is all well and good, but the big,
big problem is that however well-written a
piece of music, it won't last the length of
your game. It will, in a word, REPEAT.
And, as amyone wha's had 1o sit through a
daily playing of Someone's Favourite
Song, Oh Come On, If's A Classic, | Know
You Like It Really, Alogether Now With
The Chorus, REPETITIVE MUSIC IS
INCONCEIVABLY AWFUL

But what can be done? Despile the
valiant and welcomed elforts of
programmers nowadays to leave out the
in-game tune allogather, many hours ol

cute platlorm  hard and decent work are still being
game, or a wasted on writing pieces thal, while
beat-'em-up, sounding fine and dandy under laboratory
or an conditions, mutate inlo TOOLS OF THE
adventure or  DEVIL when released to the wider world.
RAPG
p—
Tricky, this. A pun on that
al M“ m
L —y  aies

rhaps? OF
pe Vera m.‘l Hmmm.



OBEY US

W, the supremely arrogant beings of
AMIGA POWER (who have seen Pulp
Fiction months bafore youll get 1o) have
ihe answer. using genuine music o play
games by

An obvious solution, you may think, if
nol one that entirely contradicts our
previous loudly clever and irascible
commants, bul wi suggest a refinement.
Context sensitivity. In a film soundirack-
ke manner, the changing action on Ihe
screen is reflected in the changing music.
Using some stereo headphones, an
elderly jukebox, sirong castors, some
complicaled wiring and a string, we have
fashioned a primitive context-sensitive
musical accompaniment maching, But if
you've not the equipment fo hand (and
bearing in mind cur sheal of patents
pending), this exciting new gaming
axparience can be adequately reproduced
by a confedarate with a large stack of
records, a gramophona player, nimble
fingers and inspiratonal slones such as
hesa.

COUNTER-
POINTING SCENES
OF EXPLOSIVE
VIOLENCE WITH

CLASSICAL MUSIC
Sample game: Gravily

Force 2

{The choices are

mada. Full-

SCreen senal

DOGFIGHT OF DOOM.)

Player 1 (ihinks): The famous
overiura 10 Mozart's Marmage of
Figaro, A pleasam and relaxing
piace (pirne). Player 2 must be tar
away, (The music changes phrase

fo the dramatic initial swell (forlé) as :
Player 2 comes out of the sun.) 1 ¢
(Simuttanaously, Player 2 hears / m &
Wagner's Ride of the Valkyries -
{crescendo). Bombs rain down on the ,—,.-.;
hapless Player 1 to the ear- o
smashing climax of the 1812 Some cool people -ﬂqﬂ-ﬂ
Overture (fortissimo). Viehory fo seen Pulp Fiction. Yesterday.
Player 2.)
INCREASING thom mercledsly o e dekcate ove
DRAMATIC b Bersh. ioplosiinginfece
TENSION WITH el pamtcn o 3_?;
MUSIC OF AN foul eggs, you cur, (The enemy
forees scattor before his crared
INAPPROPRIATE e ik
FLAVOUR fiies aboard the mothership o
Sample game: Guardian battie for the future of humanity while
{The player has reached the stupendously LA Sounds' finest hour - the ponderous

dangerous third planet. No lives leff. No
smart bombs, Low energy)

Player: Oh no! The mothership has
released 20 bombers, and this is the level
with the homing tanks that are twice as
tast as my ship, and the weaving TIE
Interceptors and the spiked wheels.

A-ha - the LA Sounds disco beal covar of
the cantina band song from Star Wars.
The tanks must be approachng, (He dves
and weaves. Pyramids lpom up in front of
his ship, but by relpasing thrust and
squeering the joypad, he successiully
pilots it throwgh the deadly maze.)
Onlooker: Caramba. He flies like a man
possessed.

Player (macdiy): Blow thal electric
bassoon, lunky alien boy. (Throwing his
ship info full reverse he surprises the
fendish ground dedences, and sirales

o I

theme fo 2001, glorously emboldened
with thunderous disco drums and squitzy
synth phrasing - shakes the room.)

CAPTURING THE
RHYTHM OF THE
GAME WITH
MUSIC OF A
SIMILAR TEMPO

Sample game: F1 (50 MHz mode)

{The piayer's car is on the starfing grid.

Surrounded by oppanents, The flag drops.

The other cars roar off leaving the player’s

car idiing. But wartl What is this? Liftle

Groen Bag by The George Baker
Selection strums from large

section, player floors

acceleralor. Rockets around

course al lull speed. Calches up and
passes pack. Song lades elegantly as
player pulis up al finish fine and gels out.)
Onlooker: What a cool person.

USING
SCIENTIFICALLY
PROVEN
METHODS OF
SUBLIMINAL
MUSICAL

HYPNOTISM
Sampie game: Secret Of Monkey Island

Large monitor. Extra-long mouse lead.
Armiop shelf with securoly-fastengd
mouse mat.)

Player; This is nica. fHubogmm;um
Concealad speakers rumbie wilh
accurately calculated sub-sonics ) | feel
uite relaxed, Ha ha, thal was a funny
moment in the game.

(The sub-sonics change ‘shape’)
Player: Ooor

{Blas! of sub-sonic activily as player starts
sequeance with Men Of Low Moral Fibre
and their rat.)

Player: Aiieee. Rodents. (He slruggles in
terror. But the convenient armiop shelf
impades his egress. )

(More sub-sonics. |

Player: ... leal my will draining, |- must..
foliow... the socrot drectives of . the
Hesiodic theogony that is AMIGA...
POWER... fAnd that's quite enourh of in-
game music. - Ed)
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¥ COMPLETE
CONTROL

We know not what they look like,
what they do, or whether they even

agree AMIGA POWER to be the
greatest thing to happen to Bath since
| the Romans built themselves their

| new swimming pool. All we know is

| that they can play their Amiga games

| with skill of which others can only

| dream, as Rich Pelly verifies..

I

TRAPS AND
ASURES

(Krisalis)

It's a cruel world, | know, but it somehow doesn't seem
fair that after the etort Mr P Karrison of Lincoin put
into working out all one hundred codes for
Clockwiser, after ho painstaking typed oul every
password, printed them in perfact columns onlo a
crisp plece of paper, carafully folded and seni his

o lettar by first class post to us, that John Wilkiams ol

Paisloy should receive equal lame for the scrappy bit of

blue paper onto which he clumsily scrawled a single

passwond for Krisalis’ pirate-riddied latest. But, hey, that's lila.

And hera's the password. For level two, I1's 52011413,

. BENEFAC

@

« (Psygnosis)

A Benefactoris a kind of Lemmings-variant,

T marrad haavily not only by a sevene lack of

w unongenality, bt by WMchy graphics and a

@  host of gameplaying flaws. Like the game .

2 it 1akes its inspiration from, | has ks of [

g levels, a challenge which John Wilkams of

P Pailsey (a man who knows no fear) ‘ ]

z  launched himself fearessly into and, without any thought for his own sa!&'r'_. managod 1o gat
Six cogdes. Thay might be for the underground levels or something, but due o appaling
handwriting, | really can'l be oo sure.

: Level 4 - JJOLZMN4ICK Level 5 = 3JOLGMOLGM Level 6 - 1BOUMZ5H03

3 Level 7= 1LO3ST4EQR  Level 8- OMB12MF23Q  Level 8 - 380MKGANLH

=/

28 8 PAGES OF INVALUABLE

<

» PLAYING TIPS START HERE

=3 Benefactor 74 Jetstrike CD32

P2 Clockwiser 74 The Last Resort

Gravity Force 2 75

@ Heimdall 2 74
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(Core)
“Whilst playing Heimdall 2 on the CD32," adds Martin Cooper from the Isle of Wight to the
solution we ran between issues 40 and 42, and the cheat we printed in issue 41, 1 have
discovered a method of getting loads of monay. Whan you complale a world, don't collact
the Hestart book in the Hall of Worlds but instead proceed into the next world and collect
as many bonuses as you can. Then raturm
1o the Hall of Worlds, get the book, save
the game, load up again and you wall still
be in possession of all you have collected,
but the bonuses will have reappearad in
the next world and are up for grabs. And as
Is expected for this type of thing, you can
repeat the process as often as you like.”




’ 5
AM
(Bullfrog/Future
Publishing)
JUst 10 recap. 1! was way back in AP2 that
we first broke news of Syndicade. it had anly
just been starled then, was going 1o ba
called Hired Functions and although the
ideas were there ("You play the head of a
hunstic comporation”) nothing had been
finalised ("The gameplay may even spill out
ino junghes, and onto of rigs and ships”)
Issue 17 saw our irst proper preview
{"Provided it's not all oo ambitious we may
be looking at the next generation of god
&ims") and by issue 28 it had us convinced
(A fully-charged saga of cyber-induced
power struggles, this game's got everything.
81%"). We continued 1o plwg our
enthusiasm over subsaquent Bsues (“An
extraordinarity absorbing strategy/god
sim/shool-'"@m-up”), ran tips in ssues 30
and 31, printed a cheal in issua 33, broke
news of the Revolt Mession disk in issue 38,
informed you of the complete playing guide
in issué 40 and started our own guide lo the
Revolt missions last issue (from Russal
Bagley of Halitax), with an aim to concluding
this month

And nexd issue, if you can wait that
long, we'll be including the knitting pattem
for you to crochet your own Syndicale
bobble hat

GREENLAND

Kill this guards up on the 1owers and wail for
acar, Stop it with a bong-range nfie and kall
the driver. Now walk carefully around the
complex picking off any guards you see with
gauss-guns (or, at a pinch, the rifle will do.)

2TNRIVATE + RAVYIITYT FUORLWE £

Get in the car, drive inside, pull out your
lasers and send two men to opposite sides
of the building, tumang them fo kace you
Carefully move south down the alleys
shooting all the guards you can get with the
red target, Cuickly kol any other guards
within range and drive the ambulance to the
pick-up poinl. Don't shoot any of the cars
though, because they're all crammed to the
roof with quarnds

ARGENTINA

Arm up with lasers, and have a couple of
gauss-guns on stand-by 100 and move
wesl. The first building is defended by small
groups of laser-armad agents, S0 position
yourself according to where you can see the
et group are going 1o appear. Carefully
move west (keeping as far south as
possible) only when you are sure that
avenyona lying next 1o you is dead, stop in
the cover belone you reach the main
building, am one unsuspecting volunieer
with gauss-guns and send him in. Fire a few
rockets nto the guards, activale the sheald,
run io the leht of the guard tower, kil
evarything that moves and cover yoursel
Deactvale the shield, drop empty weapons,
snatch amything that the guards may have
dropped and wait for your health and shisld
1o recharge. Step out, kill the guards, move
in the rest of the squad and, using lasers
and gauss-guns, kill all the guands as you
walk to the target. As soon as the crime
boss is dead the mission is over

MEXICO
Wait for the enamy agents and bum them

up with lasers. Once you've killed nine or
50, 5pM your group and move out paying
sinct atlention 10 the guards kurking just
outside. By now the polceman should ba
on the move. Stay close o the wall and he
will driver past, then concentrate all fire
power on the car, even if others are in the
wiy. It might be an idea to kave a man o
£0 al the star to give you anothar chance i
the others gat wiped out

NEWFOUNDLAND

Don't follow the scanner; instead, move far
east, north, west and down the road to the
pipes. Follow the pipes 1o the wast, then
when thay dip into the ground, cross over,
take care of the guards in the house and
taunt the others out of the bulding housing
the target. Move to the lamp, blow them
away, parsuade tha man, send out a few
agents to clear a path 1o the pick up point
and lead him oul

ROCKIES

Arm one man with three or four gauss-guns,
send the leam wesl on your first tum, stop
the amed agent in the centre of the road
and send the others south 10 engage the
anemy. Fira a couple of rockats 10 remove
the car blocking your way, send your
number one guy around M wreckage (not
too close or the guands might gat him), biow
away the second car and you should reach
the car park which you had to trash in the
onginal Syndicate. Swaeap the area to kill
everything that moves. Once you've clapped
eyes on your target, shell take off n a car.
Follow her from a sabe distance, remaoving

GRAVITY FORCE 2

(AP39 coverdisk)

"Our car broke down,” "My Gran has just
died” and “There was a nolice on the bus
which said ‘dogs must ba carried’ and it
ook me ages to find one.” As any
schoolboy worth his pencil case and PE kit
will know, the beauty of remaining innocent
undil proven guilty can get you out of mary
a scrapa when contronted by persons in a
position of power. You can lie through your
teath, but unless they can afiord the time
and energy 1o go aboul proving your decest
{and provided you don'l crack), you will
remain iotally in the clear. Such reasoning
has managed to get me through many a
manth of handing my Complate Control
copy in iate, an assortment of Production
Editors never questioning the variety of
near-atal diseases | claim to have caught,
the abundance of eldery relatives | claim to

have lost, or the ridiculous excuses along
the lines of *'ve just had both my ams
amputated, and it ook me rather longer
than usual to type it all out with my nose™
which | am forever concocting.

| know they know, of course, but
should | ever need an excuse for being late
again, | now have iL. “Somy, but I've been
playing Gravity Forca 2" is all | need say,
and an office-full of guit-ndden heads will
disappoar behind their respactive monfiors,
shamefully aware of the hours they have
wastad playing suredy one of the top three
games of all ime (and which we gave you
for freal) when they really should have
been writing the mag. JO managed to
cover himsedf for the hours he had put in by
way of some tips in issue 41, but typically
his “help’ proved about as useful as testing
the flammability of your best sofa by

dousing it in paraffin and torching it with a
flamethrower when comparad to what an
anonymous fan from Shepshed has 1o say.
Thare are many things, apparently,
which you can typa in on the main manu
which allow you acoess 1o a number of
options. If you type ‘CHEAT MENU'
(making sure thal the amow is not on
‘START GAME"), you will be able to put
your ives up lo 250, whila typing
‘GLAPPKONTAKT will cause your
opponent’s engine 1o become a bit dodgy.
Typing ‘ULE", 'SHOW LT and ‘BITS',
‘BARF', ‘ROXER', TOMAS' and 'SNIX' do
things 100. And in case you were
wondering, on the Lying 5' race, all i says
is (Sorry. Not yel, - Ed) al the lop, so it's
nol really worth all the troubla seaing if it's
gaing to be something rude (because it
isn't). (O is it? — Ed) If you do want to

any trouble which maght come har way

MID WEST

To your disadvaniage, every enamy agent
is armed with a laser, and every policeman
with a mini-gun. Deploy your man with
energy shields, mini-guns and plenty of
lasers and gauss-guns. Head directly ino
the sheltered building to the east, laser the
agents and mini-gun the police, and walch
out for the guys coming down the alley.
Keep adrenaling low to replenish health to a
mapamurm, and when not undar thraal,
reduce ineligence and perception aiso.
Look around to see if any agents are on
your tad, then make tracks for the targats
and dish out some jusbce

URUGUAY

Run north bo the building, stay close 1o the
wall ready for some agents then, when
doné, hold on for some more, nun nodh to
the tar building, grab the medi-kit, fire a
gauss-rocket 1o the platform above, pull out
your meni-guns and let the enamy eal lead
Run over 1o the dead guards, re-claim as
much energy as possible, let any guards still
alve above you have it and head 1o the
south, preparing yoursell lor a multitude of
enemy agents. Once you've seen them all
off (and check that there're none left), grab
Ihe medi-kit and move oul. Avold damaging
the cars as you kil the guards by the
Science building, jump inssda one and drive
inside, past the door. Gel oul and send in
just ona man. Ba very canaful when taking
oul the guards because the scientist is
particulary vulnerable. He's the ona,
incidentally, up on the plathorm surrounded
by all those guards, so you'l have lo coax
them away in order to do them over which
might mean sacrificing an agent in the
process. I thoy star 1o shool, reline back
outside, re-charge and go back n for
anciher go. Energy shiedds wil reduce the
risk of hanang to do this, of course. When
they're all dead, run in, persuade tha target,
send out an agent 1o clear a path ko the
pick-up point, ensuring that all possible
threats have been removed or the scientist
will be shot and you'll have o do the whole
thing again

DON’T FORGET

We need your tips, and (after a brief
word with JD) we've even decided
to provide some sort of incentive.
From now on the three most helpful
readers each month will receive
some sorl of prize —a T-Shirl, a

game, a pen, a wig used from our
Secrel Cavern Beatles pholo-shool
or whatever - so get scribbling to:
Complete Control,

AMIGA POWER,

30 Monmouth Street,

Bath BA1 ZAP

and we'll make it worth your while,

check it out for yoursell though, chose
Extra Fuel as your special weapon, go fo
Ihe start of the tunnel to the nght, use—
{Snip. All very clever and anything, but
hardly in the Gravity Force 2 spint that we
al AMIGA POWER wish fo perpetuate. Do
it propery, - Ed)
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| lewe this mission. Get
ihe Werewell on it
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o I've been playing this for a

weel, JO has despaired of me

ever sub-editing a page again

and what have | got to show for
it? I'm on level 37,

Level 37 eh? Not bad, | was
beginning 1o wonder just how many levals
thera are though, so | phoned Rasputin,

“Er, wa'll just check,” they said. There
warg a few momants of static and then
ihey were back, “There are 150 combal
levels.." The lelephone slipped from my
inert fingers. 1507 One hundred and
fify?? ONE HUNDRED AND...

Cam was throwing cold tea over my
face. My @yes swam, everything blurred,
and then snapped back into focus. “Where
am 17"

“You're at work, you sap,” said Cam,
and wenl back to reassembling his GPMG
7.62mm beit-led which has a
cychic rate of about 600 rounds per

You're never quite sure thal you're going

s AR |

g A T L

minute, apparently.

150 levels! So | offer thase tips with
soma humility (not very much of course,
or | wouldn'l ba one of the lucky few that
work for AP},

@ Right, first thing first. Horses for
courses. Thera is a bewildering amay of
modern military aircraft for you 1o use in
Jet Strike and many of them ara in limited
supply, so find out what each of them is
good for by fiying the training missions. |
don't care il you think they're boring, you
really won't be able to complete all the
missions unless you have a really good
understanding of how each plane flies.
@ The sama goes lor the weapons. Find
out in the training missions which
weapons do what.

@ Once you've finally
started the

jr— =
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combat missions, do your best to use the
absolute minimum lorce required on each
migson, Lise the Goshawk and the
Agromachi (the two planes you have lots
of) whenever possible, Likewise the
weapons, One of the most useful
waapons is the Helifire Anti-Tank rocket
which will lock on 1o almost any ground
larget, bul these are in relatively limited
supply. The TOW anti-tank missiles are
nol as good, but are much more plantiful
and will still lock on 1o targets. Use these
when you can. It is, for example, quile
possible to take oul ships, SAMs | flak,
trucks and tanks with the TOW,
@ Make sure you collect as many of the
muumun The later levels
become impossible without a good range
of bonuses under your bell.
that's mentioned in the on-lne manual is
mlmmgﬂm‘f,-mmlm

and more

for the Iater, much more difficult missions
when you really need tham.

@ Ba really sparing with your use of
helicopters. On certain levels thesa can be
& god-send, bul aside from the Wessex
you have a very limited amount of uselul
onés. One thing that works really well is o
be prepared 1o fiy more than one aircraft
on a mission, On a pick-up mission, for
eample, you should take up an
Agromachi with TOW ATs on board, fly
along af just above ground level and take
ouf all the anti-aircraft weapons on the
way to your target. Then return 1o basa,
swap for the Wessex and you can fiy
salely along 1o your pick-up.

@ The enamy fighter planes are a problem
if you're in a poorly armed and armoured
craft, but they will be unable 1o altack you
it you fy really low. If you're fiying low and
get a bonus, keep fiying low and wait for
the bonus to fical down to you rather than
popping up to get it. if you do that you'll
end up fiying a fireball,

@ Don't lorget as well that the play area
wraps round. Enemy planes often wait for
you baetwaen your take-off point and the
target, so get up in the air, tum around
and fy the other way. If you gauge your
speed properly they will follow you but
never calch up with you.

And that's it — enjoy!
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Then (hey!) you need...

THE LAST
RESORT

with Rich Pelley

If a game has got you baffled, then there’s only one man round here who's likely
to care - introducing the ever popular, effervescent lord of tippery, Rich Pelley.

Hello. Wilf, Future's security man here. Not for the first time, Rich

claims to be suffering from writer's block, and wondered whether if
he just didn’t bother to write an intro at all, Steve or Jonathan would

do it for him. “You must be joking,” was of course the overall
consensus, with mutterings of “The lazy git" and “Can't we sack
him?" audible as they left for home.

It wasn't until 9.55pm when | came to lock up and found Rich

crying over his keyboard (with still no intro) that | became aware of

this and offered to help. Trouble is, I've no idea what The Last

Resort is. In fact, | don't know anything at all about computers. It's

taken me half an hour just to type these twelve lines. | just make

sure that the windows are all closed and lock up everyday... (Okay,

thanks Wilf. - Rich)

1994

NOVEMBER

“What do | have to give the skull
who requests ‘Remembrance’ in

VALHALLA because | am well and

truly stuck without knowing.”
Andrea Evans, Colwyn Bay

AMIGA POWER

“How do you get past the Loco
Motive level in COOL SPOT?"

Donal Phelan, Co Kilkenny

“In ISHAR 3 | can find all the
ingredients to turn the badger

or raccoon into a human again,
except for the Kelonia Powder.”

Dave, No given address

or

“I'm currently going insane
because of MANIAC MANSION.

How do you open a) the garage
door, b) the door beside the nuclear
reactor and c) the safe over the
nurses room?"”

Edna Norton, Couldbeanywhere

“l have purchased the
game CAPTIVE 2: LIBERATION
for my Amiga and | am having troubie
working out how to use the bugging
devices and scanners (in fact | don't
even know what they do) even after
referring to the manual. If anyone
also has anything else useful to add
to the tips published in issue 38, I'd
love to hear from them too.”
Ben Pine,
Dorset

SIMON THE
SORCERER

“Recently while playing

JETSTRIKE | was flying along
when what | can only describe as an
alien space craft appeared and
vaporised my plane. | parachuted to
safety, but when | reappeared on the
runway | was in a futuristic jet (not
available from the usual aircraft list)
with an awesome array of weapons.
Does anybody know what was going
on and how | can do this again?"”
Antony Horner, Huddersfield

“I've been following your guide

to BENEATH A STEEL SKY and
bought issue 40 thinking, great, I'll be
able to finish the game now. When |
use the Anita card in the interface for

“Is thene a cheat for The
Manager?”

Pedro Emanuel Duarte Martins,
Portugal

LINC-SPACE | can blind the first eye
ball, but when | get to the tuning fork |
can't for the life of me blind it again. If
I try to pick up the fork | just get
zapped out of LINC-SPACE. Why?"
Mark Gibbon, Tyne and Wear

“In THE SETTLERS everything
goes along nicely, but although
my miners are being fed they still go
on strike. What am | doing wrong?"
Jordan Eaton, Cleveland

“Following your guide to
HEIMDALL 2, | reached the
entrance to HER'KER'YN.The door
was closed and, despite wandering
around for hours, remained so.
What do | do?”
John Summers, Durham

“Is there a cheat for
BANSHEE? | love the game,
but a level selector would certainly
be appreciated.”
A GF2 Player, Shepshed



GODS LIE

Part two of Lee Blackman of
Nottingham's solution, as

requested by Phil Ducker of

Bedfordshire.

KINGDOM TWO

Travel east or south to another
landscape - the entrance to the
Dwarven Caves is at the southern
extreme of either landscape. You'll
require the lantern dropped by the
dwarf you shoot near the entrance in
order to climb down. Enter the caves
and head south = you find a spider's
lair in the second cave. Pick up the
rope to allow escape from the caves,
go to the throne room of the Dwarl
King to the side of the next southem
cave, kill him and grab the Prince’s
crown. Go back and hand over the
crown to the Prince who's waiting at
the cave entrance. As a reward you
are glven some gold. Return to the
caves and head for the southern exit.
There's another mole hill in the
landscape which contains a Belt of
Long Capacity (Whatever that is. -
Rich). Combine this with poison
darts and a blow pipe (which you're
bound to have come across by now)
o make a very lethal weapon. Travel
south and you will encounter a
fountain in Southern Sylvar. This
takes you on to landscape three.”
Lee Colin Blackman,
Nottingham

F1 GRAND PRIX

A strange request arrived from

one of those infamous people
whose name inexplicably
disappeared off the bottom of the
page, in issue 39. “I've now played
F1 GRAND PRIX so much that | find
it much too easy,” wrote the
mysterious fellow, in hope that
someone would set him a suitable
challenge.

“Try racing with ‘A’ or ‘W’

tyres, denting both the front
and rear wing before you start,
limiting yourself to the first three
gears, increasing downforce to a
maximum on the fast tracks (Brazil,
Germany and Britain) and reducing
it to a minimum on slow ones

o B |

P p L b

110 com ound anv ime to my

(Phoenix, Monaco and Australia). In
the worst car (that's car 31, 34 or
35). Changing types every five laps.
Only using external views. (And all
whilst having your genitals
connected up to elecirodes, and
being flogged senseless with a
knotted rope... = Stuart)"

Howard Waddington, Cheshire

The story so far. Gary Jenkins
of Sidmouth was stuck on
Beach level eight, to which Joseph

Robertson of Roberton proffered
some advice. This wasn't much use
though, as Joona Palaste of Finland
pointed out as he wrote in to cormect
Joseph, conceding in the process
his own lack of skill at Classic Level
ten and Sports Level five. Dominic
Conneally of Plumstead has written
in to avall Joona (he himsell can't do
Sports level six or Egyptian level five
- anybody?), but as | couldn't quite
read his handwriting it's over to see
what Michael Pickering of Hull
had to say.

“CLASSIC LEVEL TEN There

are three key players in this
level. a) CLIMBER NUMBER ONE:
Make a climber from a lemming
walking to the left. Before he reaches
the second drop, make him
bridgebuild over the exit, then when
he lands let him mine (and bash if
necessary) towards the bottom left
enclosed space, but don't let him
fall. As he turns and heads back up
the slope, have him mine right and
bash beneath the metal block so that
he reaches the space in the wood
and tums. Then when he reaches the
intersection of the two diagonal
tunnels, bridgebuild him to the right
back to the exit. b) CLIMBER
NUMBER TWO: Make a Climber from
a lemming walking to the right. Bash
through the first block of soil, he will
fall into the enclosed space to the
right, turn, and head towards the
wood beneath the exit. Bash him
alternatively left and right to remove
the wood and after a while he will fall
into the horizontal tunnel made by
the first Climber. c) DIGGER: When
Climber two has almost finished
removing the wood, dig down from

CANNON FODDER
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the start so that the lemmings fall
towards the escape tunnel at the
bottom of the screen created by
Climber one. They will walk 1o the
left, turn and head up the slope to
the exit. Climber one and two will be
working at the same time, of course,
but you'll have to time it for yoursel.

SPORTS LEVEL Fivi
“(Er, next month, | think. - Rich)”
Michael Pickering, Hull

£ Antony Williamson of Skegby.
Who he? The man who was
stuck on Deuteros two Issues ago.

“The game is in fact lying
when it tells you that you

should be destroying the
mechanoids. Instead, build part of

an Orbital factory around Securia to -

protect your system from further
attacks, and a complete one around
Jupiter along with a Research
Centre. Now wait a while, and begin
researching for the Galleon.”

Jon Harvey, Glasgow

L™ e
L& 5L MFLY

Juﬂi}l Sdmni L-::ndon was
simultaneously stuck on both
theses games. Help has arrived.”

A “Here's how to finish these
games,

1) Purchase two Jiffy bags.

2) Place the Oscar and Dennis
disks in their own Jifty bags.

3) Seal the envelopes. .

4) Address the bags lo Ocean
Software Ltd, 2 Castle Street,
Castlefield, Manchester M3 4LZ and
Flair, The Smithy Side, 7 Belle
Villas, Ponteland, Northumberland,
NE20 9BD respectively.

5) Post without delay.

The key to the success of this
solution is not to put your own
address anywhere on the bags.”
Alex Smyth, Sheffield

LV
Ben of Uttoxeter was stuck on
level eight...

“When you start you should
build two refineries and order

another Harvester from the Starport.
Build up a defence by placing turrets
around your base as this will be your
only defence against Omithopters.
Order siege tanks, rocket launchers
and carryalls, and also three or four
quads to scout the enemy territory in
suicide missions. A repair facility will
be cheaper in the long run also. Use
rocket launchers to destroy enemy
turrets from a safe distance whilst
defending your own with tanks.
Centre your attack on the enemy
construction yard, using the death
hand if you have one. Let as many
enemy harvesters have it as you can,
keep checking Starport for bargains
and on buildings for damage.
There's no need to build a high tech
factory provided you have enough
spice silos. Mission nine is then
much the same but if, of course,
you've already tried all of this for
mission eight and failed, then you're
just plain hopeless."”

Cardinal Taylor, No Given
Address.

..whilst lan Cawley of No
Fixed Abode wanted to
specifically know how to build an

Ornithopter on level seven.

“You're supposed to build a
high tech building, but all | did
was pratect my base with rocket
turrets. (Although if anyone's got
some rather more helpful advice... -
Rich)’
John Williams, Paisley

Street, i 0 e
and I see what | can do.

avoid the lurret,

COMPLETE CONTROL

|

HaIMOd YODOIAY
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An overhead view of a racing circuit.
Yezterday. Today. And tomerrow.

Now imagine (again, il you can)
amazingly smooth and fas
face graphics, and just when you're
apacting ma 1o put a ‘but’ in hare

[}

urther imagine sor
IJeas I customesing that |
Runs on: AS00, AGDO, avary litthe detall you'd expect to sea i many oplions, even a complete nowi
A1200 YOU were racing one of thase cars for can jumg nght in and star racing player saral kin
Publisher: Microprose roal (Hence the use of the word taloring the game f

Meanwhila

enging - yea you 1o buy this game 4{-:

Author: Sir Geoffrey ST Ed) reach a lavel they find ¢ ¥

Crammond All 50 S, different sel-ups aven from within the game il ® PAUL MELLERICK
Price: £17 for each one, different tyres, practice Well, imaging no more, for by th

Release: Out now and qualifying laps, the race itself (you fashionably retro use of a tired literan

gt all the proper 16 co escribed F1GP
on budget. (Although

qualkhcation a hithe

5a5 from the device | have |
magine (if you can) a fully-fledged World Drivers’ Championship), all the Which is now o
Formula One racing simulation. And by e lounam
simulation’ | mean something containing

W, E17s stratching

il
eh Microprose?)

1994

NOVEMBER

THE BOTTOM LINE
It's the bestest ever Formula One
racing game, it will cater for all sorts
of players, and it's one of the most
detailed and, (more importantly) fun

-uigi Rivellini :

=

im 32.185=

Luigi Rivellini. In his car. Yesterday.
As well.

{tun! Funl) games you'll ever play.

It's so good, it's almost
worth buying even if
you've got the original.

This'is an obvious lie.

AMIGA POWER

IR ERREF
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RICK
DANGEROUS

THE BOTTOM LINE
Apart from the fact that it went a bit
wonky when | ran it on an A1200, all

criticisms levelled at

Runs on: A500, AGDO
Publisher: Kixx
Price: £5

Release: Out now

Rick Dangerous 2 apply
equally 1o this game.
Read that review
instead. Over the page.

It's Rick Dangerous. But on budget
® CAM WINSTANLEY

INID)HId

It's & gra b._OI Rick Dangerous. On budget. The
day before {Al right, that's encugh. - £d)

!:;rq_—wr L A
5

Runs on: A1200
Publisher: Confused
Pelican

Price: £7

Release: Out now

game featuring a Mr Man type charactar
legs and rickats. And panguins
torm games go. IherE*' itthe:

Reviewed Thi med the
advert rather iastically
from page 87 of last
i55ue. Well actually, no,

4 rlgr'-l and oc
there're secret ro
s found. Tha only ma
Parsons (the difference of cour
uror__:-ramml;rrj cur'!'r' L\E'ﬁl‘: LIng,
arrived with the review YWhat's nice about Morfon
copy mid way through Strikes Back is that it isn't
deadline day, at which time plagued by any of thosa niggly
we were all busy doing other litthe faults we endlessly rant on
things. Sorry I::uu..1 that David about in Kangaroo Court and that
ooks vaguely familiar, programmers never seem (o take a blind
fthal’s probably nolica al. You can usae fira or up (d
belore, only i J @ thes \  clinically insane) to jump and can
Way back in AP34, w "|j
of Smidge which we re
better than most full-prica games. “We
and it seems thal you did too,
Mau‘.u a few mon I‘h. later we got
letigr 'rnm 5

For thosae thar mis: asl issue, the
advert boasts "accessible, addictive
gameplay and super smooth parallax
scrolling, over 80 levels across 11
differant worlds, many difficulty levels® but

sn'l say Is thal it's a platiorm

-

}

RTON STRIKES

turn off the stomach churningly ‘nice’
music 1o aave the ound etects
Spikes don't kill y tright and naither
does waler, S0 you Iways got a
g from a slip up

2 said about the coverdisk
still holds than, Marfon Strikes Back IS
better than most full price platiormears
and it cartainly runs rings around that
hunk of junk Chariie J Cool reviewed this
issua. The plain fact is that i you really

'I"HE BOTTOM LINE
Sharper graphics than Body Blows,
and a tag-team option and it's faster
as well. But why not just bring out
Ultimate Body Blows and be done
with it? Or are Team 17

going 1o release every

single version one by

one? Or what?

IN13¥14

the ASDOVABOO0 version) rather than 20,

and of course you gel penguins in this
Movrton Strikes Back is mail onder

only, 50 cheques, postal orders and all

thal siufl 1o

Confused Palican, Qakfield Lodge,

Hatch Beauchamp, Taunton,

Somersel TA3 B5G

® CAM WINSTANLEY

THE BOTTOM LINE
Slightly more than your average
platformer at a hugely

sensible price. It looks

good, it plays well, and

it's got penguins in it

IN1)H14

O

BACK

feel like you need another platiorm game
then you should spend seven quid (six lor

AIME KEVIEY S

HIaIMOd YOINY

HIEBWIAON
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! RICK DANGEROUS 2

L]

NﬂiEHHt—l

ica Fﬂ'ﬂ!ﬂfl

Runs on: AS00, AG00,
A1200

Publisher: Kixx
Price: £5

Release: Out now

There was no Rick Dangarous 3. |
repeat, there was no Rick Dangero
The fact that some programmers strove
fo write two virtually identical games and
were not asked to come up with a third
says something about the faults that lay
wilhin these games. The fact that we're
not inundated day ahter day with paople
begging, screaming, pleading for us to
use our (it must ba admitted, pretty
overrated) industry clout lo comvince the
programmers to refturn to that well loved
RD theme says something about how
e regard the seres, The fact
that we don't ever see gamas that
forced to call 'Rick Dangerous clones
mas about the influgnce
games have had on the psyche of
other Amiga programmaers. Pul simply.
théy're terrible
Now there's ditferant levels of

The original Rick
Dangerous was set in the
sort of late 1930s you get
In an Indiana Jones movie,
but that's no axcusa for it
This one's sel in a sort of
Buster Crabbe 19408
Flash Gordon world, where
aliens are kidnapping
peophe from London and

laking them quite literally
lo cave workds, ice worlds

Rick Ridiculoas = g A 1 p

Difficult 2, more like.

'

lamibleness, and i's important 1o make
the distinction between a poorly
implamanted, poorly programmed game
such as Infemational Rugby Challenge
and a game that's been well produced,
had prefty graphics designed for it and
just happans to be a complete, rantingly
intoxicated rascal of a game. Which
brings us neatly on to Rick Dangerous 2.

and the like. | know |
because 've soe
levels, and I've seen them
all because you're given
the option of jumping
straight 1o them. This
innovation apparently didn’t appear in
the original version and was hurriadly
rushed out when it became obvious that
no one could get past level two, Great,
Tha game con of walking
y Kills you
ck a lew rooms, avoid the
d than get killed by falling on
s50me spikes you couldn't see until you

GUNSHIP 2000

LT

Loom around challengingly enemies in
an aggressive way.

ok

jumped. You go back a few rooms,
B enemy, jump past the
Spike d s8¢ a bution, All the
buttons you've pressed up to now
have turned o ers, bul this ona

turns ON lasers and you die, And 50 on
And So On. AND SO ON.

Fumbling from one fatal situation to
the next and Inying to remember every

pittall (becausa if you lorget just ona,

you're dead again) is whal this game's
all about. It's not fun, nor is it
challenging. It IS ann ledious and
appallingly hopale: i course
you mistake a neveranding streéam of
unavoidable and arbitrary deaths for a
langing level of difficulty. And before
sk, why this got less than the first

quite frankly, the programmars should
have known better
® CAM WINSTANLEY

THE BOTTOM LINE
Nice graphics, passable sound and
good for a few minutes, but that's
aboul it. If you decide to
play on though, you'll be

sucked inlo a whole

IN12H1d

world of hurt. Forever.
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THE BOTTOM LINE
Hellishly difficult to get the hang of
but thrillingly rewarding once you
do. Which you won't,

because it really is

phenomenally hard.

Great fun though.

Except it's too hard. Etc.

IN1)H1d
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Featuring in the CD32 review section
this month, folks, some Amiga games
with different music and higher prices.
And some with different music but the

same price. We are suitably astonished.

Incey wincey, er, spider.

Krisalis/E30

Amiga version: 63%, AP36

God, | hate Man Utd. | hate them
because they think they're so bloody
good at everything. And if | hear the
name Ryan Giggs again I'm going
(Home? - Ed) to explode in a
terrifying example of the
phenomenon known as
spontanecus combustion. Still, at
least | can have my revenge upon
them in the ‘statistically correct’ and
‘highly realistic’ MUPLC. Wel, |
would be able to if the game was any

‘good’ and | actually ‘enjoyed’
playing the damn thing.

Readers with long-term
memories (or issue 36) may
remember dear old Stuart harping
on about how this game wasn't
Sensi, but more like Sensi for Kick
Off fans. Now, nol wishing 1o knock
dear old Stuart, he was utterly
wrong. Kick Off is a lot better than
this. But hey, this is the CD32
version, and maybe (just maybe)
they've ironed out some of those
awful faults - the peculiarly

inconsistent controls, for example,
and the ‘realistic’ wrong-footing
during dribbling.

Nope, it's still exactly the same
awlul, uncontrollable, frustrating and
downright unenjoyable game of
football it ever was. Ironically, the
non-playing sections (ie, the
managemant and stats) are
comprehensive and atmospheric, and
the ‘tacti-grid’ leature (whereby you
can freely customise your team
tormation at any point in the game) is
extremely impressive. Perhaps if
they'd beefed up the management

MANCHESTER UNITED
PREMIER LEAGUE CHAMPIONS
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be investigated. e

i

elements and radically changed the
weak on-the-pitch stuff (or perhaps
dispensad with it entirely), they'd have
ended up with a nice little game. But
they didn't, and they haven't.

® PAUL MELLERICK

THE BOTTOM LINE
It's the same as the
€D 272 A1200 version, except
there are a few nice
pictures to look at. And that means
that any serious football fan (or
even any Man Utd
supporters) should go 6]
and buy something else =

11834
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BUBBLE AND||ARcADE PooL |

SQUEAK

EEe DLAER G

Audiogenic/E30 AP39 g
Amiga version T7%, AP40 ®; vy 00015330 Woac®: So, the excellent and M ahways seems 2
And this Is, in fact, the Amiga fun Arcade Pool makes shame 10 break the
version, only on a CD and @. it on to CD. Following pach somehow.
with - yes — CD-gquality music. . o= the glarious tradition of e ——
S0, er... yes. - e . ’-" games that are '--_':' .

We like Bubble and e '_8-‘ o upgraded 1o the super R R
Squeak. It's incredibly © E nlimey: | think someone’s new plastic format it's Q)
annoying in places, thanks in " !’ LJ L changed not one bit. 2265
no small part to Squeak. He's - i botile of pop. Flying in the face of
sepsmcio RNl ey, popdr cpion 14 | o N A
around and help you by still £15. All hail Team
blowing bubbles and things, i -' ]’ I “uh f 171 All hail AMIGA POWER on be completely crap lnd useless with
but he irritatingly seems 1o e principle! the joypad?” Well, for once the
fake every available Aside from the actual game (8- answer is no. The buttons have been
opportunity to leap off platforms to his  with Squeak alternately testing your ball, 8-ball, US 8-ball, US 815 ball, used sensibly (no pool equivalent of
death. Bubble seems to like him, temper and testing your puzzie-solving trick shots, tournament mode and ‘up’ to jump, if you see what | mean)

though, and if he's okay by Bubble
(who's okay by us), he's
okay by us.

It's terribly atmospheric,
too. Not atmospheric in a
“Cor, it actually feels like
we're a disused mingfthe
Arctic” way, but

powers. The bonus levels help 1o break
things up, too.

Bubbie and Squeak is not wholly
engaging, but il is good. Jonathan was
absolutely right to give it 77%, and its
being on a CO with some music doasn't
alter my opinion of it at all. Especially
as it's the same price as before.

perilously anally-retentive ‘real’
players who are all Team 17 staff or
magazine reviewers), there's a
soundtrack option that wasn't there
before which lets you choose between
pub noises, pool hall nolses or a trio
of rather crap tunes. The pub and pool
hall options do add an interesting and

and the slightly ragged movement of
the cursor is easily bearable. | can
only imagine that Team 17 spent some
nol inconsiderable time making sure
that it worked, or maybe they just got
lucky and it worked this well the first
time they plugged it in. Whatever the
reason, joypad control works just fine.

atmospheric in a unique, ® JONATHAN DAVIES quite believable atmosphere, and cost  And you can use the mouse anyway if
computer gamey way. The nothing at all because the wacky you really feel the need o, so there
scenery is all purpley-pink, THE BOTTOM LINE Wakefield funsters cunningly took a you go.

and the levels are called Maore fun than it is tape recorder with them when they @ STEVE FARAGHER

things like the Stardust ‘4“3 annoying, and with a went down the pub, later interjecting

Cavern and the Strawberry RO £ delightful purpley-pink pre-recorded samples whenever the THE BOTTOM LINE
Lagoon. atmosphere. Don’t be deterred by real-life pub denizens started There's no reason

CD32 Ibehmglm‘

' E

The game s also far
mare entertaining than it
first appears to be. There's
a lair degree of interaction
between the two characters,

the box, as most of the

games-buying public
probabily will be.

s The correlated questions | just
77E know are on your lips are, “What

- about the CD32 controller? Surely a
game that used the mouse is going to

t:wmﬂnlpuhlumd
effects so | award it..

EXPLOIT SECRETLY
SOCCER KID THE RESEARCHERS
NEARBY
Krisalis/E30 option of doing an overhead kick if Well, helio. Here we are af a
Amiga version: 8%, AP28 by the time you've set yourself, you famous Hollywood party. And
JD loves this game. But me, | don't think  either kick the ball over the evil who's this coming round the »
much of it at all. Yeah, it's cute and character or the ball goes flying off corner? Why, it's famous Jimmy 4
tough and playable and imaginative and  the screen? And although you can Cagney. “You dirty ral.” And E
detailed and all that, but it's just not go searching around a level for whao's with him? Why, it's famous »
good enough. For a start, it isn't fast player cards, you don’t nead them, Greta Garbo. | want to be alone.”
enough for me. And although thereare 50 you can leave them alone if you - Well, let's go out to the garden e
plenty of moves to do (you use your want to. It's only a matter of points. playing it for ages, and he agrees with then. Why, it's famous Dennis o
football as a weapon and whack it al That and the general awkwardness  me: Soccer Kid is brilliant, even if it is Potter's wife. And some speedily 3
people’s heads and the like) they don't of playing and progressing throughthe  exaclly the same as the floppy version.- forthcoming CD32 games. -
have a practical purpose in the game. | game make me think it's not worth a Ed) (Except trying to play it with the
mean, what's the point in having the score similar to the one we originally CD32 joypad is a hopeless lask - Baldy - Mindscape/LTBA
gave it. Yeah, it's a good they've really messed it up. - Steve F) Dizzy's Dead: The Final z
platformer, bul it's by no means ® PAUL MELLERICK Nightmare - Codemasters/t15 o
perfect. (You are quite clearfy mad. Dreamweb - Empire/STBA =
The controls are only tricky until Evasive Action - Mindscape/£30
you get the hang of them, which THE BOTTOM LiNE Marvin's Marvellous Adventure - :
takes an hour at most. Learning fo Fun, bouncy and all 21st Century/ETBA m
use the bail is the whole point of €D 32 sorts of other nice Megarace -~ Mindscape/E35 3
Soccer Kid - it's what gives the words, but it's not the Space Academy - Mindscape/T26 o
game a feeling of being different. perfect platformer by a long way. Super Stardust - Team 17/£30 ©
As for the player cards, they're Some good use of the ot The Lost Eden - Cryo/t35 rd
obviously there lo inspire you o CD though, with lovely - Tower Assault - Team 17/£30
go exploring once you know how intro animation and = And probably some others.
fo finish a level, Steve's been music. (See? Mad. - Ed) = @




From the console wilderness came a tall and lonely
figure. His eyes were hollow with fatigue and his gaunt
features seemed to slice the howling wind in two. As he
drew near he cleared his throat. “I am Paul Mellerick,” he
growled. “Got any PD games | can review?”

PATHFINDER PD

Will you just look at those dark, moody
graphics. Fab, aren't they? And it's one of
those first-person perspective role-
playing fighting faniasy things as wedl -
things jus! could get any betier really,
could they? Okay, call me shallow if you
want 1o (You're... oh | can't be botheved
- Ed), but | love gamaes lke this. And
when they're as done as well (and
cheaply) as this, you can't but like them
even mare. There is of coursa the usual
plot 1o draw you into the game, but really
all you need to know i$ thal it's your task
1o wander around each bevel, clearing it
of nasty alien type things, and then
maving on 1o the nexi word (of which
there are 10 on thes disk and another 20
when you buy the full version). Simpla,
yet effective.

The control System works nicely
(although it does lake a while to get used
to mowving left and nght and tuming
around) and the rest of the icons are

a RedWart'e s |
t moody
screenshot 1o
-1 loak at.
f-"“
-u{
W
IR
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nicely laid out and easy to use. I's also
easy to gel hold of and use objects and
the game breaks you in very nicely
indeed - the first few levels are small but
you get a few levels in and thangs really
start 1o heat up.

This s just the sort of PD stulf we

like here on AP, it's easy 1o

get indo, it's very professional
m
- wm N & 41 similar to AP in fact) and |
- L strangly urge to get hold of
ST OO R Rt
a big green 1.3 '
slimy thing. . g ‘
don't like E_'} ,t,; - i : | ?lu-nmmm' Ammm mpm“
Qns 1Y ' | seek and destroy adventure
i et digg — - v | thatshould appeal to
TR —. | 2VorYore. Il You don' ke

this, you must be dead.

CHILLY CHA

F1 LICENCEWARE PD

Well, he's got a comedy name, but poor

old Chilly certainly isn't going to have a

lot of fun as you guide him through

level after of level of Bomb Jack-related

antics. In fact 1o list the number of

different characters old Chilly goes up

against would take up 1oo much space,

and then thera's the big bosses as well.
So if variety in characters is what

you like in a platiorm

game, then you're

certainly going to

gel mone than your

fair share from

Chilly Chavez. IU's a

simple enough

game, jump around

the screen

collecting the

symbols as you go.

And then, once

you've collected

enough of them, you

move on the next level. H things

get a little too crowded on

SCTOEN YOU CAn Spin your way

out of trouble (and pick up a

nice fittle bonus in the process),
but take care because these are
limited. Compiete a level and
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you then fight the boss - he's got a
weak spot - all you've got to do is find
it and then figure out how to hit it.

The game is very much your
average platform fodder, but
entertaining If you give it a chance to
grow on you. There's not much to see
after the first couple of levels, bul it's
not easy and the bosses are
imaginative and hard to beat.

RATING: A good
enough platform game,
with some entertaining
touches but not much
in the way of
gameplay.
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SCOTTISH FO
MANAGER

THE ASSASSINS PD a couple of days play on this and you'll
footballers can you name? A tricky to know about Scoltish Foolball.
question, and no mistake. Bul give yourself 5FM's a greal lootball game, giving
you the chance lo lake the leam of your
' ™y choice from the Scottish 3rd Division to the
top flight with even the chance of playing in
Europe as well. There's all the usual
squad, transher and stals you'd expect from
Nowimsit Il this type of game and there's also a nice
darveh e little graphic representation of the gama
hent Al | with & small ball moving arbund a pitch and
ST a running commentary through the game.
I's & bit hard to get into at first, and
progress is a bl slow no matier what tactics
e /4 you use, bul stick with it and you actually
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Sanw 1o Cmsslead”ih

stant 1o put some
wins logether and
et out of the
botiom drvision.
It's nicely done |12 pcpees.
mhm Ul#litm.
meant o appeal to L\_
Scottish fans more
than aryona else, but us footie mannie
nutters don't care what country we'na in
as long we've got football,
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RATING: A simplistic, but highly
detailed footie managament game that
more than delivers the goods.
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THE ASSASSINS PD
Ooah, look it's a puzzle game with soma
pipes in it (Hold on, isn't thal called Pipe

Pipe a certain length by connecting
different shaped pieces logether for the
water to run along. Of course, you're up

r MAGNETIC FIELDS PD
' S0 just how do you kil a legend? Well, a

: good stan is always a ladious platiorm
game that, although nealtly drawn with a
few good samples thrown in, makes you
wish you'd néver haard of the characier
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Welcome o Danger Mouse - he game,

Imagine lots of one-screen levels
with a few obstacies on that you
simply have 10 jump over in order to
reach the end. And that's i Yep, no
bonus streens, No power-ups, no
change in gamepiay, no
chance (o look around a
bavel and have somg
fun ~ nothing. If you
want 1o have some fun

_i too much to bear.
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Mania? - Ed). Well, yes, bul that was a
long time ago and this is a sort ol PD
varian! thal casts very liftle money, so
what's wrong with that? (Mothing, | was
only asking. - Ed) Right. Fine. Now, it's
a simple concepl - you've got o run &

against a timer and there's loads of
different shapes to add 1o the confusian,
but it's easily picked up, yet incredibly
hard 1o put down. Things start off
complax and get worse very quickly, and
even though the joystickipad conlrols
are a bit stranga to begin
with you will get used to
them afier a while. Good,
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WHO? WHERE? HOW?

For more details on this months games, or just to actually get hold of them here's
the details: The Assassins can be heard talking on (091) 529 5413, while
Pathfinder PD have all the luck on (0274) 565205. F1 Licenceware are lagging too
far behind with their amazing address 31 Wellington Road, Exeter, EX2 9DU and
that leaves us with the exciting and daring Magnetic Fields on (0772) 881190,
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“It's more than a straight flight sim:,

D.1.D. have emulated multi-million dollar

flight simulators. When you play TFX the first
thing that hits you is the defail of the landscape...

OVer seven I_i“ill square km appears on screen, -

with hills, roads and mountains all in the

right place.” THE EDGE

“The graphic detail is quite superb, with stunning
visuals and strong sense of image, TFX is quite

often like watching a movie... when | first saw TFX
my jaw dropped so far it took me 15 minules fo find
it again! It's fast, good looking and fun." PC REVIEW

DIGITAL IMAGE DESIEN (e

Tactical Fighter Experiment... the only

* choice worth making where state of the

art flight simulafion is concerned.

Take confrol of one of three of the finest
aircraft money can buy:

Eurolighter 2000

Lockheed F-22

Lockheed F-117 Stealth Fighter

TFX... a simulation at the culting edge of
aerial combal enhanced by unprecedented
in-depth research and authentic (light defail.
Take on the missions... fight for peace.

DIGITAL IMAGE RESIGN

OCEAN SOFTWARE LIMITED ™2 CASTLE STREET « CASTLEFIELD " MANCHESTER = M3 4LZ *TELEPHONE: D41 B32 6633 « FAX: 061 B34 0450



