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JONATHAN NASH WOULD JUST LIKE TO SAY: “The questionable witues of speculative phone calls.®

I o Discover! New Amiga-related
developments, hunted down and torn to
pieces for you in True Stories.

SUBSCRIPTIONS

Revealed! How you can,
bizarrely, save money at the same time
as spending quite large amounts of it.

68 20 Top Tips! On games

generally, including the advanced
section of our Theme Park guide, and
rather small guides to Guardian and
PGA European Tour.

7 BACK ISSUES
Find out! The AMIGA POWER
Mail Order page is dead.

7 4 Inside! Communications from
our worldwide web of readers,
attempting to ensnare us with their
verbal trickery.

82 World emlusme' Only AMIGA
POWER boasts a comprehensive listing
of all the games released over the last
year or so, with micro-reviews,

READER ADS

Beginners start here! For this is
our reader ads section, where goods
are paraded for you to examine and, if
you wish, purchase.

8 THE BACK PAGE
On test: Inspector Geezer's
powers of deductive reasoning.

ALADDIN

The best platform game we've
played for ages - and we even got
some grabs from past Level 1.
Page 48

JONATHAN WOULD JUST LIKE TO SAY: 1 am the answer to all your woodworking needs.*

CITY 2000

First there... No. It's even better
than Sim City. Page 66

+wMIGA POWER

REGULARS

CANNON FODDER 2

Thousands more soldiers meet their
deaths for your entertainment. Plus!
The levels YOU designed. Page 42

SENSIBLE
WORLD OF
SOCCER

Blub. This truly is
the greatest Amiga
game ever. And it's
ours. I'llg. (-1

least. But he's a man who's rarely
wrong. Or, indeed, quiet. Page 74

FIE&%R{

Mapoleonic manoeuvres in some
fields. Of glory. Page 70




OVER OO

MILLION PEOPLE MURDERED, AND MOW HE'S ADVERTISING SKY TV

Everything you need
to know about the
biggest game of the
year. And! Win a
Mortal Kombat 2

HELICOPTERS

»

the finest
helicopter game
yet. Page 38

We try to discover
why helicopters and
- games go together

so well... Page 30

ZEEWOLF

«.and review
what’s perhaps

REVIEWED THIS ISSUE
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Aladdin 4
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Crystal Dragon «-«eeeeememmseanen 72
Fields of Glory-.--seeess W,
Lords of the Realmecscscccaa T4
Premier Manager 3-----------.55
Sensible World of Soccer =60
Sim City 2000-ceccsccecccscaBB
Theme Park AS00 s S— T
Voyages of Discovery ---e----- 46
Zeewolf a8

cCb32

Beneath a Steel Sky----—---103
Top Gear 2 --eeereremrnseresa{ 03

Had the bathroom tile not

been invented, an AMIGA

POWER coverdisk would have

served admirably in its stead. @
But it was, so you may feel

free to use this month's disks

for the purpose for which they were really
intended - your personal gratification.

Try out our demo (which basically consists of the whole of level one) and you'll see why
we rechon Aladdin's 5o great, if a bit casy. Although it does get harder than this later on.
Slightly. Especially the bit where you're running through the cave and huge great hole's
suddenly keep appearing in front of you. That bit's rather unfair, if anything.

We were 1o impreised
by Igewall - we
designed our own
mission. Watch out,
panticularty, for Hell
liland, as we've
dubbed it

HIMOd YOIAY

Sensible Golf is a
whaole new style of
golf game, and our
demo gives you
three hole of it o try
outl, Without any
bugs or anything.

GOT A FAULTY DISK?

® Oh nol Are you sure? Belore 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
Disk Returns 44, Discopy Labs, PO Box 21, Daventry NN11 5BU. i you send it to
us, we'll sharpen the edges with a file and throw it, frisbee-style, into your face.

v66L HIEAW3D3a
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READ THIS BIT FIRST OR NO-
ONE WILL TAKE ANY NOTICE
OF YOU WHEN YOU SAY THAT
YOUR DISK DOESN'T WORK.

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

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

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

@ Just to be on the safe side,
though, the on-screen instructions
say that you should press the

appropriate fynction key to make
your selection.

® You'll have to reset your machine
in order to play one of the other

demos. When you do so, simply
follow the instructions above.

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

program will help prevent disks
being infected by stray viruses.

@ Have a good time.

@ Are you sure?

@ Try all that stuff again, making
sure you've disconnected any

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

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

DECEMBER 1994

AMIGA POWER Disk 44 Returns
Discopy Labs

PO Box 21

Daventry

NN11 5BU

@ We're really hoping that you're
reading this bit, because it's quite
Important; please don't send your
disks to us at the AMIGA POWER
office. We'll just throw 'em straight
In the bin. So send them to Discopy,

0 why don’t you?

AMIGA POWER

Author: Binary Asylum - %2188

Rocket 15

B 10 ARST your landing

n doesn't appear n the

RETURN

Ull SCrean modes
UP & DOWN -C

ACHCAl SCTeer

FESLIDDNY SCTE
LEFT & RIGHT - Cyche through indnadua

n; alter weapon load wonoxides, pl iar oo

Try taking out the tank at
the trenl of the convoy

first. Then watch all the
others crash into .




Author: Virgin

Snay Harmiloss
purveyar of poputar
enteraimmant, espousing Tamily
values' and leaching small
humans that cnme does not pay, or sinister
onganisation implicaled in the Kennady
assasssnabon by shor-lved ‘Brown Bobby
McKannall? Only you, the public can decide
One thing's for sure, and thal's that
games are free of controversy. Take
Aladdin, for example. No politically unsettiing
conent = guaranisnd. Instoad t's a fairy
standand platformer, but one wilk

refinements platiorm games should

*4°) have {suppon for bwo button joysticks, a

lack of athdetic fish and the ke), We
were therefore delighted 10 sacure a
bumpser demo lof you, our readers. Play! the
entine first level with the cunous fruit
machine bonus game af the end, without!
having o worry about the moral implications
ol indirectly SuUpporting a comparny
suspiciously prohibited by law from buying
moee than a further 8% of Webday, one of
the workd's leading small-amms
manutacturers. (What a grand jape, sh
readors? - AP
Legal Dapt. )

Author: Sensible

e've jus! discoverad a fab
hidden feature of Sensibio
Golt. If you selact the
joystick port two option with
a mouse plugged in, the player constantly
circles his tea, resulting in a sphendidby
hypnotic spiraliing wew of tha graen. It
almost makes up lor the lack of computer
opponents, which hilanious round-the-clock
Cannon Fogder 2-programming action
prevented Sensible from implementing
(Actualty, it might be in there atter all, it's
Just we couldn't gt it to work, Tch.)
The necessity of saizing biological
compalriols cannot ba halped. Perhaps
you could take this opportunity to practise

social skills as you persuade people to
joim in this three-hole demo and use the
oh-so-obvious leftright 1o move the
cursor and up/down to select a club
conlrol method. You could describe the
wiy 10 hit the ball by pressing fire to se
the power of the shot, and then fire again
to stop the blob within the red sector of
Iha circle. You could axplain that with
different clubs, and depending upon
where the ball is, the red secior will
fluctuate in size 1o reflect the difficulty
of & particular shot. Then, at the
critical moment you could add thal
pressing the space bar gives a map
view of the hole, and new friends will
bé yours, The possibilities are endless
with this exxciting new gamsea

TECHNOBABBLE
This is absurd. "Give us demos of
your néw games,” we demand of
software publishers, "Make them
special and great, so they will not ba
embarrassed o be presented on the
same madium as Gravity Force 2
And crush them until they are very
small, so there is no need for an
infuriating decompression process
invohang our readers formatting two
blank disks beforehand, so that the
Zoowoll'Sonsible Goll coverdisk will
aulomatically wiile on them runnable
versions of these gamaes. And, by the
way, ensure that Sensibie Golf will
run even on the ancient AS00s of
soveral peoph.” "No," reply the
software publishers haughtily. What is
a body 1o do? We are nonpilussaed

HIMOd VDIANY
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It’s\bigger than Arnold Schwarzenegger - and that’s official. In the first
week it went on sale, the cartridge version of Mortal Kombat 2 netted
global sales in excess of £30 million, outstripping box office receipts for
True Lies, The Mask and even The Lion King. And, as AMIGA POWER
exclusivély revealed last month, it's coming out on the Amiga very soo
We feel it Our duty to PENETRATE THE HYPE. '

N \



Runs on: A500, AGDO,
A1200

ETA: Out now

wo-and-a-half million coples
distributed to 15,000 retail

campaign... Biggest ‘ship-out’ of any
video game in history... 65 lorries, 11
Jumbo jets and hundreds of security
guards... Straight to number one in the
Gallup charts... Sold oul across the
country within days of its release...

Blimey, But hang on. It's only
another game. A beal-"em-up, in fact.
What's all the fuss about?

You musn't say things like that.
Not unless you wish 1o invite the
disdain of all those who consider
themselves true game fans. Mortal
Kombat 2 is the biggest, most important
video game of the year, and the news
that it's coming to the Amiga is a cause
for immense celebration. Or so we're
led to believe.

But we've seen the Amiga charts.
We know that at least half the games
our readers buy are football games, and
that Premier Manager 3 is going to
rocket straight to the top spot the

release, it only

Top 100 at
number 18. We
know that, when it comes to beat-"em-
ups, you're likely to be about as
interested in how to access Sub-Zero's
death move as you are in the atomic
number of caesium®,

This situation must obviously be
rectified if you're to avold soclal
embarrassment in gaming circles. So by
the end of this enormous six-page
feature, you will know all the characters
in Mortal Kombat 2 intimately. You will
know their special moves, their
strengths and weaknesses, their
backgrounds and even, no matter how
much it might gall you, how oid they all
are. You will be in a position to avoid
such gaffes as asking if you can ‘be’
Goro, or getting the bickes with hats
mixed up. You will be fully conversant
with terms such as ‘babality’, ‘fatality’
and 'double flawless’. Without wincing,
you will be able to utter such phrases
as, “Shang Tsung, yeah, he can morph,
right, but Raiden could have him with
his Uppercut Explosion any time.”

We're sorry about this, but it is for
your own good.

“it's 58.

[

FIRST THINGS
FIRST

if you haven't already, read Stuart's
review of Mortal Kombat 1 in AP33. As
well as amusing you greatly, it will give

digitised-from-real-people
characters, the death moves and all the
rest of it. And, more importantly, you
will learn that, while the console
versions of Mortal Kombat were a bit
patchy, the Amiga one was spot on,
with weighty punches, excellent sound
effects, a solid level of difficulty, and a
cunning methed of reducing all the

daveloping it. “The only thing Is, Shang
Tsung will just marph into the character
you're fighting against, rather than all of
m_ﬁpﬂmmw
Hurrah. And the bad news?
-&?H
Well, if that was the good news...
“Oh. No. There isn't any bad news.
We're really pleased with how good
— we've managed
U to getthe
game. The
moves are all
the same as

=i MORIAL KOMBAT SS2-

too hard to

execute,

because we've
used the same system as we did for the

because the console versions are so
much closer 1o the coln-op, But the
Amiga version is basically the same as
the Mega Drive one - we've taken the
graphics straight from that - except the

Let's hope he's right, eh, readers?
Mortal Kombat 2 wasn't quite finished in
time to review this month, and will

HIMOd YOINY
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| SO SAY A BIG HELLO TO...

whaole bunch of new characters, with all-new moves and
everything. A good bluff might be to say something like,
“Hmm, they're all very well, but not a patch on the old

characters.” Although you're unlikely to impress anyone.

KITANA

Along with Mileena, one of the game's two girls. And a really good
character to pick, with her terrifying ninja fan (as long as you don't try
using It long-range, as it can be countered with missile atlacks).

|

A US special forces operative, on a mission to rescue Sonya from Shao Kahn. Relies on

brute force 1o see him through the game, specialising in picking people up and punching
them in the face until they start 1o cry.

Lfﬁ"h_

| KUNG LAO
1 A goodie, and in fact a direct descendant of the first ever winner
| of the tournament. Wears a hat, confusingly, and does a ‘shield’
", | thatisn't of much practical value. Otherwise, a good, workmanlike
4% range of moves. :

-

MILEENA

|
| The other girl, and ostensibly the sister of Kitana. Possessed of several powerful atlacks,
|
|

although they can all unfortunately be easily blocked if your opponent knows what they’re
doing. Does a useful rollteleport-kick combination

DECEMBER 1994

| BARAKA

The fearsome lieutenant of Shao Khan, and, although unflinchingly loyal 1o his
master, he hopes to defeat him in the tournament and become ultimate ruler of the
| outworld. We can't believe we're writing this.

AMIGA POWER

})



AND IT'S WELCOME
BACK TO...

he best characters from the first game. They've all been spruced up a
bit, some more than others, but you'll find all your favourite moves and
combos will still work. If you can remember them. Occasionally
mhmawmhawm

RAIDEN

mwmmmmmmm.mmmmmmm
electric attack and torpedo push.

=
|
.
H
3=
|

~ SI-IANG TSUNG

' | use their moves, and launch fireballs.

SCORPION

| The one with the harpoon. Who's dead. |
| Although now he does a rather uselul
leg sweep as well.

§| i SUB- zeﬁ&
j_J Stil cold, but sadiy neglected in the sequel.

\

The source of much good annoying character,
~ contention among MK2 and not too difficult to look
| players, but we've got no at if you catch my drift. If |
©8-  strong opinlons. So we asked couldn’t *have’ her, it'd have
= some people who do. to be Liu Kang, because he
i1 sounds good, and does
| 'BARG', OF PROBE good fighting.”

. SOFTWARE: “Well, I'd

normally go for Liu Kang. But ~ WILL GROVES, FROM
" inthe Amiga version, the way GAMESMASTER: “€r... Er... |

= the controls work mean that dunno. (Muffled) Does
Sub-Zero's a really good bet - anyone know the best
you can pull off his moves character in Mortal Kombat
really quickly.” 27 No? (Unmuffled again)

Mo. Er, who are they all

JAMES LEACH, EDITOR OF again?” There's Liu Kang,
SUPER PLAY: “Kitana, 'cos Ki... “Yes. Liu Kang.” Why's

=  she's fast, a bit like Chun LI that? “Has he got a hat?"

== But Zy reckons Liu Kang, 'cos  No, a headband. “Because

~ he's really hard. And quite he's got a headband.” DAVE GOLDER, DEPUTY EDITOR OF

fast too.” ULTIMATE FUTURE GAMES: “Liu

ANDY DYER, EDITOR OF TOTAL:
i “Sonya, 'cos she's a bird.” (You can
. SEGA POWER: “Kitana again. only control her in Mortal Kombat 1,
- ﬂu‘;.lhuﬂmdﬂlmd.l though, eh readers? Tsk.)

ANDY LOWE, EDITOR OF

._1, The ultimate baddie in the first game, now you can really ‘be’ him. He's much

to morph inte ether characters and

I.IU KANG

‘Sort of the ‘goodie’, really, and the
*mmdmﬂmm |
m-m“hmmmn

JOHNNY CAGE
'Supposedly a film star turned fighter.
|Ih-nimdnmgrboﬂhml

|sequel, a shadow punch and a more
|mmdn=lt‘. |

REPTILE |
| Previously a 'hidden opponent’, now
|yours to control. The harpoon's gone |
'and he can now spit acid, but he still
mwmm

TRUE STORIES

|

HIMOd YVOINY
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I AND YOUR OPPONEN'I'S...

KINTARO :

MMmmmmwwum except for having
four arms. The first of the two bosses, and really very difficult to beat.

SHAO KHAN

| At the top of the mountain that's got your opponents’ faces on it is a horrible
statue, which lums out to be the evil Shao Khan. He wears a strange helmet, and
keeps barging into you in an unsportsmaniike manner.

 SECRET CI-IAI!AC'I'ERS i

o] NOOB s . e adiE L
@ IWMHMWMMMMMMMMMW T _H-..i"i‘g 1] T T L
E i and dressed in black to look like a cyborg. Apparently, the programmer of the 2t & a._f: |
. | coln-op is called Ed Boon, and Noob is some sort of in-joke. | o Eig
© | E1go - -ll "\_ﬁh s T .:_,;t” ) ° z
a | * . : -‘ v '-"“n- o % ‘“,_'_- i;ig
&7 S Bt W SMOKE £23
T X - -\ . It's Scorpion again, only grey. (Except you musn't say i
: . - : Rk \ mum.]m'mmumlmwm {
¥ are
° 'f‘u'? Y <, o ™ ’ mmmam?n g Mg . i%-
| b J wws =~ | sayingwhich as it's a secret. Smoke - by coincidence, fg 8
<l | \ of course - is able to perform all Scorpion's moves. Eti_s
- .r-""". S \ - reppil o
< JADE Eiig
| ' 5y Certainly not a green version of Kitana. Oh no. g
@ L - < Legend tells that, if you beat her, you get to play 553!

- "'\ - Sonya from Mortal Kombat 1. Probably,



¥ CiEhiE B
| Cut out this guide and keep it with
| you at all times, lest you find yourself

| without having had time to brush up
on the many unique forms of
| expression it involves.

BABALITIES

Rather than ‘finishing’ him (or her), it's
possible 10 parform a babality and shrink
your vanquished foe to a baby (or, o
usa the Japanese term, Super
Deformed) version of him- (or her-) salf.
| This is obviously very silly, but does go a
| long way 1o improving the shelf life of a
=.qllmit:m;i:lnmi.um:lral:lelllndjl'
]mmw

‘BE’-ING GORO

| "Be'-ing Goro is a bit of a social

| minafield, 0 don'l go wandering into it
| without these vital pieces of information.
| Fora start, he's not actually in MK2, so
| il you start going on about him, those

| around you will realise how out of touch
| you are and laugh al you. Secondly, you
| never could, and never will ‘be’ Goro, It's
| just not possible. Anyone claiming to

| have a cheat 1o ‘e’ Goro is a

| blackguard, and should never be trusted.

I
!
‘ “BE”-ING
|

KINTARO

Although he's got four arms and looks

“BE” KINTARO!

catia T
il A Tt

apparently
completely different from Goro. He does,
however, appear in MK2, which is more
than can be said for Goro. Al the time of
going to press, we've seen no evidence
io suges! that you can ‘be’ Kinlaro,
aither. So there,

COMBOS

Not, in fact, something o do with Burger
King's midweak specials, but actually a
way of making things harder for yourself
for pain and profit. Once you've
mastered a cartwheel uppercut or a mid-
air backbreaker, it kind of takes the lun
out of it. But wait, what if you could
periorm a cartwhealing mid-air
backbreaker? That would be

smart. The flashier these combinations
gel, the more points you're awarded
after the fight. Probably.

F2

The key that tums off the music in the
MK1. If, as we suspect, its the same for
the sequel, then we suggest it's the first
thing you press. For as we all know, in-
game music is THE MALIGNANT
CRAFT OF THE DARK MASTER.

FATALITIES

Beating your opponent 1o a semi-
conscious state simply isn't good
enough in MKZ2. No, you need to do a
total number on him (or her) and

where fatalities come in. How it works is
this: You pound the opponent until you
get to all that macho “Finish Him!™ stuff,
and then access your character's special
linighing move. In practice, this means
learning (or gatting a friend to tell you) a
joystick and fire button sequence. Get it
wrang and the loser falls over. Get it
right and hurtage is inflicted. Its all very
exciting. And controversial. Apparently.

FLAWLESS

VICTORY
Outclassing an opponent to such a
degree that you complelely waste him
(or her) (blimey this is getting ledious)
without even getting scratched eams
you a flawless victory bonus. If you do it
again in the next round, you get a bigger
double flawless victory, plus the option
to feel smug. Rumours that the coin-op
version of MK3 will contain a quadruple
flawless victory for anyone who can beat
up an opponent in front of their girl- (or
boy-) Iriend have neither been confirmed
nor denied by arcade giants Midway.

FRIENDSHIPS

These involve inexplicably making it up
to the person you've just hall-killed. You
can do a little dance, give them an
aulographed photo or shower them with
présents 1o show them how you feal,
Unfortunately, frendship moves are

in MKZ2 circles, so if's far cooler simply lo
know about them rather than how to
actually do them.

PIT FATALITIES

The sama as ordinary fatalities, except
all the characters can use them, and
thay only work on certain screens. So
called because they involve killing your
opponent by dropping him (or her) inio a
pit with some spikes or something at the
bottam. There is a perverse kind of logic
1o all this.

MULTIPLE

DECAPITATION
This is sométhing Johnny Cage can do,

and although we've yet 1o se@ one, we're |

intrigued. Surely you can only decapitate

someone onca? Maybe he uses a bacon

slicer or somathing.
RIGHT

A form of vocalised comma, frequantly
used in comersations about Mortal
Kombat 2. For example: *You know
Mortal Kombat 2, righl, wedl, right, you
know Repile, right, and he's green,
right...” etc,

YEAH

Se Right.

AND WIN - NO! - BUT YES! - A MORTAL
KOMBAT 2 COIN-OP WORTH £2,400!

his, surely, is the most
valuable prize AMIGA
POWER has ever given away.
We've teamed up with
Acclaim 1o offer you the chance o win a
genuine, bana fide, fully-working Mortal
Kombat 2 coin-op machine, just like in
the arcades. You'll be able to sat it up in

| am Kintaro and
| claim my prize.

Human alias

Address_

your bedroom and Fight 1o your heart's
content, possibly even loading up the
Amiga version simultaneously and
comparing just how accurate it is.

WHAT YOU
MUST DO

What we wanl you 1o do is convince us
that you are, in fact, Kintaro out of
Mortal Kombat 2 (the one with four
arms). We don't mind how you do this -
you might want to send us a photograph
of a video recording. Or you might want
1o be slightly more inventive and, for
example, send us a jumper with lour
arms, knitted by your granny. (Except
we've thought of thal one). Basically. the
mere trouble you go 1o, and the more
convincing an argument you put up, the
more chance you've got of winning.

Filll in the coupon below (or a
photocopy) and send it, with your
evidence, to: "No, I'm Kintarg™, AMIGA
POWER, 30 Monmouth Street, Bath
BA1 2BW 1o arrive by 318t December
1994, The slight catch is that we're

funning this compo in conjunction with
our neighbours on Amiga Format, so
their readers will ba vying for the prize
100, But, hey, AP readers are renowned
as the most powerful in the world, and
should be able 1o crush all opposition.
And you could always buy a copy of
Amiga Format and enter the '
compo their way as
well, thus doubling
your chances.

THE RULES

1. Employeas of Future
Publishing and
Acclalm aren't
allowed to enter.

2. Your entry must
reach us by 31st
December 1994,

3. The editor's decision
is final.

|
|
|

il
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Decried as another cynical cash-in by weary SNES owners,
Super Street Fighter 2 is actually a significantly better
game that the original, if you don’t mind paying for it twice.
And next February, as the Amiga goes beat-’em-up-sequel
crazy, US Gold are bringing it out on the Amiga.

Runs on: AS500
{1Mb), A1200, CD32
Publisher: US Gold
Authors: In-house
ETA: February 1995

treet Fighter 2 is the most
lamous video game in the
world. It affects people in
bizarre ways. It has spawned
a series ol updates: Streel Fighter 2
Championship Edition, Street Fighter 2
Turbo, and Super Streat Fightar 2. s sold
absurd numbers of SNES and

Mega Drive cartridges. Streef
Fighter 2 = The Movie is
currently in production. In
Japan, you can buy

faciity, and the Turbo version ran slighily

faster (and hence would hardly be worth

Amiga conversions), Super Street

Fightar 2 goes a greal deal further, with

four new characters to play, each I

with & new setting |
And the Amiga version, promise US

Gold, will be the best conversion yet,

incorporating all the new characlers and

special moves. It's nol being programmed

by Creative Malerials this time, but by a

special US Gold in-house team headed

by producer Ken Lockley -
“We have a totally new contol _ier
mechanism thal enables the ¥

player fo play S5F2 the way it

was mean! lo be played in the |

arcade,” reveals Ken, whan

challenged about the

'
Streat Fighter 2 C&I‘I‘ﬂil‘lly rather vague controls in
comics, Strael Fighter r the original. “The player
2 sweels, Streef won't be will have maximum
Fighter 2 figuras and " control of their character.”
Street Fighter 2 Wimpy All the butions on

stationery. When Siree!
Fighter 3 comes out, the
world will stand still.

But in the meantime, we
Amiga owners can ook forward to our
own varsion of Super Stroet Fighter 2, the
most recent in the series,

While the Championship version
added the ubiquitous 'be’-the-bosses

tha CD32 should halp, of
course, if you've got one. But
how about the sound? That was |

rather weedy originally as wall,

“The sound on the CD32 will be

awesome, with a full soundirack, and
lor the Amiga versions we'll iry to
recreate the sound from the arcade. It
cerainly won't be wimpy.”
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THE MANE
ATTRACTION

“You're a
lion in it”
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TRUE STORIES

mane and big teeth and everything
Presumably, then, twice the usual
number of frames of animation are
Invalved, a lact which will no doubt be
ably represented on the back of the box

And Virgen are packing in plenty of
othar naw ideas 10 ensurd thal this &5 a bit
more than just another platiorm game. All
tha other animals are thana lor the
interacting with = you can swing from
rhing's talls, nde on ostriches, be tossed
about by monkeys and all that sort of
theng. And you can roar al animals o
maka them halp you

And, of course, there are baddies
including the comedy hyenas and a
showdown with the evil Scar at the end
I's not all plathorm-based, either - tha
rather good stampede in the film has
bean tumad info a 3D scrolling section

where you're running out of the screen
trying to avoid the bultalo charging wp
behind you. But, er, apan from that it
probably is all platiorm-based

Wea've pinchéd Iha screanshols on
these pages from the Mega Dnve version
but Virgin assure us the Amiga one wil
be wirtually indistinguishable. And looking
at the two virtually indistinguishable
varsions of Aladdin side by side, we see
no reason 1o doubt them

AMIGA POWER has with any luck
secured an exclusive review of The Lion
King far next month to go in the special
top Chnsimas games' exiravaganza
wa're planning, along with an aqually-
exclusive playable demo (which is, er, the
other reason we're getting so excited
about i this month), Until then, accep
nothing less

Who's laughing now?

‘ ‘ orid of Amiga
w Steaming Ahead,”

cry Commodore,

evoking an
unfortunate image of our lavourite
compufer as some sor of 19th century
coal-fired creation of Charles Babbage
rather than the miracle of modarmn
technology we know it to ba. They'ra
referring to the returm of their dedicated
Amiga show, which takes place in
Decambar at the Wembdlay Exhibition
Centre in London after a couple of
years' absence

“The interest has been incredible,”
claims David Pleasance, Commodore's
(at the time of going 1o
press) joint managing
direcior. "We've sold two-
thirds of the space already.”

“That's as good or
better than in past years,” he
adds, conlusingly.

You'll be most
interested in the games
area, for some reason titled
Software City. All the big
publishers have promised to
attend. Then there'll be a big
Amiga Format/AMIGA
POWER stand, where you

AMIGA
ON SHOW

might conceivably be able 1o meal your
favourite AP writers. There's the Retail
Park, whera you can “spend hard cash®
on “products”, il you wani to. And finally
there's ACE willage, which apparently
has something lo do with “productivity”
Kiss FM will ba broadcasting live from
the show, oo, which sownds intriguing

World of Amiga takes place on the
8th, 10th and 11th of December al the
Wembley Exhibition Centre and is open
rom 10am-5.30pm on Friday and
Saturday and from 10am-4pm on the
Sunday. Tickets cost £6 for adults and
£4 for undar-14s, and you can order
tham by telephoning 01369 7711

(@h dear.) An Amiga of the
sort that will dowbtless b on

show at the World of Ami hﬁ..

PRESS RELEASE

OF THE MONTH

@ were deeply impressed
by a larga, ghossy leaflat
which arrived in the AP
office recently about
something called the Eye Massager
“Mow,” it says, “Refresh Your Eyes and
Relieve Strain Associated with fatigue in
minutes With the Eye Massager.” It works
by rubbeng the area around your eves (a
helptul picture of a girl's face annotated in
Canlonese is included), and claims it

S

J p—

“helps in prevening near-sight or
decraasing the rising speed of near-
sightedness’
which can’l be
bad. The Eye
Massages is
available from
Golden Image
(UK} Ltd (D181
200 9291), who
also sell a range of
Amiga peripharals
and an adyustable
foot rest with buil-
n-= }'E'S =
Massage Facility
Truly the world can
get no stranger. Or
can it? Or CAN it?
OR CAN IT?

HIBW3D230 HIMOd VOINY
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Runs on: A500,
AB00, A1200
Publi-har-
Vulcan
Authors: In-
house

ETA: March
1995
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TRUE STORIES

Gaze transfixed at the paralysing

beauty of...

KANGALI
COURT,

NO. 7

THE CHEESE
PLANT, THEN,
MAYBE?

THE CRIME: Attempting fo improve a
game's presentation by replacing its
menu screens with confusing, badly-
drawn illustrations, areas of which you
must chick on 1o activale the various
options

THE CASE FOR THE PROSECUTION:
Qur gameplayer sits an the floor beside
his Amiga, surrounded by the enormous
collecton of floppy disks and excessive
packaging that form F-958 Flight Sim.
His hair is ruffled and his clothes are
damp with perspiration. He is mutlénng
o himsell

To himsell? Or 10 the screen
belore him, on which i a roughly-drawn
picture of an office. Let us move closer,
and try to hear what he is saying

‘Mo, | tried he desk. I's got 1o be
the window on the left. No. Then... Then
what? The other window? ‘Do you really
want 1o quit? (Y/M) No! NI NIP

He throws down the mouse and

runs his hands through his hair. No way,

there's just no way ha's gong 1o open
that manual. He takes a deep breath,
and lurther scrulinises the screen

“I tned the photocopier. Thal was
the briefing screen. | tried the coat
stand. Thal was the weapons screen
It's got to be the typewriter. There's
nothing else left.”

Tentatively he moves the pointer
over the typewriter and clicks. Following
the on-screan prompts, he inserls disks
2,5,3, 2 again, B, 14, 4. This much disk
accessing must be a good sign. Surely

WHA'I" S

Par

is kept hidden from

the game will start soon.

But ng. All it's been doing is
loading in another incomprehensible,
tatty-looking, memary-hungry drawing.
This time it's of a kitchen. Our games
player shakes his head slowly

“Why does it have lo be this way?
What's wrong with simply writing
Briefing, Options, Weapons, Choose
Plane and Start Mission on the screen,
50 | can choosa the one thal | wam?
That is, atter all. why the English
language was davised,”

He clicks randomly a few more
times, The message “Insert disk 35°
appears.

“Oh, I'm sure it all made perfect
sensa 1o them.”

He rubs his reddenad eyes.

* This'll make it much more
atmospheric,” they'll have thaught.”

Ha picks up a handful of dsks and
lets them Inckle showly through his
fingers

" "And s0 mwch more usar-fnandly,’
theyll have thought. "0h yes.™

Tears stream down his cheeks

“The slack-brained, dementad,
ugly, evil BASTARDS."

THE PENALTY:

15t offence: 10-12% ofl

2nd offence: 15-20% off

drd offence: Death by thirst and/or
exhaustion lollowing relentless purswit
across the Gobi Desert by a pack of
crazed mules.

'I'H IS?

HIMOd YOINY
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Will Arcane’s new game stop Team
17’s Overdrive in its tracks?

Runs on: AS00, AGDO,
A1200

Publisher: Kompart
Author: Arcane
Price: £26
Release: Before
Christmas

¥ ambition fo travel 1o every
bleak and crappy lown in
England has beon aided
considerably by AMIGA
POWER thesa last two yoars
Programmars plonk themsalves down in
the strangest of places, 5o it came as no
réal shock 1o discover thal Arcana’s offices
were above a shop in West Wickham
West Wickham was nol a nica place, and |
donl intend 1o ever go there again
The Arcana office

idea? You decide.

70 degree coug o
good thing or © w

resembles an anarchic Balkanised state in
ménialure, complela with programmerns
sheeping on the floor and project manager
Steve lles using a Glock semi-auto as a
papar waight. Still, at least you know whare
you are with someone who uses fireams
a5 desk accessonas, and ha assured me i
wasn'l inaded, or real, for that matier
Anyhow, the turmod's sed 1o end soon
when they move back 1o Bromiey, Thay
think Wiest Wickham sucks 100

Steve and Mark Wortham are the
core: of Arcana and both graphics-based
Mark's considarabl artstic talant was on
show as he put the finishing touches to the
and scona of Turbo Trax, the top-down
racing game |'d come to see. A gid out of a
mabe-onentaled, specalist adull art
magazing was gaineng a shce ol
mmorality by being redrawn draped
across the bonned of a sports car. Mark
was quick 10 point ou that they'd bought
he miag just 10 copy the pictures. Yaah,
nght, or maybe you Bke 1o read the aricles

If you've never heard of Arcane it's
because they've made their living up til
now working on graphics
conversions. They painstakinghy
redréw and louched up all the
PC graphics of Syndicate so the
Amiga version looked clean and
sharp, and also ded the intro 1o
Birds of Prey, which was
aclually a lot nicer than the
game itsell. More recenthy,
they've done all the betwean-
game screens of a PC
helicopter sim called Ka-50
Hokum, ironically using an
Amiga with a 30 modefing
syslem 1o craate them

“For Turbo Trax we wanl évery part of the
frack lo look like a nice picture rather than
just a set of repaating graphics,” explainad
Mark. “Wa've got over 700 graphics blocks
in thi gama so the snow has lexture, the
sand 15 nppled with dunes and the gravel
pels are rutted with fyre tracks. We're also
using colour cychng on waler and roadside
lights 0 the backgrounds are animated
With each course being len screens by len
and 25 tracks in tha game, mapping them
all out's been a bit much, and 'va vowad
never 1o do a job thes big ever again, Until
o] hrme

The tracks are dnvided up over five
settings, with city, desert, arctic, forest and
indy car locabions, and very nice thay look
too. The music's all done, and most of i's
the standard MOR rock you'd expect from
racing games, apar from the Shap track
which sounds a bit like New Order and is
actually quite pleasant. This is all very well
and good, but what about the game itself?

.'I'I'rtd.l_um is that it's going
1o be lam, frantic and mot
at all like Team 1T's dismal
Cverdrive. Let's see, ¢h?

“We've anly recantly got some decent
programimers. 50 the gameplay’s the last
it to get sored out. We inally had soma
problems with spead, as five computer
cars plus the player's are a lot to cope with
The collision detection’s realistic, 50 you
bounce off bamers and cars al the same
anghe you hit them, and the traction and
handling vary on different road surfaces.”
It looks good, thaen, but I've no idea
how it play. For the two-playar game you
need 1o ink machines, which Steve doasn
S@e as a problem. “People lug their PCs
round 1o their frends” houses to play
Doom, 50 why shouldn't people lake their
tidcdly litthe Amigas round?” And bedore
@varyona posnts oul (as | did) thal with the
view and right-angled comers, it looks ke
Team 17's Ovevdrive (AP31, 46%), I
leave the last word to Steve. “It's not going
to be like Overdnve, because it's going to
be great.” Hmm. We'll sae naxt manth
® CAM WINSTANLEY

CD32 IN DECER
BUNDLE SHOC

Seemingly confidant that thera are, alter all, enough
CD32s for evaryona, Silica have announced a new
Chnsimas pack that sounds, in AMIGA POWER's
invariably definitive opirson, ke pretty top value

For £249, thair Critical Zone pack containg a
CD32 and copees ol Cannon Fodder (AP40 945)

CHARITY
COMPILATION

It you're sticking with your Amiga, on the other hand,
but like the idea of a big heap of jolly good games for
nal very much monay, you may want 10 considar
Haip 2, a special Christmas compilation being put
together by Acclaim. Like Help 1 (which came out
last year, but only on the Mega Drive), all the

crackingly good stuff
We salute them

children’s chanlies

Progect-X (AP29 B6%), Liberaton (AP33
1%), Uimate Body Blows (AP39 BE%) and

Diggers (AP30 80%), Microcosm (AP36

44%) and Oscar (AP32 51%). Moslly

proceads from the package are going o

For £29.99 you get: Cool Spot (AP34
B5%), Desert Strike (AP25 929%), Humans
(AP19 70%), Pushover (AP14 T9%), Road Rash
(AP19 70%) and Sensible Soccer (AP15 93%)

pundles ol Chrissy
pressies on 14-H
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Runs on: A1200,

Publisher:
Mindscape

Author: Glyn Williams
ETA: November

othing, for me, could s0
precisely capture the essence
of high-speed aenal combat
as Top Gun with Tom Cruise
and Kelly McGillis, I've played countless
flight sims and shoot-'em-ups with
aeroplanes in (such as Jelsirike). I've
been to airshows and watched real

planes flying about. I've even,
occasionally, managed to persuade the
pilots lo ket me sil in the cockpit and hold

the poystick
Bul 'va naver lall the nead, the naed lor
speed as much as the first tme | watched
Tom buzzing the airower and making the
Colonel spdl his cofee on his rousers,

Evasive Action, then, sounds like a
dream come true. It's a llsght sim that
concentrates on doglighting in its purest
form, doing away with complicated
controls and concantrating on shooting
down other planas. In fact, Mindscape
claim “Evasive Action is not a flight sim
It's an air combat simulation appealing to
game players as well as
flight sim fans."

But tha best is yet
o come. Evasive Action
15 primarily a two-player
game, Using either a
split-screen mode or two
Amigas connected
togethar, you can play
head-lo-head against a
simidarly-minded chum

The arcadey feel is
1o be enhanced by

“narrative cul-aways’, showing
the action from diflerent angles
akong with plenty of renderad
ilustrations. And the polygon
graphscs themselves promise all
sorts of technical innovations,
including (are you ready?)
atmospheric depth queuing, true
Gouraud shading, transparant
polygons, translucent shadows and
geomelnc collisions. We phoned our
neighbours on Amiga Formal to ask what
that all meant, but they were out
Plane-wise, Evasive Action offers
you four different time-fravelling
scenanos. It stans off im World War 1,
with a Sopwith Camel and a Fokker Dr1
battling it out with their twin synchronised
maching guns. Then thare's tha skies
over the Pacilic in World War 2, and a
Gruman Wildcal F4F-4 and a Mitsubishi
ABM2 . For the modern day it's the
Middle East, and an F-18 Homet vs a
MiGG-29 Fulcrum. And then there's a

Oo-er. Time to take
‘evasive action'.
(Winks at camera.)

.

50 Cuns |

futuristic space selting,
too, with a Sonishi Laserman and an
Aoun Leatherback, whalever those are.

As wall as attacking your opponent
thare ara ground targets o destroy, ke
ships and odl installations. And you'll
probably find you need to land every so
often to re-arm and repair

Unfortunately (and seemingly as
part of a developing theme this month)
we haven't got any aclual Amiga
scraanshots yat. Glyn Williams, whao's
programming i, reckons it's one ol those
games thal “doesn’t really come logather
until the lasl minute”, 50 ha's given us
some PC pictures 1o look at
® JONATHAN DAVIES

Runs on: A500, AGDOD,
A1200, CD32

Publisher: Black Legend

Author: Black Legend

Croatia

ETA: Movember

@ wara axpacting 1o be able

to bring you a review of
Football Glory this month

In lact, we were last month
as well. And the month before. Which is

why we haven'lt done a news slory on it

But, despite

whal you might have read
elsewhera, it still isn'l finished
Dammit. Hera's a praview
Foothall Glory looks really
rather good, il suspiciously similar
to Sensible Soccer, Graphically it's
wncannily ke Sensi, although Black
Legend claim the characters are slightly
largar, and it feels axtraordinarily Senst
e5que 1o play. But Sensible Soccor
already has the being just like Sensible
Soccer {roni pretty well covered, so what
does Football Glory do that's ditferent?
Actually, lols. Black Legand's
Richard Holmes explains: “With Football
Glory, you can do all the things you
thought you could do with A Certain
Other Game, but in fact only
imagined. Double passes, ovarhaad
kicks, jumpsng over tackles - it's all
possible.”
Al least, it's possible if you can
work oul the controls. The various
features are activated by special
combinations of button-presses and
joystick movements thatll need loads of
practice 1o gat working, the theory being

that someone who's
been intensnvely playing
the game lor, say, threa
waeks should be able to
beat someone who's
been playing i for, what,
two weeks. Foolball
Giory's got hidden
depths, in other words
Foolball Glory's
also got a couple of other tricks up its
sloave. How about an action replay facility
that'll record and replay an entirg game,
allowing you to stop it haltway through
and resumo playing from that point? Or a
window thal shows zoomed-in details of
the important bits? Or ots of little
aimosphere-adding details, like men
runining on with stretchers, and players
hurling abuse at each olher via speech

OTBALL GLORY

bubbles, or spectators throwing fireworks
on to tha pitch? Whether these things
maka the game moreé enjoyable, or
whether they ssmply gel in the way
ramains 1o ba seen, bul aither way thay'ne
unguestionably new fealures

This varsus Sensible Workd of
Soccer, then? In a fight? You'll have 1o
wait till next maonth.
® JONATHAN DAVIES



Runs on: TBA

Publisher: Team 17
Authors: Andreas
Tadic and Rico Holmes
ETA: Mid 1995

We laughed heartily at P

@ Sloppad when we sa

oppy Homrex's

when ha got
Poppy's marks, so she
I ol e

réadable desk marked with

Skidmarks In

10, we decided, conseque

wen Cam o

being ¢
ed that we're AMIGA POWER

i nearly £5 lor an angle-poise la

@ leal bound 1o deduct threa o

your name and
address 1o In
The Style Of
AMIGA

POWER, 30
Maonmaouth

Streal, Bath BA1
Z2BW. Ba

wamad, however
We're growing
weary of the
Cute, L

8 In The

ovabla

Violent Oni With
Guns And Th ngs
Im 1" formula. BE
DIFFEREMNT

rushed mercilessly benaath

OF

The Style Of a car bool sale. Then

AMIGA FORMAT

“In an amazing move of incredibly
dexterous proportions we have fought
off AMIGA POWER and grabbed an
exclusive-to-Amiga Format review of
Mortal Kombat 2 - probably the P

e printed a news
story about King of
Thieves way back in
AP40D, but we've
since managed to force some
more information from Team 17,
“It's being put together by
the same people who did Alien
Breed,” blurted out Team 17's
Alan Bunker as we litted him up
by his jaw. “Se, although it does
slill revolve around conquering areas
ol a map, like Defender of the Crown
of, indeed, Risk, it's also got
elements of Alien Breed in it.”
Before you can gel to see them,
though, you'll have to raise some
cash by working as a pirate, attacking
and plundering passing ships. This is
done in arcade-style sections, the
idea being to disable the ships
without completely destroying them. And finally, once you're inside the
Then, once you've filled your castle, you're inte the Alien Breed-
coffers and assembiled an army, you'll  type bit. It's an overhead-view maze
be able to pick a castie and lay siege atfair, wheve you run around the
to it. (This all begins to sound rather rooms of the castle dicing up enemy
lke Impressions’ Lords of the Realm.)  soldiers and collecting things.
Again, this is another arcade section. So far we've only got some
pictures of the last bit, along with a
castle and a man with a beard. This
suggests that thera's still a fair
amount of work to do on King of
Thieves, and the release date has
been put back from November lo

sometime next year. “We're
concentrating on Tower Assault for
the time being,” explained Alan,
crawling towards the door.

® JONATHAN DAVIES

biggest game of 1994,

“On the Coverdisks we have a
demo of Binary Asylum's brilliant first
ever game, Zeewoll, and the amazing
music sequencer Tiger Cub. Also
included is a fix for AFG5's Pixel 30
Professional Coverdisk.

“Other great games in this issue
include the gorgeous Aladdin and the
gory Cannon Fodder 2, plus a feast of
other glittering games more than
worthy ol your Christmas stocking,

“And on the more serious side
we have a huge CD-ROM round up.
(AFE6 on sale Novembar 17)."

Sue Grant,
Deputy Editor, Amiga Format

AMIGA SHOPPER

“The December issue of Amiga
Shopper will no doubt be regarded as
a landmark in Amiga history. Our
comprehensive supertest of hard disk
interfaces will be regarded as the
standard, and our reviews of Anim
Workshop, Prograb 24RT, TurboCale
and version 3 of the Video Backup
System will be examined by scholars
for years to come to figure out our
secrels. Future historians will stare in
wonder at our tutorials, which cover
subjects as diverse as Assembly
language programming, Chess,
Comms, C Programming and AMOS,
And future generations of
schoolchildren will marvel at what is
without doubl the most stonking
serious Amiga mag in the known
universe. Can you afford to miss it?
On sale at a purveyor of printed
journals near you now!”

Richard Baguley

Editor, Amiga Shopper
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KACTLY A
> SO COOL’

ome things attain coolness and others are
created that way. Look at the VW Bestle -
in tha mid-thirties the humble Dub was
the People's Car, an example of Teulonic
elficiency to give every man and woman a
set of wheels in which to cruise the newly
constructed Autobahns.

The Beetle was cheap to produce, it looked okay
{ish) but it wasn't really considered remotely cool until one
starmed in The Love Bug over 20 years later. And now a
Beatle's as essential to your gnarly sur dude type as the
board that sits on fop of it and the cute blonde babe that
lakes up the passenger saal. Cool? Well yes, bul it sure
100k its time. Maybe if they'd had miniguns and rocket
pods they'd have appealed to the genedal public sooner.

HELICOPTER GUNSHIPS on the other hand have
alwarys been cool. They weren't around when helicoplers
wera all gangly and geeky-looking, when Igor Sikorsky
lesied them by roping them down, jamming his hat on
hard and hoping his bucking imvention wouldn™ throw him
up through the rofors. They missed out on all that
business in Korea when choppers were litthe more than
some bits of Meccano with a huge perspex bisbble-at the
front. Nope, they missed out on the awkward pre-
pubescent stage and gunned right into the ultimate rock
and roll war = Vietnam,

In his book Dispatches, Michaal Harr describes a
conversaton with war photographer Tim Page, who'd
sunvivid numarous wounds, including a two inch place ol

shrapnal in his brain, Back in England, he was asked to
write a book called Through With War 1o finally take the
glamour out of war, Page was stunned. "Take the glamour
out of war®™ he raged. “| mean, how the bloody hell can
you do that? Go and take the glamour out of a Huey, go
take the glamour out of a Sheridan, can you take the
glamour out a Cobra? It's like trying 1o take the glamour
out of the Rolling Stones.”

I's a view that might have been a bit crazy-bonkers
and not particularly in keeping with the Love and Peace
mood of the early '70s, bul maybe Page was jus! ahead
ol his time. In tha not so caring "90s, helcoplers soak up
alot of TV air time and yes, they still look glamorous.
During the Gulf War of ‘91 and in the midst of an almost
Iotal media blackout, pretty much the only views of the
battle we saw were from the nose cameras of smart
bombs or the gun cameras of helicopter gunships.

Can you imagine the BBC showing uncensored
loctage of troops being mown down by machine guns or
ripped up by grenades on the 6 o'clock news? Of course
nol. IY's inconceivable. Yet it was deemed all right to show
tanks and trucks blown apart by Hellfire missiles fired
from Apache gunships because there wasn't any blood or
anything, jus! images from the ullimate game in a
tebevised Nintendo war,

S0 WHAT'S THE APPEAL then? They're in films all tha
time and video game producers love them. Desert Strike
(AP25, 92%) was one of the many odd spin-offs lrom the
Gult {you've seen the war, now play the game), and also

By i
S Rnd Were's an Iragi 15y that
he Brirg Browght back trom

IS Sult. Mot bag. b

hugely successful. Gunship 2000 (AP28, 85%) from
Microprose was also a hit and now thera's Zeewoll and
Jungle Strike set 1o stomp the same ground as Desert
Strike, | asked Andy Smith from Binary Asylum why they'd

“They can hover,
turn tightly and
even fly
backwards”

chosen a gunship for their first and, 1o date, only game

“Zeewolls programmer Andy Wilton had the basic
idaa, but helicoplars are an obvious choice lor an arcade
game, which is why there’re quite a few of them aboul
People seem to prefer real technology rather than
spaceships and things, but they also lika lols of oplions.
Real gunships are packed with an amazing varigty of
difterent weapons. Thay can hover, lurn tightly and even
Tty backwards. Also, they can land in enclosed spaces
and carry equipment and men, which in game tarms
gives you loads of mission possibilities”

You can see what Andy means about the
versatility of helicopters. Electronic Ars’ Jungle Strike
(due out on the Amiga belore Christmas) has a
level where you fly a Stealth fighter, but afler
wisting and turning in a chopper, having
10 keep going forwards in a fixed-wing
plane's a real drag

Helicoplers in games are

great because, as Andy
pointed out, you can lob
them about, blam off
loads of rounds and
still believe that it
feals lika the
real thing.
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then
again,
how wioukd

@ verdict of a

caught up with Corpora
Paul Murphy at the School Of Army
1t Middle Wallop and spent the
day alternalély hanging out with the pilots
and being hassled by Military Police whanaver |

Annation

y ol
¥ Camera Oul

PAUL STARTED OUT in the regular army and is
curmently in a sort of weird imbo state w
attached to the Army Air Corp (AAC) but £

e hes

| in the Royal

lE-Sngred

1 than on Gazelle halicopters, which

o thrge yaars, He's baan posted in

Chipmunk planas an

na's bes

fhying no

any and -r-n:u(_;h all
a6 never balt his side
5 flat at least. With such credentials, he seemead
the right person to have a ganeral yak about halicoplers,
¥ 5 and guns

The Gazelle's a small cbservation helicopler and

that ime, his trusty batlered AS00

Wl h

med a good time

has been around for 20 years o 50 now. They'ra fun 1o fiy
but are actually quile basic in thesr design, and also run
the reisk of baing sQueezed oul by technology.

Their job is 1o go out and find tha enemy, but with
the advent of plane-mounted, sideways-looking radar, thal
sort of it can be-done a lol saler by people much
further from the battiefield

I'm currently converting 10 a Lynx, which handles
ke a sports car with rotors. A Lynx holds the world air-
speed record lor hebcoplers and when you whack in the
collective [The alters the angle of the rofor
blades, Ed) ihey rocket skywards. it's all

i et Very impressive
“A general yak
— about computers, .. ...
k gﬂmes and gunsff and sitting on the er:lgi! ol a Huey with
my leet on the skids (you know, like they do in all the
MNam ims) and suddenly realised thal the door and rool
For all their power, Lynxes look juest like amy othar appeared 10 ba made oul of biscuil tins. -"qﬂ-'w'.','
vizhicle close up, wilth plain, rvetied panels, doors with
clunky locking mechanisms and rather uncomiortable BEING A CIVILIAN al Middie Wallop's a strange
seals in the back. Is hard o believe they can Nty at all expénence, éven without the prying eyes ol the MPs
5] especially after you've seen one starl up in a'blast-of Perhaps it's the mixture of Mgh-tech helicopters housed in
I o dense ody smoke WW2 hangars, with wooden huts and bomb sheltars
< The engines were designed to e Nlal” explains scattered around. Wallop was almost entirely. flattened
[ ] - Paul, "but when-Westiand installed them, they stuck them during the summar of 1940 at the height of the Battie of
@ nat a shight afghe for s5ome reason. This makes them Brilain, but looking around at the neainess of the place
3 leak ol from their man seals, and it's all ol that junk it's hard to imagine it as a war zong. Or maybe it's the
x d Al gelting burnl off thal you see when thay tup” fact that men my age casually stroll out to helicopters
w Helicopters are also surprisingly iragile things, and not when my mum Sl doasn't trust me borrowing her car
; the sort of vehicle I'd wanl 1o be in if someone was Simulators play a vital part in the initial training and
w ghooting atl ma reguilar fiying practce of pdols, and what are ssmulalors if
T | mean, Gunship 2000 | found this out while | was fulfilling a childhood not supremely expensive video games?
w might be fun, but it's not a
a patch on this kind of thing.
= 51,280 |
i Canman ITAT |
T
W WPl Well, we had to get round to it |
Z BYNH ot some point, didn't we? To
E Pl ustity all this glorification of
“I. weapons of war in an Amiga
4 (_rj games mag, here's all the
o helicopter games we could
- e think of. We were going to
< make thig a bit bigger, but we
E thought you'd probably prefer DESERT STRIME (LA, APTS, 92%) APOCALYPSE (Virgin, AP17, BO%) LEEWOLF (Binary Asylum, AP&S, 907 ) |
1o look at huge photos of the Absorbing stupid amount of damage and An Apache again, this time dispensing A stunning blend of Desert Strike and '
"‘1: real thing. So there. carrying passengers isn't realistic, but 1o death and napalm in a souped up version  Virug, the movement and control of the
O what? Its still a top shooty game. of the ancient arcade game Choplifier.  halicopter’s pretly damed realistic.



The Roaivalk's South
Africa’s answer 1o the
American's well known
Apache gunship.

3

Although thara're planty of things
you can practise in Ihe air, some
procedures are jus! loo dangerous 1o
try with a real helicopter. Engine
firgs, rear rotor failures, gear box
trouble - all these emergencies are
Aentialty le-threatening, bul al the same ma are
exactly what we need to prepare for. By bunging us in a
Smuator we can work oul how 10 survive withoul trashing
NUMEnous choppers
The graphics an the ssmulators are boilkant, but 1o
Cut down the number of visible polygens and reduce
processing bme, the one here al Wallop runs only in-aight
Bme conditions. They can punch up all kinds of weather

The only true flight sim of the bunch,
letting you contour fiy your way to targets
and get thot down over them. Tricky.
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 GUNSHIP 1000 (Microprose, APTE, B5%) SLIK AND DESTROY (AP3E, T9%)

Merely doMing its cap to realism, S50 uses
a chopper as the vehicle to a frantic multi-
directionally scrolling blaster. Good fun.

conditions and overlay them on vargus maps, We can
practise landing in rasiricted areas at night as easily as
we can praclise flying at 6,000 feel
“The flight model of the system's accurate oo and
combined with the hydraulic ramgs thal throw the
simulator around, provide the same leel and handimg
as a real halicopter. To the point that you ‘can fesl
Ihe diference batween a simulated heavy and
light passenger load. Even with all this money
and technology though, they still haven got
the ground lexture right
“For fived wing simulalors this isn'l a problem, as

planes just whoosh across the surface. When you'ra
howvering a helicopter though, you need surface rel
points such as hedges and trees to make sune that you're
not drifting backwards or to @ither side, and when you're
landing you néad to sea the lexiure of the grass or
1 how close to the ground you are. This is
atall thal's missing, 50 landings and low-leve
fiying are a bit tncky
y, the British army doesn'l have &
¥, although thera's plenty of talk about
| they might be gelting
“A Lynx can carry four TOW (Tube launched,
Optically tracked, Wire guided. - Ed) missiles, bul they
weren't built 1o, take the fearsome-strain of firng these
things and each aifmma’s limsted 1o firng 250 missiles
Mot really the stuff of boyhood dreams then, are they?
They're greal planes, but TOW missiles have the
probéem.that you have tol stay visibde, and thanabore
vuinerable; Gunng the entire flight of each missile. Whan
the AAC get gunships, they'ra probably gosng 10 be aither
AH-54 Apachas or CEH-2 Rocivalks
“Tha Rootvalk's South. Alrican and apart from sparse

the Kind of

avioncs, it's a greal machine capable of carmying huge
amounts of weaponry whilé staying agile

The efectronics on the Apache are a lot better, but
al a price. The Apache Longbow's got a millimeltric radar
system mounted over the rofors which can measure the
e witih and wheel spacing of a vahi and make a
good guess at what it is. Based on these predictions, it
can-gecsde which is the biggest threal and prioritise
largeis in order of firepower, and then you can take them
out cne after anolhar just by allecating a Hellfire missile
o each one from & lgw Kilometnes away.

NOW THIS WAS more sk it. Heads-up deplays, night-
vision goggles and fire-and-forget messiles, truly this was
thi stuff of videg games, i of modern legends. |
asked him how close he thought the him and wideo game

“Some procedures
are just foo
dangerous to tfry
with a real
helicopter”

view of gunships was to the real thing

Well, do you remember that Roy Scheider film Blue
Thunder from a few years back? The ending was all
basad around how no hehcopter apart from Blua Thundar
could loop the loop, which is nonsense as loads of
choppers can loop. Also there was a bl whare two
helicoplers had a dogfight, a theme that was taken up in
Nings Of The Apache. This sort of thing's mis! pading, as
helicoplers are just no good at thal. There have been jusl
a lew cases of choppors taking down planes, whareas
planes shoot choppers down all the time

The Apacha and all-other r_;ur'u-.ll PS are ground
attack arcrall, designed to chewup armoured vehicles
and comoys, and the bes! wiy 16 protect them trom
air atlack is lo slap some Swdewinder missiles on
them. There's alsg the name
Apaches don't have wings
Apart from thal, it was
quite a fun film
just not a

Wd vOiRY
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particularly realistic one,
“Games on/the other hand have the role of the craht
right. and also their weapon loads and, in some cases,
their handling too. Helicopters really shouldn't fly, and it's
only the gonstani action of several opposing lorces that
keep them in'lhe air.

“The main roldr disk; supplies both i and maotion,
but as soon as you till for extra mation, the kit force
raduces. which is an efect used In both Zeewoif and
Gunship 2000, It the tail rofor's-damaged in Gunship
2000, you start ta spin round, bt in all he games these
eflects-are toned down. There’s simply not enough
Ipadback from them o simulate helicopter flight
accuralely. Tha main inaccuracy is the amount of damage
helicopters-take in games.”

| was way shead of him on this and | explainad my
bescuit tin theory hatched aarbier in the day. Scarily, it

“Planes shoot
choppers down all
the time”

turned out 1o be Mofe of eSS tue. “Aircrew Seats an
armoured, but air frames are then-and ‘provide little or no
protection against aven small arms firg. A lucky round in
the main geartox could bring a hehicopter down. A misssle
almost certainky will. When you're looking al a urbine
speed of 43,700 rpm and rotor speed of 430 rpm, it
doesn't take muchlo unbalance a chopper enough to
make it rip. 15 own guis-oot”

SITTING AT THE EDGE of an airfield, chatting about
laser-guided woapons, rates of climb\and othar boy's
stufl, it suddenly occumred tome Inal we'd Deen talking
about accuracy, range and fargets rather than actually
hlling people

Maybe that's why evaryone's impressed by gunships
= tha fact that they even fly at all Is so impressive that you
never stop 1o think what they're for.

Each Lynx can carry
eight-wire quided

§ Photon missiles
capable of bl ing a
tank from dkm away.

=~
RS

A thermally-enhanced image of a tank’s so divorced from
reality that it makes no difference whether it's a video
game or the real thing, a Iraining mission or a combat
situation - the fact that thera'ra people inside nevar
emers your head

That's why we were allowed to view death from afar
during the Gull War, and that's why Nicolas Cage and
Sean Young had a fair fight against anather gunship
rather ihan using their Apache o hose down fleeing Iragl
troops at the Mutlah Gap. Hollywood doesn'l ke giving
heroes uniair advantages.

It's & question of distance. Screaming down a road
on a molorbike, you'ra fully aware that i you mess up,
you'll die. However, on the same road at the same spee
you'll feel invulnerable in a car, even thowgh a crash
would still kill you.

Imagine how disassocialed you must feel at 200
Teel, with enough chain guns, rocket-launchers, 40mm
grenades and missiles to wipe oul anyone who even
looks at you wrong. And their families.

It you can't be bothered imagining, play a helicopler
game, See what it's like 10 be a vengeful Oid Testament
god striking down pathetic figures from afar. Play the role
of an invulnerable warnor surrounded by outragaous
technology and firepower,

Gunships are cool. They're armoured flying Ferraris
for litte boys who never grew up. And that's that

THANK YOU!
THANK YOU!

We now owe elernal gratitude fo
these fine people. Thanks to:
Poter Russell at the Military Phot
Library for all the big pictures.
Patricla Wilson at Atlas Aviation
South Africa for all the Roolvalk
David Lewis at Medusa for the W
Of The Apache photos.

The School Of Army Aviation, Mic
Wallop for letting me poke aroun
suspiciously.

And, of course, The Military Palic

not arresting ma.




The mighty beings of AMIGA POWER
gazed down at the smoking corpse of
Alien Breed 2: Tower Assault. The .
building was empty apart frum_thelr
all-powerful selves. It was obvious
that the murderer stood among them.
/ Or was it? Or WAS it? OR WAS IT?
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% 22,500
Carmon 451

S1,258

Carmon 287

The short-range scanner.
(Red dots indicate baddies. )

Some grass.

Your helicopler.

Camera showing what the quns
are locked on 1o (in this case,
the tank).

How much money you've gol
(or, &r, hawven't), and the
currently-selected weapon.

Shields.

An explosion.
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Missiom 180 — Sku Scrapper

in enemy airstrip has been discowvered.
Stop Ethe ememvy aaining air superioribty
bu destrowing all Eheir air units,

You get a briefing
like this at the start
of each mission.

kill anything, and you'll frequently get shot down as you circ
1o finish them off.

Next up, and generally the best all round, are rockets. Two are sufficient to
destroy most targets, and you can come swooping in, fire them off and be
gone again within moments. They're prefty tricky to aim, though.

Finally there are AAMs (air-to-air missiles). As their name suggests, they're best
for shooting down fast-moving planes, but they 1l happily lock onto ground targets
as well. They're difficult to come by, though, and not much mare ‘explosive’ than
the far-more-plentiful rockets. And you can only cary a few at a time

H3ImOd YOINY

If you start running low on amma,
head for a friendly ship to pick up
SOme more,

This screen then comes up, where
you can pick out what you're after.

Sumrart Tk ew
Fusl saveisd: @884
- -

..-FH
P

Furll

¥66L H3Aaw3aosaa

F g

PESE im sEeek
Free af sharss

o

There are Buffalos, too = mobile re-
arming vehicles that're frequently
placed in awkward spots

i —
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Previous total

Humanitarian borus

Hew total

Earmninas this mission

hrused weapoms bornus

Extra lives awarded: 1

» 208

. 2508
- 808

» 888

B AR R W
[ ]
z

hours on a ‘destroy all the patrol boats'
mission flying round and round fhe sea

live tank from a group of dead ones.
Hrumph.

ROOIVALK

All the same, Jeewolf is an enormously
absorbing game that sirikes a perfect
balance betwaen fast, helicopter-
orientaled action and slower, more

nicely. From tiny POWSs to hulking great
frigates, they all look neat and tidy. And

then you've gol some excellent explosions
- enemy planes, in particular, go down in

ZEEWOILF CHECKUST

S0 just how does Zeewolf measure up?

Can blow up your own alrcraft
camer? No.*

"Although you can destroy the radar
BCAnner on 1op,

“You're

E

e L

Coarmon T:::;:-..E
398 a0
e

’ z 4888

Seek amd Destrow

Firmnd and eliminate
enemy AN sites.

You can bring up this

map screen, while the L
action continues in the i
corner. Clever, huh? F"‘*'?'

Enocked owkt !
Mantic AAA |

spectacular style. Watch hovering
oul, too, for garage
doors thal open to allow sense. Be
tanks to drive out, bullets wary ol the
splashing into the waler, mouse oplion,
and the shadows beneath though - Binary
anything that fiies. And, except Asylum claim it
when there's absolutely loads happening, ultimately gives you more.
the screen updates utterly smoothly. (Ona  control if you practise with it, but it
1200, this is. Our increasingly just seemed completely bonkers
beleaguered 5/600-owning readers will and unceniroliable to me.
find it's all a bit jerky, though still just And the password option's a
about playabie). bit of a bodge. You gel & password
And it all comes on one disk, which  every fourth level up to mission 25,
is nice, something you can put down 1o but as a level can take up to 20
the palygon graphics and absence ol minutes lo complete, there's still quite a bt modern warfare.
badiy-drawn graphical menu screens. ol slogging through the same old But | couldn't honestly recommend it
There's no disk-accessing once the misssions 1o get to the one you're stuck to A500 owners as asl
game's starled, and it all seems slick and  on. It does give you a chance 1o accrue can 1o people with A1200s. On a 1200,
well-organised (apart from you having to handy extra lives though. overflying a frigate is a truly fulfiling
usa the cursor keys rather than the Zoawol! is fresh and ditferent, and perience; on a 500 it causes the screen
joystick to select things from menus). The familiar. It's explosive, to shudder horribly. That's progress, or
controls take a bit of getting used 10, but violent, but also coolly detached, just like something like that.

Rescuing a hostage. Pah.

® JONATHAN DAVIES

THE BOTTOM LINE

Asoo mtu;“mb
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Runs on: A500,
AB00, A1200
Publisher: Virgin
Author: Sensible
Price: £30
Release: November

“Bonily game
insulf fo war

OST AN SERVICE

Yes, it's true! Thanks te my close personal
ties with Sensible, you too can “ba" Cam.

JONNY -~

CAM

ACE

Bt

A bit of a tricky tricksier this one. You've got to
stand on the pads at the lar side 10 end the level.

) g L

. llike this ene. At the dead centre
of a targel you've got to blane
away from second one.

id. To which
Head on, dear punla

HENNN-HUT

viewpo
I'm basing this r

(11

5 | don't know if it's a bug, but eccasionally
' you can ramp cars onlo roeofops. Cool.




CANNON FODDER 2 GAME REVIEWS

P R At < AT 3 ®
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Interiunately, even thoush you've gol this battering ram, $o what do you do? Do you hope they hit cach . »
rod haven't enouwgh bombs 1o take out all the turrets, other? Or just run lor the pads and pray? Tricky. = kS

i

And al 1 f v'd included a M
s been rem ] ime around

Thara's a n

I's & funky d
neato horn saction stabs
nol quite as listenable-to as the onigin
CF tune. (Jon Hare? | only liked him |

game that 1

NEw W
=
O r % - » i =7
> ALY i £ 1 t3= - -
o £0 A .e
ol Ve X - ? ™ T
e s S SR o - e » o
w The level starts with a dash for your chariot . - . . Ry =
\ Yodin 9ot sbout 5 sotend befors Inaecs Getling wheels is just a start. You hit the first 3 s
U ik o bend with twe rams hat on your back axle. »” ~ L m
— of - d
= SENSER H ! reees
o :mnl:ﬂ:, the first lap, it looks ||I|.-t you've ‘" werld lével - Bleurrgh. o
" aten them, but hang on, where did that... 5.‘mg"'; some brill levels like m
o , spoiled by nall purplencss. 0
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oc e*oe =
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o, e i P 3 3
O Yol e
> - AGAIN --
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7 . ALY s
O +-other ram come lrom? There's a splintering

Tol wood bumpers and ther've 3ot you. Bah, L
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CASTLE PANTS

Destruction ol men,
machines and property is the
main core of the Cannon
Fodder ethos, and much
time and effort has gone
inte making it look nice. So,
for your entenainment,
here's the fiery destruction
ol & rather pretty litthe castle
that's named in line with this

month's running gay.

> IV S

" A small, bleeding man hanging
ingxplicably from a tree. Yestarday.

e ALl 2 L0 2
Is the only feeble atiempt 1o - e e S

explain the CFf storyline

1994
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 may look like a witch in a bubble, but
dont be fooled. It's a chopper.

After only a few miszions, you get inte
this sort of slavghterfes. Hooray.

AMIGA POWER
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hordes of

blokes in
sordid

warzones”

ginal. But

LASER FODDER, ivaent of 8 Joh v nowie ® CAM WINSTANLEY
MORE LIKE ' guys in Chicago s00ms 008, bul UPPERS All the same

gameplay as Cannon

Fodder. The Beirut,
Mediaeval and Chicago levels look
and play wondertully. The level
design is consistently better than
the original. It's harder too.

DOWNERS Nothing
new has been added. The
alien levels look terrible
and, for me at least, spoil the
hardcore combat feel of the game.

THE BOTTOM LINE
I'm in the enviable position of being
able to play it without paying for t,
and | love it. Even with the offensive
alien levels it's a fearsomely cool
piece of entertainment. But - and it's
a significant but - being a Cannon
Fodder fan slavering for

ROLL OF HONOUR

The compadition 1G.design a level of Cannon Fodder 2 was far and away the
most popilar we'd ever run. For every day up to the closing date we
received & 8lab of éntries, and amused ourselves by thinking up terrible
punishments for the useless, cretinous morons who posted thelr shabby

HaIMmOd YDOIWNY

bits of graph paparto ‘The Editor, or perhaps ‘Do The Write Thing' instead new challenges and -
of the compo address. Following a truly herolc effort on the parl of Sensible having 1o fork out 30 quid e
actually t0 sit down and examine every map, a list of winners emerged. A complaie damnation taifhe purple to feed your addiction's =
Some of them failed to maintain a consistent level of entertiinment, so their bound to sting a bit. -

# ' nastingss of the alien worids.
better ideas were cannibalised into other missions, but every victor will be p ’ ’ p
receiving all manner of Sensibla/Virgin loot. More impertantly, of course,
they've been immortalised as soldiers in the game. And here in the mighty
pages of AMIGA POWER as well. Natch.

We'll be going into more detail next month, but a quick list of the
winners is as follows: lan Gray, Tracey Stanton, Bill Burton, Adrian Priddis,
Daniel Bolger, Adam Booth, Cpl Chris Cameron-Witton, Max Harvey, Peter
Mitchell, Tadgh Smith, Edward Tillotson-Sills, Mark Wickson. Well danie.

THE BOTTOM LINE
A1200 St fast, stil turious,

still the same horrible
purple alien levels and

unconvincing spaceship settings. @

4 |

e 4

ve6l HI N EEREL]
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Only prime fillet cod and the best in naval-based strateqy
wargames are good enough for the Captain’s table...

Game: Voyages of
Discovery

Runs on: A1200, A500
(1 meg)

Publisher: Kompart
Author: Software 2000
Price: TBA

Release: Oul now

number of people are excused
from this review. If you haven't
gol one meg you may leave
now. If you haven't even
got an Amiga and you're just, say,
reading this in the waiting room
al the dentist's then, er, I'd
gpend your time worrying maore
about how your mouth is going
to feal in half an hour than
dwelling on whather or not the
Amiga really needs another naval-
based siralegy wargame if | wara
you. And il you're absolutely sure i
doesn't (need another naval-based
stralegy wargame, thal is) then please
maki your way qusatly 1o the exit,

IN FOURTEEN
HUNDRED AND
NINETY-TWO

The idea of Voyages of Discovery is
simple - take over the world. In lumns, Like
in & wargame. But one thing you
wouldn't normally expact to find
in your everyday 'WG' are
soma haltway decent
graphics. Thesa come in
the farm of Superhly-
drawn atmospheric stills
{sometimes with a bit of
animation). Your home
port, which consists of a B

“Revolution
{a draw) or
_your king”

numbaer of thesa, is
the first place you'll
need 10 visil to ool up
belore heading overseas.
You'll be needing a crew (lrom the pub,
ingvitably), and some equipment (water,
food, reasures, and a cannon or two), and
ought lo transber some monay from your
office aboard, all via menus and mouse-
button-clicking.

From your port you set sail a
hexagon at a ime (movement points
depending on how much cargo you're

holding) in search of land. Find a
colonial village and you can eithar
invade, or negotiate with tha
village leader to move your

troops in. Your setthars will
then magically start to
rmultiply, build up thedr village
and, il you open up a ming or
a plantation, set about
producing some sort of
export. You can then sail off

Sy

“Fir

il Deuk el

=T

“he “radar has 25t

Aaarghh. s lean-

Paul-Gaultier. o

again, gal some mare people from back
home, find another village and set thal up
toa. The rest of tha game is spent much in
the same way — saarching for new
villages, nurturing your existing ones,
trading éxports and expanding your fleet,
the game ending aither when your last
ship has been impounded becausa of
debls (you lose), you survive until the
beginning of the French Revolution (a
draw) or your king and church are
comanced you have done greal deeds for
your country (you win).

COLUMBUS SAILED
THE OCEAN BLUE

But for potential naval-based strategy
wargame buyers, this idea thal you simply
koep on going until you win, lose or draw
with no short-lerm goals could be a bit of
a worry. As your settlements and fleet
INCrease in numbars, So lurns take longer
and longer as you have more and more

You can understand them

wanting to find new colonies. |
MR [ ST, .

icons to more around. But there's nol
actually much new 1o try oul. You can add
on ports, churches and forts, but that's nof
really very excciting. Getting attacked is
pretty boring (you just fire in lums wntil &
winner is decided. Yawn), and although
you are playing against up to ancther
three players (you must play against at
least one computer player), thare is Ete
sense of any real direct competition. If
only you could do more with your villages
= litthe Populous people running around
with Mega-fo-Mania type factories
imventing things would have been good, of
maybe turning the building aspact into a
kind of mini-Sim City. But any game in
which you've explored more or lass
everything you can do in two hours,
knowing all you then have lo do is io keep
it up, isn't going to score that highly. Such,
I'm afraid, is hfie.
® RICH PELLEY

“~, UPPERS Excellent
presentation, extremely easy
e to start playing, and a real
feeling that you are getting
somewhere for the first few hours.

“, DOWMNERS And
(v) suddenly, all the fun wears
“— off. The icons are
particularly drab, and playing with a
time limit instead of turns may have
been a better idea. Oh, AND IT

DOESN'T FLIPPING WELL
RECOGNISE A SECOND DISK
DRIVE. Ten percent off.

THE BOTTOM LINE
It sailing around a big map trading
things sounds like your idea of a
good night in, then

don’t let me stop you.

But you really should try

to get out more.

ICERR KN

THE BOTTOM LINE

There's no. There's no,
na, no. There's no, no,

no. There's no. There's no
difference. (Techno, techno, techno,
techno.)




Game: Aladdin
Runs on: A1200
Publisher: Virgin
Author: John Twiddy
Price: £30
Release: Out now

erhaps i's a sign of the times
that, jus! as American foolbal

intervals for commercial breaks

1994

AMIGA POWER DECEMBER

was designed in the 19605 with

All right, so it’s Aladdin. That’s all very well. But where is
Widow Twankey? Somebody’s lost the thread somewhere.

1o be inserted on the lelevision, film
scripls are now being penned with
Compuler game conversions in mand, Why
after all, would tha big Hollywood studios
have risked making the same Amold
Schwarzenagger film ten times in a row all
through the 1980s - the one where he
walks around shooting people for an hour
and a half = if it wasn't to tacilitale tha
production of ten identical walking-around-
shooting-paopla games? Why, halttway

G|

Skl

(tha film) opan with Aladdin (the lovable
rogue) jumping from rocflop to rooftop
swinging on flagpoles, sliding down ropes
bouncing on peaople's heads and collecting
apples, while being pursued by dozens of
identical-looking men with swords?

I's therefore impossible to blame

through Jurassic Park, did the action
suddenly swilch from the jungle to the
Inside of a building, H not 1o alow Ocean's
programmers 1o join in with the current
vogue for Wolfanstain-style 30 shool-'am
ups? Why were the executives behind
Speed prepared 1o risk everything on a
film set entirely on a runaway bus, unless
they were perhaps thinking of the driving
game which is surely 1o follow?
And why. do you think, does Aladdin

Hmm. You don't think the
Arabs are sterotyped, do you?




Reach out! Reach out! Aladdin? O, in
fact, Clitfhanger with Sylvester Stallone.

Virgin for furning

I Alagdin into a platiorm
game. Especially whan
hey've mace such a
splendid job of it

Mow, thera've already baan two

Aladdin video games - one released on
the SNES at the beginning of this year,
and one that came out on the Mega Drive
more recently. They're both platiorm
gamas, theyre Doh beautifully presanted,

with cartoon-quality

ammation and nicg

touches like writing

“Run
straight at
baddies
waving”

everything in the same typeface as the
film’s credits, and they both look uncannily
samilar. But in terms of gameplay they're
vary diffierent. Capcom's SNES game, in
keaping with Nintenda’s since-abandonad
no-viclence policy, has you jumping on
baddies’ heads 10 ‘make them disappaar
while Virgin's Mega Drive version gives
you a proper sword 1o hack people up
with. The SNES game was perhaps a little
more graphically imventive, with a great bit
whara you fall down a hola in the oor of a
dingy cave and, alter a kong drop, land on
a top ol a huge pile of gold, some really
good bits with the genie and Abu the
mankey in; and lots of graphical interludes
1o explain the plot. The Mega Drive cne
on the other hand, is more satisfying to
play, with it ordfighting action, steadily-
increasing difficulty level, ternplingly-
placed bonuses and lack of a
crap flying carpe! saction. It's
also takes longer to play
throwgh and 1snT over-aasy-
fied by a password facility.
So guess which
one Virgin have chosen to
base the Amiga version on
Capcom's attractive SNES
game? Or Virgin's solidly-
playable Maga Drve ona?

OH YES HE IS

Oh. No. Hang on. It's a bit obvious, isn't
it? They've converied their own Mega
Drive game. (Otharwisa they'd have had lo
pay loads of money o Capcom, and
‘_"IIUI_'Q‘I Up W Ih an mlanor !],I.I'I'll,‘_ .j!"p\'.ﬂr'
which would have been plain
silly.) And John Twiddy, the
programmer, has made an
l4|':n’.‘:'|:::l|'g' -:;lx:-rl
l job of i,

Special bonus games pop up at
below. You've got to stop the sy fiash past in the middle,
hoping to get an extra life rather than &, You get one go for each
gem you've collected, and you can also 'Win more gems for extra
goes. (Sorry, this is a bil tedious, lsn'l it7)

And! Some levels have Abu bonus games at the end (as illusirated.
confusingly, above), which you can play if you've managed to collect

each level, like the one

the picture of Abu.
They involve our
simian chum hopping
about collecting things
and avoiding rocks and
siufl. They seem rather
tricky, and we haven't
got 1o the end of one
yet, but you seem to
get an extra life or
something. And that's
gnough of that

BONUS GAMES

tha resulls baing virlually indistinguishable
trom the oniginal
The Mega Drive game was designed
by Dave Perry, who did Cool Spot. And
there are plenty of similantes bewaan tha
wo games, aspacially in the design of the
levets, which keep hwisting back on
themsehses and placing bonuses in hard-
to-reach places
Thara's a screen al the beginning
with all the power-ups and things
on it, with armows posnting 1o
them saying which one does what
But in gamesplay terms Aladdin is
siroels ahead of Cool Spol (which |
must say | didn't like nearly as much
as Stuart Campbell did - he gave it
85% in AP34)
The
swordlighting is
excellent. i

N

you run strasght at baddies Widving your
sword about, you'll kill them but almos!
carainly lose somae anargy. Il you adge up
1o them caredully, though, you can stay
just out of range of their swords and kil
them safely. You've also got the option of
standeng just oul of range and pelting
tham with apples, although this isn'l so

Here's & picture of Aladdin being
lifted dp on a magic rope.
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uﬁ ilevel
much fun and you'll probably want to save

the apples bl later on when you have io ah u b O nu S

start hitting things that're out of range of
your sword

And there’s much more to it than I' E U e l ¥ -
Jumping across platiorms and shinning up S El U 'E P r t-n C GS-S

and down ropes. There are sprngy

ropes that camy you upwards, T

washing inés thal you can d ‘*"
shge down, and platiorms
that shoot up on jets of

waler, Each level has .Go 'Ml

new tasks for you 1o

complete, like smashing | M o.h"
slatues 1o revea |

platiorms, or collecting 'Illl"
flutes 1o release magic

ropes. Thare are bosses

too, which there weren’t in Cool

Spot, and they're tough enough to

10D you in your tracks without spoiling
everything by being foo hard. It's varied all
the way through, while nol deviating 100
dangerously from the plaform-hopping it
encels al

OH NO H E |SN ’T As those familar with the consola versions

W jasmine.,

Blimey. This is & bit big, considering
it's just a picture from the intro.

reason we periodically have 1o

Graphically, Aladdin's superb - the best | may have suspected, Aladdin is A Bit pension off AMIGA POWER
think I've Seen on the Amiga. The Easy. Even with no passwords, and with leam members when they
animation of Aladdin is slick and fluid conlinues that you have to buy from shops  otherwise seem 10 have
\hi's probably lraced directly from as you go, and the oplion of selting it years lelt in them.) Even so
Disney's original animation cels or 1o Difficult, you'll romp through huge i's a game |'d happily play
something), and the same goes for swathes of it on your first go, and through a fiew more times 1o

all the othar characters. Look oul
lor the camels who spit out

gobble up another couple of levels on  ferrel out all the secret bonusy
each subsequent turn, and i bits, unlike the SNES version which

apphas whon you jump on won't ba untll much later, on IS vary much a watch-tha-and-
their backs, or the the fiery escape-from-the- sequence-and-toss-it-aside attair
baddies whosa trousars cave leveld, that the first drops If Disney really did make

lall down to reveal
spotty underpants, or

ol sweal will bagin o Aladdin with a gama in mind
collect in your eyebrows. |which, okay, is unlikely,

the bloke whao runs W must assuma that it's but we love a good
across burning coals been designed for the consoleé  conspiracy theory hera
going "Ooh! Ow! Dohl” just market under tha all-1oo- al AMIGA POWER)
like in the film, It is - yes commaon delusion that Virgin have risen 1o the

Just like watching a because they're genarally challenge admirably. The game's just
cartoon. And it's got the younger than us, Mega Drive as nice 10 look al as the film, just as
sound effects to match owners aren't as good at laugh-packed, and just as enfertaining
{that baddy really does playing games. (In fact, of Let's hope they cope as well with the
quite literally go "Ooh course gameplaying ability rather loughar task of turning The Lion UPPERS
Owl Doh!') along with is inversely proportional o King into something presentable @ Graphically in,
wonderfu age, which is tha @& JONATHAN DAVIES er, a whole new

world compared to most

Amiga platform games. Great
sound and music. Amusing
animation. All the spirit of the film.
Plenty of variety without
degeneraling into a collection of
sub-games. Thoughtfully designed
throughout. Recognises a two-
button controlier.

renditions of all -
the songs from the
film, right down to a version
of A Whole New World at the
baginning, which starts off on
the peamo and then all the
singers come in halfway
throwgh in what will surely
become one ol history's
Great Gaming Moments,

| really ke Alagdin (it
@ven spares you Up-to-jump
it you've got a two-bution
owstick), and it's with some
regret that | must mantion is
ona drawback, In fact, | was
lempted to keep it quiel in
thie hope that no-one would

notice, but it's actuallly

an obvious one /
[ ]
)

DOWNERS Occasional
leaps of faith, particularly in
the escape-from-the-cave

level. “Loading Please Wait™
messages throughout. But the
biggie is that it won't lake terribly
long to finish.

THE BOTTOM LINE
Takes a couple of much-abused
genres - the film licence and the
platform game - and really shows
what can be done with

them. Don't expect it to

put up too much of a

fight, though.

ILERREE



PREMIER MANAGER 3

First there was the guns on: A1200

Publisher: Gremlin

Price: £26 and Wimbledon,

Release: Out now team all the way?
— cynically swilch c

~ “Ascendency

@
is entirely . e ~
Fl your own — L3 RS
8 A - & - -
domain” . “ - ; »

5 omlm
Top lootball moments are called
oul in little action bones.

! u want and stay .
in theyConfarence league, Tln g’ t
" €

! -I!N 13|y uojjiey,

9 F ..

choice ks yours,

Assuming that you choosElio e
for the top, the method of your ¥ 4 ;‘5.# i

Every player can be
given individual ™
instructions. The first
and most obvious is a
positional one. The |
pitch is divided into 12 |
squares and you can I||
define where each player |
will be when the ball is in
any particular square. Or
at least, the position

they'll try to reach to the

Feeling a tiny bit more cautious? The 4-8-1 is 4-%-4. You'd have to be mad or Graham
the all-rounder’s choice. Solid defence, but Taylor to choose this style. Can be useful in a
|| the r.hr. I a k: 6o cup maitch against much better apponents il
] i M £ you gat A our detenders 1o “hoof :Iw ball.

best of thelr ability. - low or high).

Anything too clever early With all these options you

on in your team's career will can have an incredible level of

only leave you with players control over your team. The

out ol position. downside to all this is that it can
You also control each take a long time to set up your

player’s passing, running and perfect squad. Equally, any
shooting using a percentage substitution you make can

lll-n““ h”"'-

system. For example, you invoive long periods of positional !i,-,a

might want a competent tweaking as you integrate the

passer to pass 80% of the sub into the team, perhaps even 3.:,;"_';
-

time he has the ball, running changing your basic tactics.
with it only 20% of the time. In Which look like this.

4-5-1. Pack oU

\jﬁiﬂ"' ::':i"r:-u.-—h“

addition, you can set : r
the distance from T — - : - o
which a player will take | 5-3-2. Strangely enough this seems to be the 3-4-3. Oo-er, bit continental this ene. Try 3.5-2. This ks a bit of an imprevement over 31, I8
a shol (short, medium choice of mosl Conlerence teams in PME. i out and watch your team leak goals 4:3 and iy another popular choice among £
ar lang), the kind of Solid defence and the chance of the odd (unless you've got the best three defenders PR — o
pass the player will ;o-li mld seem lo h the reazon. in your league, that is). = h m
attempt to make (clear, oy Fi1E R bl 1T T .l BRiig 1t e 3

long, medium or : 3 £ =
short), the area of the %

pitch they will aim for
(any, left, right or
centre) and the height
of the pass (normal,

rEG6 L

PUSH UP FROM THE BACK LADS!
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How's this for a prophecy? Forest to
buy Butragueno and win the FA Cup

BO00KED 0]
SEHT OFF O

Sadiy you end up waiching the maich

like this, with the players turned off,
10 that you donat sulfer eye strain.

d
-
A

<@ » I

can decide. And decide you must.

PM3 s a foolball management fan's
lootball management game. It has all the
classic elements you can think of; lots of
stats, in-depth maitch reports, youth
team management, sponsorshipas
deals, director’s cash hand-
outs, tactical decision- 08
making and lots mane
stats. It plays the same
way as a hundred games
thal have gone before it
{mast notably of course,

Premier Manager 3 "stars’
the volce of TV's Famous
John Motson. ‘Motto', as
both friends and fans know
him, is the BBC's ‘voice of
feolball’ and has
commentated on every
important match in the last
ten years. Except! This

year in the USA he was
inexplicably dropped for
the World Cup Final,
leaving many to speculate
that his golden-larynxed
period was over. But! He has
now bounced back with this
incredible set of poorly-

“Great header, great goal”
what a great goal” or

kwrlius Is unbellevable.

JOKED
SEHT OFF 0O

2-0. I'l cower any bets

an wear you down. As 500N as it
; and you decide you can’t be
anging your winning
again, you're dona for and
sliding back down the table.

The old phone from PMT is still
F there. Unfortunalely they've

changed the cheat number:
Lﬁ "
and bw

sounce 0 cass
cop-out (Bamn your ey
Qut Ed) bust in this cas

“Done for
and sliding

compating for only one place at the lop of
the table for promotion, This means that

right at the beginning of 1
caneer, you have 1o have S
before you're promoled. means that

the game is mos! difficull whan you'ra new
to it. The way it gets easier as you go
glong isn't quite fair: it's not because you
improve but because there are just more
opportunities to make money once you're
out of the Conferenca. Tha game
shouldn't be this hard. The manual makes

its own right.
are a few rather niggiys
problems that stop it from
being a clear 90 percenter. !
First, it's a bit too hard. Starting you
the Conlerence means that you are

the unforgivable error of suggesting that
you save the game belore major matches
0 that you can reassess your lactics if
Jou lose. They mean for you to play
figs again and again until you
cheat, to be more precise.

Y OLD STEVE
Secondly, you have no opportunity 10 view
the oppasition belore you gel on the pich
with them, except for a fairly useless
display telling you the relative strengths of
thair goalie, defence, midfield and attack.

or “Oh .
“He's buried
ithat one”. The man's spontaneous

Fair enough, in real lile teams are often
coming oul with surpnsing lormations o
Iry 1o outfox an opponant, but in PM3 you
have no idea of the style they might =~
normally use. NOE do you know the
relative abilities of individuals in the
opposition team, which players are tall
and good headers lor example, which
makes the man-io-man marking option
almost useless.

Finally the tactical oplions (see box)
are over-siressed. The manual again
suggests thal you change lormation every
match 1o Iry to counter opponents’
strengths and weaknesses, bul constantly

recorded samples that highlight the
action in what will surely be one of
the big Christmas sellers on the
Amiga. His career
Is safe. Here, for
your enjoyment,
are just some of
the classic
{(“Fatuous”, surely?
- Ed) oneliners we
are treated to in
Premier Manager 3.

Once you've seen Sensible
| World Of Soccer the problem
| with PM3s tactics becomes

more obvious. While SWOS
N| actually has more options
| tactically and i's no easier to

el up your own formations,
it doas have one spaclacular
advantage. SWOS doesn't
require you 1o change

succesful tactics every game.

You can never relax your

conceniration with PM3,

which is ging to annoy
anyong who hasn't the time
or tanalical inclination o play
it refigiousty.

PM3 s the most comprehensive
fociball managament simulation on the
Amiga. On thesother hand, while the
Championship Manager range has fewer
lactical options it does, in its tavour, have
a more usable inlerface and a better “leel’

PM3 is a greal game that's fun to play. but
thara's still sadly nothing very original
about it.

® STEVE FARAGHER

THE BOTTOM LINE
4. We haven't seen the
Aiﬂu AS00 version yet (the
S times they are a-
changing) but we reckon it'll be just
the same,
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Or, more precisely,

Game: Theme Park ;
Runs on: A500, AGDO o
Publisher: Electronic a
Arts
Author: Bullfrog ®
Price: £35 O
Release: Out now 2
=

ew readers lo AMIGA
POWER will no doubt be  Jm
balfled to find a humble
single page near the back
of the reviews section devoled 1o
such a glamorous and much-awaited
gama as Thema Park. Well, dear
readers (and you are dear 1o us, we
love each and every one of you. Sort
of} it's because we raved about the
A1200 version back in AP42, and very
nice it was o0, It got 91% and everything,
and we promisad 1o tell you about the
AS00 version the moment wa got it in
Hence this page.

SPACE THEME

Standard Amiga ownars who weare
dazzied by the wondrousness of the
A1200 gama and then sickenad to the

omafeim'ey g
LY

b

cora by bilious jealousy of all A1200
owners will be glad 1o know that the AS00
version remains as fun 1o play and fine lo
look at as its posher big brother. Yeah,
okay, cornars have been cut and bits
taken out, bul unkass you've actually
played the A1200 version a lot, you're
going lo have a hard time finding fault with
this one.

Remembar the flashy rendered intro
to the A1200
varsion? Of
course you
don't, because
wa didn't use
any pictures of it
in the review or
take up any
space talking
about it. With a
game as
complex and
involved as
Thema Park,
why should we
have wasted

is it only five-twelfths as good? Eh? Eh?

about an intro that's very nice and all, but
that you're only going to watch a few timas
belore haading straight for the gama?
Anyway, it's not in this varsion, and it's no
great loss. Although it was good.
Especially the bits with the dog in

PARK, MORE LIKE

The A1200 version had a lullingly hypnotic
sound koop of happy crowds and
fairground ambéence thal started lo pop
up in my dreams after a few days, and
that's not in this version either. Neither's
the eleciric sign over the gates thal scrolls
tha name of your park, or tha whita paving
slabs al the sides of the path. The colfee
shops and ice-cream franchises are no
longer in huge fibreglass cups or cones,
and all the small stands are in gananc
wooden huts with litthe signs on the front.
Only the Chicken Men survive as
entertainers (with the Sinister Teddy Men
reduced to lurking elsewhere) and if you
scan the crowds, you'll notice thal thare
aren’t as many differant faces.

Why this list of litthe changes? What
point am | irying lo make? Well, the whole

gama’s full ol compromises o the
graphics, running speed or memory of the
slandard Amiga, but by making these
changes Bullfrog haven't compromised tha
game itsell. I'm sure it would have been
much easier 1o take out entire sections of
the gama, but you can still play it at
varying hevels ol complexity, plan your
park, manage your stalf levels and invest
in development lor rides, facilities and
forthcoming attractions. There's still the
sama number of countries to sel your park
in, still the same number of order and
management screens and, although the
financial matters have been simplified a
litthe, there’s still the same ‘ool of the
devil’ sponsarship deal with a major high
sireal bank.

| was worried that this version might
chug along so siowly as to render the
game unplayable, but it’s fine, although it
does drag its heels a litle as your parks
gel bigger. And as it comes on just two
disks, rather than the 1200 version's four,
there isn't even the problem of needing to
play it from a hard drive, as thare's tthe
disk swapping. None if you've got a
second drive, ol coursa,

All in all, s a huge thumbs up for
Bullfrog. There are lewer shops and lewer
rides, bul thal's a small price to pay lor
such a great game. Seeing as the
alternative was no AS00 version at all, it's
a fine compromise.

S0 run out and buy it today. Mo, drop
this magazine right this second and run
out and buy it, not because the review's
convinced you (because, let's face i, if
you didn't read the review in AP42, you
won't have a clue what the game’s about)
bul because | say so0. And I'm unusually
big and enjoy reading about attack
helicoplars. Oh yas.

& CAM WINSTANLEY

7~ UPPERS ItU's Theme
Park, one of the best three
“_ games of the year.

(.--' —, DOWMNERS It's not got

v ;l quite as many features as

e the A1200 version. Bul
unless you've got a smug, A1200-
owning friend, where's the danger in
that? You won't miss whal you've
néver had,

THE BOTTOM LINE
In my view the best, most enjoyable
sim game so far. The fun rides
combine brilliantly with the hard-
nosed business side, and the joys of
alternatively helping and then
torturing little people in
a god-like manner have

to be played out to be 9 ]
beligved,




And the clouds parted,
and a choir came forth
and sang: “First there
was Sensible Soccer.

And now there is...”
Runs on: A500, AB00, A1200  Until finally, one day, at the age of eleven,

Publisher: Renegade | managed it. | had to hold on 1o the
Authors: Sensible side a bit while the leacher wasn't
Price: £30 looking, and afterwards be pulled from
Release: 6th December the waler exhausted, but | finally
managed to swim from one end of the

wimming always troubled me. poal fo the other. Mow | swim 50 lengths
Up till the age of eight | couldnt  before breakiast every morning, but the
do it at all, and every afternoon  day | lined up in front of the whole

had to flounder about in the school, oblnvious to the way | towered
shallow end with children much youngar above the children next to me, and
than me, and the chlorine stinging my received my one length swimming

eyes. | tried to doit, | really did, and did certificate from the headmaster was one

walls. But while everyone etse floated, |
jus! seemed 1o sink. My arm bands were

getting ighter every year, and my nose-  (JIREEN

clip had long since stopped preventing the | stand before you loday, noble
icy water from filling my nostrils, And readers of AMIGA POWER,
afterwards, when the rest of the class had  holding a copy of Sensible
goné home, I'd sit in the changing rooms World of Soccer, the greatest
and weep, the tears flowing down my legs  computer game ever crealed.
and trickling into the drain in the fioor. It ks, basically, Sensibie
Soccer - which still reigns
supreme al the 1ops of both
the AMIGA POWER All-Time
Top 100 and the AMIGA
POWER Readers’ All-Time Top
100 = only with a whole load of
management oplions thal open up
whole new vistas of potential. (Er, am |

And this is the othar ong.

S0, think of International
Sensible Soccer, except with a small

AP15 wasn't rotating 'S’ and the time at the top of the

too bad, if a screen (if you're playing on a 1200), a

little short, and stadium around the edges of the pitch
there was a one-  (which actually improves the atmosphere
page review of immansely), a stats-screen after each &
Sensible Soccer maich with details of pogsession and so
92/83in AP21 whichll  on, the players each having individual
bring you up 1o date on the strengths and weaknesses (mone of which

o =

L
a
s
[
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]

rising to the occasion okay here?) current stale of play. Oh, except for later), the tactics altering the way the
Now, wa've writlen far too many International Sensible Soccer, but we game feels slightly (more of that later too),

reviews of Sensible Soccer 1o go through  didn'l bother doing a review of that and thera baing a bit more control over

it &l again from the beginning. So if you'e  because they'd just put a referee in and tackles and headers (in fact, there's more

in need of a recap, the original review in that was about it. on all this later), and that's the football-

_—  Briins,
: ' Hn"r'c'ii"'s'fhfé” _ '
PARMA FI-C. HILAN
e ﬁmlﬁ 3 = -
494 POSSESSION 51/
R - - ATTEMPTS 14
S t DH TARGET
o CORNERS HOH
1 FOULS CONCEDED
h#mm‘n.ﬁ\,mﬂ BOORINGE

this time bigger, and with ditefEMHDINGS OF F
teams. Sorry about this.
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FERRETRAL

playing side of SWOS. Its still great, and

the Amiga,

Then - and this is the biggie -
tere's all the management stuff which
has been heaped on top.

Regular readers may realise that I'm
not the most avid devourer of football
management games. So I've enlisted the
help of Paul and Steve, who relish football

SENSIBLE WORLD OF SOCCER

management games and who, through
me, will explain how SWOS fits in 1o the
general lootball management scheme of
things. Is it just an ordinary football game
tarted up a bit with a rather more
extensive-than-usual set of front-end
menus? Or is it, by neatly straddling the
management and arcade football genres,
Mbmhmmﬂmmm

i 0

Well... that might be going a bit far.
SWOS has lots of management-style
options, but it doesnt quite go in o the
delail of a dadicated football
game. It doasn't have the financial jiggery-
pokery ol something like Tactical Manager
= you don't get the opportunity 1o
count up gate receipls, or iImprove

FUN WITH FORMATIONS

1. PLAYING SAFE

The plan: Every time the ball enters our
half, ‘the lads’ all dash back and form a
defensive wall acrozs the goal.

3. NOT MY
DEPARTMENT, GUV

(1

ER L

=
[ ]+

The plan: As soon as the whistle blows,
‘the lads’ will run away ol the pitch as
quickly a1 possible,

In practice: Hmm. An nice idea in theory,
but the wall seems suspiciously easy for
the ather team fo penatrate.

"

In practice: The opposition rapidly score
several goals in succession, and the
goali % his resignati

LD

T mit SALES:
PLAYER PURCHASES:
FLAYER MAGES BaLL/

TOTAL FROFIT!

MEM BALAMNCE:

2. THE SCRUM

The plan: Wherever the ball goes, “the
bays' will all erewd round it 1o the other
lcam cant get near.

In practice: All well and good until the
ball gets knocked sutside the group,
whereapon the other team leap on it and
scurry off towards the goal.

4. FORMATION
UNDERPANTS

In pratice: Contused and demoralised,
the oppesiion concede defeal. (No idea
what this picture's doing here.)

The plan: The lads® -il]mht.ﬂlliglvl
formation in the shape of a pair ol
underpants. Cant fail.

H3aIMmOd YVOINY
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As well as customising players and

teams, SWOS lets you set up
leagues, cups and tournaments in
any way you like. For example:

Here we've set up a cup featuring 14
top Asian teams. All the matches are o
be completed to a punishing schedule
within four weeks.

In the firsl round they're divided inte
three groups of elght teams. Within
each group, each team plays every
other twice, just to make sure.

16 teams then 90 on Lo the second
round, where they're divided into four
groups and play cach other three limes
tor an cipecially decitive result.

Then it's on to the quarier finals.

DECEMBER 1994

And the semi-finals. We've specified
penalties in the event of a replay,
although the possibility of this is
remote given that matches include
extra time. And finally the, er, final. In
this, the rwo teams clash a gruclling
” four times before a winner iz decided.

AMIGA POWER

your stadium. You have to worry about

rrajor stulf like transler foes, obviously, but
even then it's done in a rather chnical

hmmdpu}limntmnnhal

areas in PM3, 35 in SWOS), you can go
on 1o specily the direction in which he
should run if the ball s then kicked from
that spot 1o another. So you could have
overlapping full backs in a 4-4-2 who
would run round a midfield winger with the
option, just as in real lile. (The only thing
you won't be able to do is engineer an off-
side trap — Sensible have always excluded
the off-side rule from their
disapproving of it on the grounds that it's a
it silly.)

GRASS
In & wary, by looking al options available in
SWOS, you can begin lo understand why
Sensi was such a good game fo begin
with. All this stull has always been
infringic io the way Sensi players behave,
explaining why the game feels s0 much
Iike real football. It's just that now you
have the chance 1o fine-tune it all for
yoursell, and watch the resulls in action,
And then you've got a simply
staggering array of teams 1o amuse

-
.

.

Premier League.
And, ol course, you
have the option 1o
customise tha
teams in any way
you see i, and

The first :hun-n
Sens: veterans will
probably notice
once thiy've
ploughed through
all the menus and
got & malch started
is that the players
don't respond 1o the
ball as readity as
they used 1o.

everything was up 1o date as of
approximately 15 minutes befora the
game wenl of 1o be duplicated - even for
the really obscure loreign teams.

All the teams are arranged into their
own cups and leagues —
ranging from the FC Cup to the Taiwanese

There's nothing wrong here - it's because
you really need to play around with the

tactics editor before your players will start
lumaboulpmperfﬂalhw wa think

Tl YW

‘I"Dullappma‘lalll&m'&hamgm
the screen all the time, and possibly be
slightly irritated by the spinning ‘S'. The
stadium's good, as are the new crowd
chanits, which vary depending on where in
the world you're playing. | can’t honestly
wlﬂmﬂlhmmhﬂlmmw

me (now, if you tap the fire button lightly
as you go in for a tackle or header, you
can nudge the ball gently rather than
booting it for miles), but the facility's there
if you want it.

But now, as you're playing.
think: "Hmm. | could do with my defenders

146 in all,

———rr e
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coming forward a bit more
when the ball's up the other
end” And then you can
actually go into the tactics
editor and sort it oul. This is
undoubtedly A Good Thing.

Aemnatively, you mighl be
approaching SWOS as a seasoned
logtball management games player. And
you might be a bit sceptical about the
omission of stuff like gate receipts and
stadium improvements.

Qur Steve, lor example, IS a
commitied On The Bail fan, precisely
because it goes into 50 much detail about
all that kind of thing. He enjoys keeping
labs on his players’ love lives (in a strictly
prolessional sensa) and getting home to
find his wile’s left him because he's been

spending so much
also likes all the
badhy-drawn

pictures of men in

sheepskin coals.
Steve is the sort of

person SWOS will
find it hardes! o appeal

to. However, Steve thinks
SWOS is the greatest game he's

ever played.
the other hand, plays

Wihio Manager '93. He laps up
its reamsof facts and figures, and doesn't
miss the plot stulf or silly pictures one bit.
Paul also thinks SWOS is the greatest
game he's every played. Although it helps,
of cou m*mm

Soccer
The about SWOS i

you're playing it from a manager's point of

»330022f228Loodoa

9000 Q00000000000

TACTICS

The ability to change the formation of
players, and to specifiy exactly where
all the players should be when the
ball is in each area of the pitch, isn‘t
new. But what Sensi does is make it
work. It divides the pitch into 35
areas, and not only lets you define
where each player should run to when
the ball moves into each one, but
which way they should run if the ball
then moves from that spot. It sounds
rather complicated and, indeed, it is,
but SWOS provides plenty of editing
tools to make the process easier. In
fact, hare's an example that Paul's put
together.

Step 1: “First | picked a 4-3-3
formation. A nice, simple playing
fermation.”

Step 2: “After playing for a while |
noticed that for my style of play, my
star forward

(number T) wasn't running into space
when | put the ball through the
midfield o number 10

Step 3: “So into the Tactics Editor we
go, and | move the ball on the plich to
approximately where it was in the
game when the, ahem, mistake
accurned R.q!‘ﬂ now | move player 7
up and over a bit, move player 10
down a bit towards me, so he can run
onto the ball, and then | save the
farmation

Step 4: “Next game, | select my new
lormation, and get to work

Step 5: “| deliberately spend a lot of
lime irying to get the ball into the
right position. To see I my formation
works. And it does. And, again, here's
a screanshot 1o prove it

Using the tactics editor you can move
defenders up slightly to annoy
atlackers, move midiielders around to
give coverage on forward runs, or
even go lor the counter attack from a
corner with a lone man up fronl. “It
truly is a brilliantly executed concept,
says Paul, “and the best example ol
tailoring a football game to your own
ideas that I've ever seen.’

il
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And win one of five limited edition
Sensible World Of ,

Soccer foothall
shirts and a ttﬁﬂ“;f

of SWOS signed h",r

those wacky
Sensible boys!

monumental an occasion to pass by without some sort of celebratory
distribution of prizes. So that's what we intend to do. Renegade are
oM producing a strictly-limited number of special SWOS football shirts,
and we've secured five for our charming readers. And! Each prize-winner will
also win a copy ol Sensible World Of Soccer signed by Jops, Jools, Stuart and

EETE he release of the greatest Amiga game of all time seemed too

all the rest of that lovable bunch.

WHAT YOU MUST DO

Clearly great prizes, so you must earn them by demonstrating your enthusiam
for football, More specifically, we want you to write and perform a brand-new

THE RULES

1. Employees of
Sensible SoHware,
Renegade and Future
Publishing are
prohibited from

football chant, to be sung in support

of the AMIGA POWER dream football
team listed below. You might want to
do something along the lines of “Oh,

when the Sainis, oh when the
Saints...”, in honour of the team

generally, or you might want to single

out one of the players for individual
praise as with “Ooh! Ah! Cantona.”

Whatever, get some of your chums to
help with the singing, and then send

your chant on a cassette to: A
Sensible Name For A Sensible
Competition Competition, AMIGA
POWER, 30 Monmouth Street, Bath

BA1 2BW, 1o arrive by 318t December,

1994, And do wrap it securely.

WINl

2. Entries must arrive
on or before 31st

3. The decision of
y editor is final.
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view is that, ance you've picked your
squad, sorted out their lormation and
mmmamm you can

of even Premier Manager 3s graphical
display, the sole drawback being that you
don't know what the players who aren't
around the ball are up 10 because you can
only see a small portion of the pitch on
the screan. And you can interrupt the

based on the tactics you came up with

bedore the maich, and make sustitutions

and everything. And, of course, if you're a

player'manage you'll be able to join inthe  international management job if you do
game as well, really wall,

The ultimate way of playing SWOS While there'll always be room for
would be to follow through an entire quirky rivals like Empire Soccer on the
career as a player’manager, which throws  one hand, and On The Ball on the other,
up some quite territying theoretical Sensible World of Soccer does, basically,
numbers. A career lasts 20 years, and if duﬁ‘uuyalrﬁadumdrhnhhma:m
you're really good and get through to all of apocalyptic di that bit in
the finals and everything, you can expect  Star Wars where the Star blows up
1o play a maximum of aboul 70 games per  Princess Leia's planel. Mo matter how
season. Al a minimum game-length of many football games you've already
threa minutes. plus a couple of minules bought, this is betier than all of them.
per game on the menus, that's a total
playing time of, er, (3+2)xT0x20 = 7000 e
minutes, of 117 hours, or neary five days, @”pp'””m“""

version of Sensible Soccer

bullt-in. A massive database
of tacts and figures. The most
precise control over tactics
Imaginable. Seamless Integration
betwean the playing and
managemant sides.

DOWNERS K hasn't
@ got any of the plot stuff that
Stove lIkes.

THE BOTTOM LINE

The best Amiga
game aver.

il

i

INTDRIA

THE BOTTOM LINE
On a 1200 the time is
A1200 displayed continuously
in the cormner of the
screen, as is a small rotating ‘S’
Gnash your teeth, 500-owners.



Riots, taxes, arcologies, tube
stations, pollution and drains.
If only real life was this easy.

Runs on: A1200 (3Mb),
A4000; hard disk required
Publisher: Maxis
Price: £40

Release Date: Out
now

“The answer
is a devil of
a lot”

played the
onguinal game and enjoyed

compared o the new,
improved and amazngly
detailed Sim City 2000, Bul what
ave Ma
) tve, addiciive, complex yet
s aven better? The answer is

The first, and probably mast
v, part ol the new game is the

ay and

! is much more pleasing to the
eye, of course, but thanks to
interiaced graphics with an
increased kavel of detail
you really do gel the
fealing that you're
hovaring about ovar
your very own freshly-
bualt city
But hang on a
manute. If the first game
was all about buslding a
city, whal can a sequel add
on top? Tha answer is, it
esm't = it adds on undernaath
instead. Yes, the level ol detail and number
of options has increased, bul we'll gel o
that later. The biggest, most interesting
new aspec! of the game is the
sublarranaan heval. Although you won't be
using it nght away, eventually you'll need
4] I.;'qr a city-wide waler sysiem, and ihan

NOW WHERE'S THAT OPTION GONE?¢

5

_..l:'i" I you want to build up an

when things really start o péck up, you
might even want to buikd an underground
rail system to easa traffic congestion and
make it easier for residents 10 gel 1o work.

TOWERS

Once your mind has grasped Ihe concept
of the additions in Sim City 2000, you've

-

then got 1o mess around with the menus
Thankfully, buliding up different zones
(industnal, commercial and ressdential) s
still the mainstay of tha gama, but now
there are many more things to do, many
more objects 1o place and more problams
to work out. And just as you'd expect, it's
all paced, calculated and worked out

MELLERSTOWN IS MY KIND OF PLACE

But what if you're new to Sim City
and the concept of the game? Well,
here I'll show you whatl you can
accomplish in just a few hours, I've
called it Mellerstown, imaginatively
enough, and this is how it grow from
zero population lo just over 8,000,
You can try out some of my
technigues. Or you can ignore them
and come up with some ideas ol
your own. | won'l be offended.

Step 1 - Right, the land is flat, there's
a bit of water so let's star building.
Just a small group of rones o start
with, but note how the power plant is

next 1o the industrial zone and the
residential zone is nol too far away
for people to commute, but hopefully
far enough away to avoid nasty
pollution. I've also included a small
railroad system 10 encourage peophe
to get to and from work, cutling
down on car travel. Take nole of the
simple, yet eflective road system. it
may seem excessive al the moment,
but iUl come in handy later on.

Step 2 = A few yoears have passed
and I've decided o concentrale on
the right-hand side of the city for
residential zones, with some light

LT




- LITERALLY

commercial bits thrown in as well.
The Police Station, Fire Station and
Hospital maie the area sate and
encourage people to move in. As you
can see, the road system is
expanding nicely as well.

Step 3 - They want mare industry,
and that's what they gel. Expanding
the already extensive industrial zone,
I'm still staying away from the main
residential areas. The other sections
are all coming along nicely as well,

Step 4 - Everything is working
perfectly, all the zones are filled and

TETTYYTY
e e e

A

‘;ﬂ-‘ﬁﬂn‘w"rﬂr-‘

ur control? The
d will still b
ears afler e
was in the early
V5 i
SPIR

And once you've starled playing, you'll

expanding. Demand is high for
residential and industrial zones, and
as soon as |'ve gol some more of
them, I'll need to have some more
commaercial zones as well. Now you
have a go. It really is quite amazing
what five or six hours sowing reaps.

SIM CITY 2000

GAME REVIEWS
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THINGS LOOK DIFFERENT THIS WAY ROUND

5000 find théra's no way you can siop

Theme Park is an excellent example of a
bl o starl

off with, but has more things

1o unaarth as you go

problams you encounter, and than maka
your own problems by crealing more
cities. Problems are always
solvable, 50 you never gel
frustrated or annoyed. You

B nead is In
YOUu just
nead to find it. As a rule | don't

Everything you'll

But like Theme
2000 had me trap
th an for day
anthrallad

CHIMNEY

It's & shama than, 1ha

Amiga version of

has ond major problem: spead
Or, rather, an absence of it
Even on our A12

Fast RAM and a

, §im City

3 pond 10 8 mMouss
click, and the scrolling is

terribly sluggish. But as the game is slow-
and requires patience amyway, |
didn’t find it too much of a distraction
(Steve did, though.) Maxis recommand
you play the game on an A4000, but it's
hard to imagine many of our readers
owning ona of thosa
2 15 the price. Although
games and
this is better than the majority of those, i's
still enormously high for a disk based
game and hard to ty. | won't mark it
(it 1 nothing 1o

d saying. (It
. and
ruggling to cope with is

A this will b ona of

played over, and o
® PAUL MELLERICK

and over again

DON'T LIKE THE VIEW? CHANGE IT!

ahong. Sim City 2000 is
exactly the same,

just have fo tax your brain,

spend someé mongy and

A whole new section to the game is the Terrain Editor. From here you can
alter the way a level looks, down to the smallest detail. Mainly though, you
can create hills, rivers, streams, forests... anything you like really. And then
once you've done thal you can build your city on top of it

create something
And thanks lo the
shaer numbar of new
oplions, creating
something is easy. Bul
instead of simply ghing you
a list of all the new
I've explained a couple
a little box on these

SOME HAIR-RAISING STOREYS

STEEPLE

As you can see from

my lifthe demonsiration
(Mellerstown), you can

get a city started withan a

few hours (all mine ic

one inlensive altern i of
the monitor), deal sud ully with all the

wide water
system”

onas

UPPERS Too many to
@ mention. All the new options

are ace, the graphics are
truly fabulous and any Sim City
fanatic is going to flip over this

super-deluxe version.

DOWNERS The
interlaced graphics are
distractingly flickery if you

haven't got a monitor designed to
cope with them. And it runs terribly
slowly, even on a 1200,

THE BOTTOM LINE

A huge advance over the original
without losing the essential

simplicity which made it

s0 good. Slow-moving, yet 85
somehow still amazingly

addictive.

THE BOTTOM LINE
It's just not going to
happen. Like never.
But all is not lost.

Theme Park's out on the A500 and

it's great (see page 58).

IN1YH1d




Mud, blood and death, concealed in the swi

cam must be a happy man. Or is he?

Runs on: A1200
Publisher: Microprose
Author: In house
Price: £35 (£30 for AS00)
Release: Out now

iaids OF Glovy ks all about what

might have happanad during two

days in June 1815. Although

younger readeérs probably won't
remamber il, June 1815 was particularly
memarable lor a senes of battles batween
the French and various allied armies
leading up to an almighty bang shoot at a
place called Waterloo in Beldgum

The lactics are a Iittle too complax to

go into here, but basically much makming
and hurtage want on with both sides
kicking mucho (“Class™ - Ed). Eventually
the Allies won, leaving the victorious
English frea to go inlo terminal economic
decline, and the deleated Franch to
indulga in their twin passions of food and
making arty mowies aboul relationships
Still, c'est la guarre, right kids?

BLUCHER

The game’s split into jour real battles and

two fictional ones, and you're free o play

aithar ssde in all of them, and if you'ré not

happy with the placing of troops, you can

move them all around. Being a

MNapoleonic wargame, each battle

has the Franch fighting either the

Prussians or the English (although ==

in Waterloo itsell those Gallic

funsters had 1o cope with both

enemies al the same time, 50 it's

hardly surprising they lost)

Each bafile's viewed in

three scales. The largest

scale shows jus! the
lecation of unit

commanders and 5o IS

jusl @ map owvarlad with

1994

BER

l"uu. I-hmm M-d by cavalry,

lﬂu‘[lﬂr- a square and shoot things. H

lots of flags. It's good for the start of the
battle, but you quickly need more info than
s gang you

The next scala’s tar more helpful
and i's possible to fighl an entire battle
quite successfully from this view, as you
can sae and move individual units of
infantry, cavalry and artibgry, This fine-
tuning's essential as arlillery units are

weak in hand-to-hand combal and need 1o
bé protected by infantry, and it's usaful o
back up charges with cavalry

The final scale lets you see

Indnidual higures, with
gach man on Screen
rapresenting a fow
solders, and each
gun, a batiery.

In this scale, you
can aclually see the
efectvaness of dilarant
1[:rrn,=|[|(5nﬂ UU’IF'I] iirlill:l and
massed cannon fire on infaniry,

Troops advance, let off a volley of musket
fire and then charge info the enemy fo
give them a taste of cold steal, and

"Eventually
the allies
\ L

ing FOG of war.

cavalry strike down fleeing survivors. Each
chash leaves the bafiloficid@gcatierad with
bodies and smashed equpment and it's
Simply a matler of col g the holes in
Iha ranks to See how many casualbes a
unit's. taken

It's fun, but the down side is thal you
can only scroll around a small area of the
map at a me, 50 have to keep Zooming
out and than back in again to gat to
differant areas of the banlefield

GROUCHY

The control method's fine, but could be
improved. Every time you click on a unit,
an imbormation and order Dox pops up,
obscuring much of the screen, so0
you're endlessly moving the
command box around 1o get
at ihe map underneath. Hol
keys or some command
optons down one side of
the screen wouldhave been
much better
Thi three scala Systam
cleverly portrays the conlusion
war by sucking you inlo minute
details when you should be looking
at what WW1 generals referred lo as “the
big picture.” Although you can move the
entire army by selecting the supreme
commandar’s flag, or a division by

' F s
Get a hundred mates sometime and

try marching through woodland.

yny

o GG = :
Think how important the road would [
hﬂludumlﬂuhdﬂgmt, *44

*



ssbecting one of the lesser commanders,
command at this level s unwieldy, and
invariably places some units in the wrong
place. This forces you to close in on the
achion and concentrate on 1
baltlakons, and once you do thatl you start
fiddling around with individual companies
within the battakon

ing

This constant stepping down of
attention maans thatl either you've gol 1o
think extremely fas1, or 5[ all vour tima
ga '1||":_] a '..';L':‘:L;.p'l al one and i the
battiefield only 10 find that your neglected
troops al the other have been wiped out
Such is the joy ol real-time wargaming

As you can see, the gama’s gol

masses gong for it, which makes it all the

SCALE OF VICTORY - FROM HO/OO TO 1/32

See the battiefield from afar.
It informative but a tad dull.

A
';PI':

more anndying 10 have 1o say that it's
tatally flawed. In all but the hardest levels
the enemy are loath to atiack, lorcing you
1o go on the olensive all the time

This gets to you when you've spent
apes seting up a rock hard defensive ling
only o have 1o send them all forwards,
fuining all your planning. It also
prompted a silly stand off
siluation whera | had only
one company of infantry
lacing about two baltalion
ch who wouldn'
attack and finish me off

DONZELOT

Being real-time, there's a
clock licking away in the
top corner, but batthes can
asi five, len or even twenly
hours without it ever going dark or any
unit reporting fatigue. You can wipe out al
the troops in a battakon but can't target
the commander for altack, which leaves
pads of impotent enemy officers on
horses drifting across the battlefield
{f'r'::‘h‘ stupid
g Clearly nigoly
¥ faults
Tha g
crpplng problem is
that the game
compigtely tails 10
lake terrain into
accounl, which is a
bt like having a

ol Fre

the need to
capture

woods”

| 4 l
'. Ieoming in a bit, you can spot

FIELDS OF GLORY

- around conirol of the bridges but
doesn't. In a proper wargame,
you'd struggle to keep and hold

| each crosting. In this one though,
you just send cannons and cavalry .
leaping across at any point. J

flight sim that ignores the ground, Artillery
units can travel through woods,
cavalry can charge through
them. Hills don’t slow tha
progress of unils, roads
don'l speed them up, and
gel this = rivers can be
crossed at any poinl by
anyong withoul incurming
casuaibes or taking amy
maorne time than it would
take them to cross a fiekd
And, worst of all, artillery can
even fire from the middie of
woods or the middle of a river, which
1S quite clearly ridiculous
The Battle of Wavre looks ke if's
going to be a fantastic strugghe to sea who
can control the bridges that cross the wide
rver, but seeing as all unis can cross
amywhere, the entire thing (or indeed any
battle in the game) meght as well be
piayed on a green, fealureless background
for all the diference itd make
In 1983 | was hooked on a Lothlorian
game called Johnany Reb lor my
Spectrum, and even that recognised the
fact that units couldn’t cross rivers, o
whal's gone wrong here? We seem fo
have gone backwards

PONSONBY

Take away the need to capture woods o
bridges, 1o delend tarmhouses and hills
and you've gol a wargame thal requires
ifide or no strategy. FOG is fun for a while,
Bul you soon realse that all you have to
do is close in and engage the enamy. It's
all a bit samey and ledious.

FOG is still the best wargame of tha
year (which says more about the faults of
the others than the quality of this), but
Microprose haven't hall messed it up

Get some terrain recognition in, and
it would be brillkant, but as it is, it's nothing
special. You'd be better employed dusting
off Dune 2 and playing it again
® CAM WINSTANLEY

UPPERS Atmospheric

battle sounds, good

graphics and a wide
selection of scenarios from simple
skirmishes to full-scale battles. It's
simple 1o get into, easy 1o control
and can be quite exciting. It runs
Quickly from disk and is hard drive-
installable.

DOWMERS By the time
@ you've played the intro

game, there's very little left
to do. By ignoring the constraints
imposed on movement by the
terrain, the game instantly chucks

away 50% of the strategy.

THE BOTTOM LINE

It promises to be a great
wargame but turns out to be an
okay one. The background's

¥

HIMOd vOINY

! !;13 F I 1 cach individual units type. o
F F there just for show, which, when
the sham s revealed, really puts
the dampeners on your
% enthusiasm to take on such a big

1,:‘ battle as Waterloo. It's 6 ]

simply not deep enough
THE BOTTOM LINE

1o warrant the hefty
price tag.

ILEPREL]

U

e
Finally, you can close in and u:";
each little higure prat about.

H3Iaw3adaa

@ We've yet to see the
£ AS00 version, but it

FBEGE L

‘would take a major revamp of the
game to sorl out all its problems
and that seems unlikely.

O

_oLl
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hoa, I'm glad that's

that over with. Yep, I've

finishad playing Crystal

Dragon, and | can salely
say Ihal I'm never going 1o go back fo it
Which is a bit of a shame really, because,
with a good difficulty level, loads of
charactars and lots of large levels, this
had all the makings of a top Dungaon
Master clone. Until you actually star
playing the thing, thal s,

RAXINFRAXIN

The game slars off tavourably anough
with the RPG-fanatic-pleasing character
selection screen. Here you can select the
two Characters you'll play with, be they
warmors, paladins, clerics, mages, thieves
or assassing. That's not all, though (and
senous gamers will really appreciate this)
thanks 1o a ‘roll
tacility you can
alter the
ratings, and
chance

il

the funny writing lor secret hints.

> L L

7
0‘3

Quit This

£

13 o

WOur anm ;

u'll gat , v a
v %Y ast®

better player than
the one you started

with. And you can

akso change thedr names

SAXINFRAXIN

Once you've got past this
screan (and the overlong
intra) you're into the
game. AS you Can see
'S wary miusch your
tradeional first-
parson perspective
30 seek-, search-
fight-, kill-, pick up-,
use- and explore-'em-
up. You wander
around, see what's

just keep going until you
figura out just exacthy
whata you've gol to
go. The end of the
level is the objective,
but there are sacrat
rooms, keys to find
and all sorts of other
distractions to keep
you from getting

“W.you like
this sort of
thing”

happening, open $oors, and

‘ And once you've
% gol thara, do 1 again
& And again. And again
N Until you finish the game. As
:p::-u i.'l"LK_]rH."r."r he enemigs I]Et
harder, your expenance e
increases, and your spells (il you've gol
SOMaOoNe in your leam who can cast
them) get better. In fact it's gol everything
that a senous RPG fan should love, But
hang on
Why do game designers insist on
stifling our lovely Amiga with games like
this? Why does the game have to be
sot in this same obd lantasy
waorld with magicians and
wamors and stull? Why
can't it be set in the
future - a Syndicate
type of fulure with dark,
moedy, iIndustrial
settings, lots of
spectacular weapons
and loads of blood? It
would be a lot more fun,
and a lot more interasting
Instead we bump into the
same tired-looking characters, with a
shiedd, a sword and three frames of

Stab the bat 1o death with

your finger. No, seriously.

L { ‘Hllt‘l that screen lhlt‘;l.;l'iﬂl!
RPGer: will spend hours on.

Jatelligance| |

g¥ity

Wirdom

Dhone

Morgana Leric

AN AR RTARS 1SR

Deuble the watch,

and secure the
antrance to the
fortress.

Will someone and watch them fade
into oblivion. Aah, isn't that yweet?
PRy

animation, with whom you have 1o 'deal’
by pressing the right mouse bution. Wow
Top fighting action. Thare's no opportunity
to use stealth or guile al all, and so the
fights, the most exciting part of the gama,
gel really dull really quickly

As 'va said, the levels are large, but
incredibly bonng both in terms of
gameplay and graphical style. And if it
wasn'l lor the map being parmanently
available on the beginner level, | would
have spant most of the time wandaring
around doubling back on mysed

DIXDASTARDLAX

Crystal Dragon is large and difficult, and
has all the opbons you could ever wanl to
ahler and all that, but it doasn’t ac!ual;,r o
anything that hasn't been done countless
times balore. If vou like this sort of thing,
you'll already have hundreds of similar
better games. If you don't, then there's
nothing new 1o templ you here. | can see
no reason for its having been brought inlo
misarable exstence

@ PAUL MELLERICK

UPPERS The character
detall and sheer size of the
game are very impressive.

DOWNERS But the

graphics are drab, the

storyline is so tired you can
almost hear it yawning, and you lose
energy if you walk into walls.

THE BOTTOM LINE
A generic role-playing game,
incorporating all the genre's clichés
and conventions while doing

nothing new. Difficult to criticise in
any specific way, but at
the same time it's got
nothing in particular to
recommend it

ILERRET

THE BOTTOM LINE
Not noticeably faster,
no less or more disk-

swapping (there isn't oo
much either way) and, er, well
nothing different. It's the same old
tripe on the A1200.
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The batte is between

b gl g
vkl

| Take charge of

] the battie ?

ﬂn ﬂllights were knights and maidens ﬂuthind't.;
inu* lot. Now you can. Too. Hooray for"im

sown in spring and harvested in auﬁlnn

Iivestock tends | in the WIw-l
is prona 1o in intar).

f
cﬂb
H 1200

assion&

utlh1a davthis. So let's examine each of
in tum
The first is to win the respact

-

ca o take

tralegies
read

3

CASTLES

Ome of the defeai casties. Protly boring,

wh? Becomia with o Bty 'artiviic’ inlewt pou

own people. Food is
the number one essential,
provided with 16
fch can be
gither for growing
of

St
P e e B

r1P§

warga
repn a

fo speénd

( . . ma,u_

Castle Car - you can make one in the
shapse of a car.

—
[Ea2e8 |

Castle Boal - of Tou can maks ons in the
shaps of a boat.

Each season requi lu re-
adyust yo
people. Grop mﬁmu &

~ ™ important but will take

. place automatigally
'.Wm:mm

sufficient number. The oplion of
MErcenanas is also available =

- "

One of the nattiest things you can do in Lords of the Realm is design and build your own castie. ‘!'Imls actually nonud 1o do this (you can
chose one of default ones instead) but it's great fun.

Casthe Banans - of In the shape of o




LORDS OF THE REALM

=I. 1 r :-.'r =

MAPS Maps are an integral part of the game, and you'll find yourself referring to them constantly. Or else, you'll, er, have no idea where you are, or where you are going. ]5

o T e T o T T e, T o S

2T e T TR SRR TR S T uﬂ.‘

L e

The main map screen, showing how many of the 32 counties are currently under your Click on one of the counties and you can take a closer look. That cow means that I've
control. I'm the black flags, 1o I've got, er, one. Just. gol some cows in one of my fiekds. Unfortunately, there's no way of killing it. You can
eat it, but you can't shoot it (EW? - Fd) —

T — - - - v *
" et | guinn D
59 _

._L .||. | |'|. L) .|1|I " cmmnﬂl nr'hc ‘?n|_] '_ r 655“1‘5
; s ey anm*fm-qcmamﬁurmﬂl “d. ]
Message o [#][#] The Countess
Message style  [1][3] | Flarrering
()hguﬂaMgm:Mle

= wonder at the fair yet ryrannically
tron-fisted way you rule yurr
Iha
AD h.appg lands.

331Farmers 300 L

200 people are LYing die B ok

Not only is the Quaeen in

But 30 are all her mates.
ENE

ﬁle happiness of your paauls Songer you
afdabty, i

will be about all
= an outer wall and
foundations will be

o lake place Ages: - _-.:_F- \ﬁrt'.;j 't vobrh
' on the various re _ m-.an'ﬂ'mmmb« ' é;‘-; —# Most people.

ihatblae requiredgand theSe people need of peopie required for agric [
ime to erork out what wmﬂg an fuctuales ﬂum {harvesting takes : :
1 ™ 0 "W hundreds, whergdls waiching over a { o CIKHFEI:"I{ o
“growing fizld takes only a few). ahd™ ¥
although if's tempting 1g take pebple in
and out ol preparing your Wweapons and

castie when themtotend i
your field, this will reduce their cffisiency

WAR WAR i Fersiivy vicollun ”"v rovation 75+~ (] 8
You ean also think about moving your d STORED  LFFELCT
_dnmy into another cn:-unl‘g,', huT a caunqr [ FLOCTE FRLLE BY
under attack will 15 HERD GROWE BY
MEI
Hln fsoi : FIELDS WTRINLD
I'm»a iobe p _ ) y 1 _ 331 €00 WILL GROW
209
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DULL WERTHER. POOR | S Yow know. In || [
i L L 1T e = RS v o the Reaim, s &l stats. |
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transporied batwean countiés so you
should be able to sat up your sacond a ol
quicker than the first. Your eyes can then:
turn to a third, fourth and fifth.

And when castles have been
completed, you can fry oul a siege — a
complately new oplion altogether (and
strategy four in complating the gama).
{Although, talking ol siages, in spite of the
hours and hours | put in, | still didn't come
close to having one. They look great with
catapults, battering rams and so forth,
encompassing virtually a complate mini-
game in itsell, warranting its own manual,
But | apologise for being unable 1o divuige
any lirst-hand experience.)

Yes. Lovds of the Realm is a
wargame. And it's a good wargame. And
it's going to get a good mark. From us

@, At AMIGA POWER. Who nomally
this sort of thing terribly lack-lustre.

Al an at-a-glance level, the basic
'machanics of tha gama work fing. It's all
icon-based, but icon-based in that I'd-
have-no-idea-what-any-of-these-icons-

above 280 you'll o I
p with funning ugp o yol

the streal.and yanking the hood on
WEIC.jHE jests, of course _

@S 15 a d'

A iﬁ" _
i "-ﬁﬁ-- e
JAW JAW © E_

| do have some problems With Lm:'s. i : ering)
though, My main gripeis S Just ',luur arrn-,' surlad
take ages and ages (and le laid and
something like Popis it .a le mnmq away hppdy and all persona- Lrse a
diifferant genra, bl gama do %0 wait for a few years lor é phifluld take ages Sand be played
compete against SOMBONE Blse 1a tahe ing 1o happen. And notmuch ever I8, BT Ohly have onaglevel’.

over a country) J@geems o changa wvisibly. A castie may Bias long as they & thay are only
worlds 10 také o it's thani'or a Soldier, or an gdr'b #ppeal to wa:ga.mkflan_ A fan

with neal
the chunks o

fip STt
h bioms with tha game roally

meant-unless-1-looked-them-up kind of
way. But that's no problem because you
CAN look them up in the instructions, and
once you've §larted playing they all maka
perfact sensé. You are only given as many,
as you need al the time I‘whlrh 15

BATTLE

bered the

oul a stral

Quit and
Bul what h
ibly wrang in

W ﬁ that aI

You mﬂﬂmapr to have your Amlglhnndhmham. and simptvbeglunlnend of match score,
or you can try to do it yoursaif.

y2sét095, 501 o |\ _.'_"4'

really ought 1o win this encounter.

8 of ever finding -

sex wall never
-

To attach & county you must move your
troops in lowards the county flag.

UPPERS Lords «f
‘ is fun to play, with a
well-thought-out

control system. There's plenty to
keep you occupled for hours in a
wnrgnmrjy sort 01 Illn'.'.

DOWMNERS Lacks the
v engaging and immediate
charm of, say, The Settlers,

and is therefore destined to be
enjoyed by only a lew.

THE BOTTOM LINE
Lords of the Realm takes a lot of
thought and responds well 1o your
commands, giving you the feeling of
true involvement that is the hallmark
of a good game. If you like god
games, this might not
appeal to you quite as

much, but it is an

excellent game. ‘




ARCADE POOL

COMPLETE
CONTROL

A rolling stone may gather no moss,
time and tide may wait for no man,
many a mickle may not make a
muckle, and kind words may butter
no parsnips. But never mind, eh?

Here’s Rich Pelley with Complete
Control - your indispensable guide to
a better computer game-playing life.

{AP41 coverdisk)

“Here's how to trash your mates al Scorchad Tanks, For starters, here are a couple of
things 1o Iry out in Dogfight mode thal wenent mentioned in AP41. Xtinguisher and
Magnetic Shields are the besl, often preventing damage completely. Chain Reactions can

be horrendously damaging in direct hits, and only cost 2000 credits. Il you are playing only

one round, of one opponen, then take Super Nukes and Super Zappers, and walch your
engmy Squerm in pain. Another usedul lactic is to mole undarground of fire Weasals or
Groundhogs

Mow for the real killer. Set money 1o maximum (cbviously) and buy the loliowing:
Absorb one plus two shields - ninety each; one Fieid Medic, one Taleport and share the
rest between Move and Mega Move Tanks, Moles and Laser Beams. The basic idea is 1o
molg underneath your opponen! and fire a laser baam (which culs through the ground like
butter on a hot day) through his belly. If laser beams go throwgh your enemy in the right
places he will lose 70 points of damage each hit. He'll be hard pushed 1o hit you, and if he
hasn't gat something 10 move himsall, then he's dead meal. Compuler players are
complete suckers for this tactic. The Teleport is in case you start off 100 far away from
amybody else, whilst the second shield and Field Medic are just precautions. My name's
Jon Le Maottee from Vicars Cross in Chester, you've been wonderful, and GOODNIGHT”

Look. Can you sce 7
The Catherine Wheel
on the mountain side.

PAGES OF INVALUABLE
\YING TIPS START HERE

s meess s es BB

wiale s s ale s ew AT

Theme Park Guide........B88-89
The Last Resort .o s -85

(System 3)

Here are some codes for Putty Squad. I'm not
quite sure what levels they comrespond 1o, and it
seams rather dubious that the two sets (the
larger from William Drandaltzis of Holland, the
smaller from Richard Stokes of Shrewsbury)
conflict, but here they are anyway. They might
work, they might nol. But such is the excilement that

is Complete Control,
CAPRI GAlA
ARABIA MELOM
CHERRY NICKEL
BAZGIBB JET
TIMB SENNA
TIMBER OZONE

COsSMOS PREY CHRIS
GONDOLA KATE SPICE
BURGER ORGAN DREAMER
RHUBARB ARIES FODDER
BUTLER

NICE PESKY FLIMBO

(Grandslam)

Super Mario Kart meets Wacky Races we
decided a couple of issue ago; a game
that could have been great bul (insert
Mutley-style laugh), due to a certain

degrea of gameplaying faults only

permitted us to award it an averagey kind
of 70, Still, that's 70% batter than
nothing, ah? And here's what I've learnt
about the very same game from a letier,

(Team 17)

“This will work on mos!

modes of play but it is best

on the spead round”
advises Colin Forster of
Stanlay. “Pal all the balls
excepl one - if you can,

leave this last one over a
pockel. Save the game and
select new 1o start a new
game with only one ball left and
you'll be able to record a time of 0
mins 00 seconds.”

signed by a mysterious character calling
himsel ‘Pater Hoobs' from a place
apparantly known to you Earth people as
‘Birmingham'.

On start up, exit the options screen,
then when the Burning Rubber screen
appears, typa the keys ZXRTS50R’ in quick
succession, The screen will flash and after
the first race you will be awarded £9,9549,
Interesting.



THEME PARK DEMO + EPIC + BENEFACTOR +
POPULOUS 2

(aPaz Guu.ulhk] ,
MMNMMMWMWMMMo{mQ

was, the cheat mode Bullirog included was so0 obvious that (as is so
ofien ihe case with cheal modes) approximately 97.247556% of the AMIGA POWER
readng world instantly worked it out and held no qualms in racing to see who could ba
the firs! b0 hit us with the necessary inlormation. As if we didn't know anyway. (As if -
Ed). But in case YOU are somewhere in the remaining 2.742444% who still haven't
worked it oul, here’s an example of the sort of thing wa were told,

“If you are running out of cash, press 'C’ on the keyboard and a little box will
appear inlorming you of your cheating explosts. Click on the litfle tick and you will find
 that your money has gone up by about fitty grand” And that, as they say, is that.

- Y
T

Well, seu, 5 0
lorg story.

—
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BREIC FISHTER SAE BEEH ORERTACYEDLO0 TR

- (Ocean) Mission four (Magma Canon) = PYXIS
 Neally coinciding also with the release of  Mission five (Galactic Storm) - CETUS
Epic on budget armived this letter from Mission six (Command Centre) -
Steven Wyke of Whoknows, containing the  FORNAX
 codes for it Mission seven (Mother of all Battles) ~
Mission one (Tracking Station) - AURIGA  FORNAX
~ Mission two (CPU/Space Ports) -
CEPHEUS And don’t forget, folks, that you can re-
Mission two (Mining Complexes) - APUS  fuelire-arm by pressing ENTER on the

~ Mission three (Glory) - MUSCA numeric keypad. (Il you've gol one.)

(The Hit Squad)

Neatly coinciding with the release of this epic game on budget (and with the game Epic,
coincidantally, but that's another story entirely) comes a letter from Charles Hobbs of
Bristol letting us know (well, letting me know) how you can get to view the end of game
sequence. Uselul, say, lor fooling passers-by into thinking you've played your way
through all one thousand levels when in truth you, er, havenl. Enler the Last level code
- WOITAR' in a Conquest game, quit, select ‘| AM BAD' from the Custom game, quit
again and start a Conquest. Get ALL ol your men killed, a screen will pop up saying
‘LAND COMPLETED BY GOOD' and, as promised, you will gel lo see the end of game

BENEFACI'OI!

{Psygnosis)

Paul Japp lrom Surrey is no stranger 1o
Ihese pages, and abiding by our best
two tips each month now win a prize’
rule, wins himsell a prize for his latest
contributions 1o these pages. Which, in
case you're stupid or something, is the
following compiete set of codes for
Benefactor

UNDERWORLD
Level 1 = 3213J2HPOL
Luuol 2 - B4IMASLA05
Level 3 - 3BOPH3J31B
Level 4 - INT1DNDDGO
Level 5- AF13JFHFOM
Level & - QFJ2PJKFOK
Level 7 - 1KO2340234
Level 8 - 14QHNVPGMS

TOMBS OF EQYPT
Level 1 — Q2J2R33DQH

Level 2 - 3NQLIOSNKS

Level 3 - 1POHNWPGMY
Level 4 - 1POHTWN2QT

Level 5 - QFJ2TJGBOG

Level 6 - S4HHDR2214

Level 7 - MS1IMD2CAFG

Level 8 - MGOTPNRSO4

THE TREETOP RESCUE
Level 1 - MKCNLLHSOO

Level 2 - MBOTHAUM1B

Level 3 - MXQTJ4KNDI

Level 4 - MWOTNN4RLL

Lovel 5 - MGOTTNNCOK

Leved 6 - 230MXQUFQY

Level 7 - 2ROH32RAIF

STONES AND BONES
Level 1 - MNCN343T45
Level 2 - 2PQLTWN3QT
Level 3 - MNOSWVK4QP
Level 4 - QMDBCNDBCN
Leval 5 - BKFK2MFK2M
Level 6 - 62DJKFJPOL
Level 7 - OMDBMNHFOR
Leval 8 ~ QVNGHLHIBF
Level 9 - QLFH43C2L
Level 10 - 3FOKLHVPOM
Level 11 - 6LFKMNJ4QR

g
S
A ot

Level 1 = 6EMNAK4AKLHL
Level 2 - IKOUHLVAMO
Level 3 - 320KPGRLOH
Level 4 - QCNGS3ICO2
Level 5= 6PNAKVLMIT
Level 6 - 6VDJ3GI4NL
Level 7 - QPLFRSK2QT
Level 8 - QDNGSJICOF
Level 9 - 2GAQKGMK21G
Level 10 - MOORHFMNDE

THE TECHNO TREAT
Level 1 - MGORNLTS04

Level 2 - MaMSR4LRON

Leval 3 - 2LOGCN421L

Level 4 - 2JOF2ZKSHGM

Level 5- 2BOFKCWLO3

Level 6 - SFNKALMJOK

Level 7- MNONGNSRKR

Level 8 - 240JLTRKMS

Level 9 - 52NKTKKHOH

TO HELL WITH
MINNIAT

Level 1-MCQ4020402
Lovel 2 - 2PQUISP3IT

DON’'T FORGET
TO SEND US SOME TIPS.
Please. To:

COMPLETE CONTROL,
AMIGA POWER,

30 Monmouth Street,
Bath BA1 2BW
(Thanks)

COMPLETE CONTROL
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ast month we gave you the raw
basics of playing Theme Pank.
The rice and potatoes. This

o month we bring you the curry
sauce and gravy as we present our
Theme Park master class.

SPLITTING THEM UP

You want your guests to be able to

visit every area ol your park, giving
them as few decisions about direction as
possible, while nol lorcing them arcund
with 100 many one-way signs. In short,
whal you want to do is this: Split them up
the moment they arrive by taking the
entrance paths on routes to the left and
the right. Then bulld yoursel a loop, so
the entire park is accessible.

BUILDING IT UP

Complete the loop first, then place rides

. Quests 10 tha park.

rida on @ach skde of the
loop. Avoid duplicating
rides, unless you're
fealing particularty flushed
with cash,

ON THE
BUSES

Investing in amenities

research is essential for
building up your bus, to
ensure a reguiar fiow ol

1 and stalls the moment they come through
il from research. Opan up afler placing a BALI.OONS
Place a balloon shop by the entrance
for tha moman! your guests arrive.
The balioon will make them happier for
the duration of the visit, as well as making

YOU SOmMe easy money.

QUEUES
Hide queues around the back of rides.
Guests may have fo wait longer, but if
the rides are fast and exciting anough,
then they'll come off happy anyway.

By

Link nde exits o the thoroughfare with
a short path, then place a one-way
Sign on it, to stop guests from wandering
up the wrong route, By placing the exit
closa 1o the ride enfrance, your guests
won't be disorientated whan they come off
the spinny-pukey affairs.

HANDYMEN

Allocate and rone one handyman fo
each side of the park, in the early
stages of the game, then later go up to six

- that's one lor @ach straight path.

SHOPS

Butt your shops directly onto
the path. Then place he |

B

"144 SJ rides behind tham,

X e 4 9% N THEEDGES

=, ‘1’1'! ,: i ? % 4 Leave room on the adges of :

2 - FALLOAW IARL N your park for your second !
wave of expansion, You'll want |

E a second loop over the original,

= Your research policy will depend on what drives you. If you wanl to i

= burn out in a fizz of glamour then spend it all on rides. AP, '

w however, recommends the following spread of investment:s:

O 1/4 New shops 1/4 New rides 38 Amenities 1/8 Upgrades
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THE ROLLER COASTER CHEAT 39

Your park gets its fame from
your most impressive user-
definable rides, so if you wan!
the biggest, fastest, longest,
highest and most expensive
roller-coaster in the world, follow
these simple steps:

1. Place your roller coaster
doorway.

2. Build the smallest loop you
can around it, using the least
number of sections possible.

3. Open it up, and then close it
down immediately. You've only
been charged for a tiny ride.

4. You can now remove the puny
loop and really go to town on the
roller coaster, without spending
another penny. s . Ll et

e LT ———

o £
="
- {0/ NOVELTY

) . 1 The novelty shops

automatically theme

themselves to the nearest user-
definable ride. So that means '8
guesis leaving the roller-coaster, 1

. g lor example, are buying “I've been
S  On the roller-coaster” T-Shirts.
.

2 A9 SICKLY

- :,U :
x5

1 1 Avoid building lood stalls 1oo
THE BIG close 10 your more thrilling
rides, or you'll ba in & whole workd of
ATTRACTION vomit rauma, -
Save your biggest ride for the depths of -
the park. That way your guests will have PAY YOUR -
1o walk through all your stalls and shops o
io get there. WAY o
Every time you place
SIGN POSTS 1 23 niw ride, gel into ;
Put a signpost to your star aliraction the habit of increasing your £
by the entrance 1o the park. Clicking door price immediately. m
I

on sign posts again changes the direction & JAMES BINNS
they point in - there's nathing wrong with
the odd white la.

- RUBBER-TUBING

' The key lo making a decent flat track
| fide is to put in as many lurns as you FESILE o8 b0
can, Bridges 10 go under and trees 1o go

past are equally groovy, and sure 1o pull in I
- utm - _— -t

THE BOGS

Keep your todets away from food-

stalts. They'll lower the quality of the ®
food, although make tollet-going a more
pleasant exparience. e 'It Y 2

Y661 H3EawW3IO3aa

;
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Frank Sinatra once sang ‘It went straight down the
middle’. And so you can see what happens when

you use our top guide to PGA European Tour - even
internationally famous mega-stars get affected.

A

ToU

ow, you wouldn't think that
there'd be a lot of problems
wilh playing PGA European
Tour Golf, and you'd be
absolutely comect. But il you want to start
winning some monay, maybe even a
tournament or two, then you might want 1o
know about things like Draw and Fade, or
even how (o combat those annaying
blustery winds. So foflow these lop golf
tips, and you can finally tell Seve
Ballastaros where he can stick his five
iran. {Quch! = Analomically Comect Ed)

This is tha first part of the game you'll
nedd to alter to your own specifications.
Everyona will have their own idea of the
perect set of clubs, but this isn't real life,
i's a game. You need a driver, another
wood (preferably a three) for the long Par
55, and a full complemant ol irons lo
survive the rigours of the holes ahead

Your first shot, and obviously you need to
get it right. On Par 3 holes, you need 1o
get on the green in one shol, and the
gama will usually selact the bast chub for
tha job (see Club Selection lor more
details). On Par 4 or 5 holes though, you
will need to use some real tactics. For a
long Par 4 or Par 5 hole, you will almost
definitely need to use the overswing (that's
lefting the power meter go past the 100%
mark). Gel a decent

REGO

wind behind you and you can starl hitting
thosa drives past the 300 yard line, and
on par 5 holes you can even get on the
green in two shols, giving you a good
chance for an eagle, But when using
overswing you've got 1o be careful that
you hit the ball right on target or you will
get some wildly unpredictable results
{usually sending you way off course). This
is why on smaller Par 4 holes, it's just not
worth the risk. Practise your timing
though, and you'll be onto a winner,

You'd think that this would be one of the
maost difficult aspects of the game, J
especially when it's blustery, but in fact it's

s a ; e |

very easy lo get used to ."!_, T i1 a
and you can even Use il egaenee SR ST
o your own mm' T -"—'n:..__._”-—....__
Onca you've pressed Is g
the mouse bution to
take your shot thal's the “
direction and speed \
you've got 1o cope X
with. Yes, you can get
caught out by the odd > r.a
gust, but that's why, L
ONca you've set up
tha shot, you should m’
sludy the wind-o-meter for a few seconds,  and
When it's stable, hit the thing. not geting it too wrong.
Youl also soon learn thal anything With winds cutting straight across
over 10mph will put a serious curve on you though, you can use the Draw/Fade
your shols and either push the ball  option to try and bring the ball back on
further on or drop it short line and end up with a relatively straighl
depending on the direction. shot (useful on fairways when
There's no set formula for how approaching the hole). Quite simply, every
much extra you can get from a point on the Draw/Fade scale is equivalent
shot, or how short it will fall, ir's 1o about Smph worth of wind. I you've gol
|| simply a case of preparng for it a wind direction of 15mph going west, you

Hole #Y4.  Par
Stroke 3 E
Mstance:-20 1.

will nead to lade the ball. Move it three
notches up the scale and then take the
shol. You can, of course, use Draw/Fade
1o bend balls around corners in the
course, and this is by far the most
practical and best use for the

feature.

Hole
s ke = "
pistane

1) belold o

Hole #4 Par & |
Stroked E
Distance:11in. .

Futt |

Qin. abouve cup

Right, 50 ideally you're on a par five witha
cross wind of 15mph, and you've used all
the tricks and tactics described here 10 gl
on the green in two shots, and you're in
with the chance of an impressive eagle.
(Wow, 2 under par for the hola). Now
you're al the tricky part — putting.
Some holes are bumpy and hilly,
olhers seem flat but are, in fact, aither hills
or slopes. You need 1o be careful and
canmy when choosing your shot and
power. Always (and | mean, ALWAYS)
have a look at the run ol a hole (you
might, for instance, notice a dip right atter
the hole that could send your ball way off
course), and then act accordingly. Also,
don’t always hit a deadly accurate shot as
the roll of the green can have a
devastating affect. If the green rolls 1o the
right, hitting the ball eary will combat
much of the roll, giving you a batter
chance to get nearer the hole. You also
need 1o check whether you're
above or below the cup, and
by how much and then
compensate. There's
nothing worse than being
five feet away from the
hole, hitting the ball and
walching it trickle to within
a few inches of the edge.
And that's it really.
Practica does, of course,
make perfect, but with
Pl Ll  (hese hints and tips you
1 E should see your name
up in lights, twinkling
away, real soon,
@ PAUL MELLERICK

201t
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Er... Protect the
skyways with a
newspaper?

olks, | hate Complate Conirol

| lpathe the thinking behand it

that after spending anything up to

£40 on a game, you, our readers,
have no desire other than bo et us tell you
howe B0 finish it. What are you, stupid or
something? Or what? Why not jus! pay us
£40 10 describe the end sequance 1o you?

| was therefore ‘dalighted” at the

prospect of ‘doang’ Guardian. Il baing 30
Delender and the best C032 game ever, |
could think of nothing more ‘enficing’ than
lo desiroy the fun of it for people who
coukint be bothared playing the game.
There were strong counter-arguments, of
course: that unlike, say, a point-and-click
game there was no ‘solution’ 1o Guardian,
and that any tips would therefore be

peneral and helphul rathor than comprahan-

sive and runous; and that liking the Space
Themnas COD forcefully denied me the
reduge of principled rading. It is, therefore,
with great reluctance thal | describe a lew
Iechniques and hints 1o save you bothering
£oming up with any of your own

The two best pieces of advice on playing
Guardhan (aside from, you know, playing it)
are: go for the long, high angle, and don't
thrust when tuming. The detault view is all
vory well, but you can’t really see what's
going on. | habitually start the game, fiy
straight upwards, then pull the view up and
back until the horizon is almost (but not
quite) off the top of the screen, This way,

Emart bombs are for smart
guTe. Save ‘em up tor kevel tour
when you can nuks everything.

you
get a clear ook
at the surrounding area. The drawback is
that when you dive 10 ground level you can't
see anything al all, but it's termibly exciting
jinking at speed batween looming buildings
Tumning. Jam down the thrust bution
when flying straight by all means, but
releasing it as you weave produces a far
tighter turning circle. Your momentum will
camy you lorwands for the quiet second,
and the near right-angle move balles
PUrSUING Monstars.

Collecting power-ups is a horribly tricky
businezs. The only way 1o do il consislently
& edther o fly straight at a bomber, biasting
it al the last second 50 you instandly hit the
powear-up, or io wait for the power-up to land
and settle, and then swooping down on it. i
your shiedd is at full strength when you get
the shield power-up, you get a bonus of
dual lasers.

The monsters ara largely stupid and if
chasing you will float together into a
group. Weaving slightly and varying your
height will pravent them fram lecking on lo
you (flying straight and level is an
amazingly stupid thing o do), and if any

GUARDIAN

get in front of you (the circus tents and
lanks, lor example), diving, hitting reverse
and then raking tham with fire teaches
them the fatal error of their criminal ways

I tend o stay away from tha Tip
manoeuvre, felying instead on tight turms:
the thing about flipping i that on the later
levels where there are dozens of buldings,
i's extrermady ikedy you'll crash into ong as
you shudder backwards coming out of the
flip. Thera is, however, one fantastic stunt
you can pull with the flip, and that's o wait
until you're baing chased by a pack and
then flip and dive. Many of the monstars will
smash imo each other confusedly, and
you'll go right under the rest to see them
smash info each other trying 10 furm in no
space. Hurrah!

The mothership
sequences are randomly
difficult. At best you can
just hold down fire and
step lef; at worst, loads
of monsters will appear.

Since you're in the

middie, every shot they fire automatically

hits you unless you bob up and down. So
bob up and down. While stepping left and
haiding daown fire, natch

Save your smart bombs. By level four
you won't get a chance to hunt the bombers
- all your energy will be channeled into
staying alive. So follow the mothership and
nuke the lot as they appear. Remember -
anyone can gat 100,000 by hanging around
on level one and shooting monsters. The
Irick is 1o get 100,000 by reaching leved six

And the simpla, obvious ones: don'l
pepper a targed because the strays may hit
a building; don't launch missiles af zero leet
because they'll crash (similarty, don’t hoard
them, but fire them instantly o there are
bombers on the radar, Missiles ensure a
bember kill, and that's A Good Thing); and
on a new level imest in fiying high and
shooting once al an untamiliar building. If
Iha shal goes over, 50 can you

Guardian - the game of champions. And
I'm still the best at it
® JONATHAN NASH

COMPLETE CONTROL



Then you may well need...

THE LAST
RESORT

with Rich Pelley

Nnnnnnghhh. Hnnnnnnnnaaarrrgh. Jjjtttxxxeeeskkkiiiii. No good? Then maybe

Rich Pelley can help.

With all due respect to my creative talents, it has to be said that the
standard of introductions to The Last Resort has plummeted
somewhat over the past few months, from what was rather a low in
the first place. The obvious solution (my immediate resignation and
suicide) beckons as ever, but then it suddenly struck me — why not
sell off the relevant 10 x 5cm as advertising space? My Dad offered
me a fiver if | could sell his lawnmower, whereas JD insisted | ought
to plug his Every Amiga Game Ever book. But - hey! | thought - this
is my column, so | may as well use the wide open spaces to plug my

INDIAMNA JONES AND

THE FATE OF

ATLANTIS

Q “Rich! Help! 'm really bad at
playing adventure games, and |

have a problem. in the Team path,

when | fly the balloon, where do |

land? The Nomads don't heip me

much.”

Kacper Wysocki, Norway

bearing he gives you. Continue
landing, asking directions and
Iollowing bearings until you are told
that you are “very close”, at which
point an ‘X" will appear on the map -
the paint to finally land on

CADAVER
“On the third level, whilst
attempting to find the white
powders lor the king, you nead four

own publication - the Big Amiga Power Book of Every Amiga Tip

Ever; every tip, code and solution in existence - which I, er, plan to
compile. It'll be every true gameplayer's delight and, well, you can

read more about it next issue.

“Really bad™? You must be

(*Totally uselass” = Ed). All you
have to do is 1o land at the first camp
you come across, show the Nomad
the map and then head off on the

gems fo be put into holes. | can only
find three = one in the strongbox in

that room and two from the room with

the maoving coins, Where is the fourth,
please?”

You should have got it from the

- Royal Maze, when you visited it
ol during the second quest on this level
j'_' Remember the bit where you placed
the four red candies in the four red
& circles, put the handle in the lever slat,
: teleporied back to the candles, found
= the chest and opened it up to find the
w ring and some gold? You do? Wl
4] “1 know about the cheat in “Have you got any codes lo get “INDIANA JONES AND THE LAST from here you should have headed off
w HEIMDALL 2 about using the me past the level with the CRUSADE. But how do you get 10 open the casket with the ring, but if
a Operation and Detection runes (Place  Madman's yacht on DESERT through the gate into the room with you prass the Right Bution in the
the two runes in the spell book, STRIKE?" the caskets beneath the Venice caff?” room before the casket, you'll get the
activate them as normal and your Mark Blackburn, Cleveland John Anderson, London gem you'ra after as well
c party will become invincible. — Rich),
- but | have every rune except the “I am hopelessly stuck on the “In LEGENDS OF VALOUR | have RAINBOW ISLANDS
g Detection one. Where is it?" MNewtown map on A-TRAIN. | gathered the four skulls, the “The cheal codes: am | the only
a R Headley, Cheshire can't get the simulation to build Amulet ol Defence, the Orb of Vision person who can't gel them to
residence after going through the and the Calling Book, and have called work? Which title screen do they have
<4 “On UNIVERSE when we get o process so could you help me on my the Demon. He gives me a key to old to be entered on? The main picture?
e Silphinaa's house, she lets Boris  quest lo complete the game.” King Wilf. | have found Wilf and he The intro one where you select
= in, talks to him but is then killed by a Ross Hinkes, Wakefield says that he is to be reinstated thanks ‘continues'? The map of the islands?
g robot and the game Is over. We've got to me. But once | get back to the Do they have to be in capitais? And

O

a sharp bit of metal, a bent metal bar
and a fast food container. What next?”
Mat Fenton and Steven Ham,
Dunstable

“How do you do the boss on
level two of R-TYPE 27"

David Wilby,
Birstall

surface all | can do is ask ‘Where is
Sven?’ and everyone says that he has
left town. Eh?" .
Oliver Hill, Aylesbury

do you have lo press RETURN? Can
you only enler ona? Do they only work
on cerlain versions of the games (i.e.,
have they been removed from the Hit
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Mark Gibbon of Tyne and Wear

was having problems blinding
the first eyeball with the tuning fork
(zapping himself out of LINC-SPACE
every lime he tried) whilst Daniel Pipe
of Tunbridge Wells could get Joey up
and running but kept getting stuck
trying to swing into the reom (as he
was told to do in AP38).

From a phone box at the front of

just such a short pler Steve McGill
had suggested | took a long walk off as
| questioned him on the inaccuracies of
the solution he provided for us in Issue
38, | phoned Steve Mann of Virgin to
see if he could throw any light on the
above two readers’ requests. He could.

“Thae first eyeball will remain
blinded for about twenty seconds.
Provided you make it to the maze and
tuning fork within this short time, you
will successtully be able to pick up the
fork and take care of the eye
accordingly.

“The second query is a little
more ambiguous, but here's my
guess at what you are doing wrong.
Firstly, don't bother trying to get Joey
to follow you = he will automatically
appear in the room once you have
entered it. You must have the tissue
on you when you enter the room. As it
too has the virus, you will need the
tongs (from between the tank and the
door) to pick it up. Drop it in the liquid
nitrogen and feed It as quickly as
possible to the respective orifice.”
Steve Mann, Virgin

Wi

And whilst | was at it, | thought I'd

pugh my luck by seeing If Steve
could help out the two lovely ladies
from issue 42 who were stuck on KGB.

Squad re-release)? Please help - I've

had this game for a couple of years now
and I'm jus!t about ready to chuck it in

the bin because | still can’t get past the
baddie at the end of Monster Island.
Yep, that's how sad | am al games.”
Paul Fillery

Yes - | think you might well be

(The only person who still can't get
inem to work, | mean. No, honestly.) In
case you had lorgotten, here are the
codes again

BLABJSBJ - Permanent Magic Shoes
RJSBJSBR - Permanen! Red Pot
SSSLLAAS - Permanent Yellow Pot
BJBJBJRS - Hint A

LILSLBLS - Hint B

SJBLRJSR - Himt C

LBSJRLJL — Book of Continues
RALLBBJS - All higden bonuses
become monay bags

35 of muscle

RRARSBS - Both of above

Type the code of your choice on the
Rainbow |slands title screen after the
rainbow has begun to flash. Do not
press SHIFT, or RETURN. You can only
choose one al a time - a large version
of the relevant object will be shown on
the credit screen. In order lo complete
the gama (I've but coma closa, but still
haven't) you'll need the Book of
Continues to allow you to continue after
Doh Island (otherwise, once past this
island, it's Game Over imespective of
credits as soon as you lose your fives)
And | can'l see that they would have
been remaved from the Hit Squad
version, since the codes are actually
gven 10 you one at a time along with
the big gems in the secret rooms al the
end of each level (entered by callecting
the small gems in order). But, as ever, |
could be wrang.

THE LAST RESORTY

el
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covered by mucous membrane that hangs down from the
s hack of the mouth.
Vicki Slace of Surrey kept getting shot JETSTRIKE
in Chapkin's recording studio... Last issue, Antony Horner of
Huddersfield claimed to have
“Before Chapkin comes in, sl been shol down by an allen space craft
your mini-recorder to voice- and given some sort of futuristic jet as
activated playback and place tonyour  a replacement. “Any idea what he's
m.m.mummh talking about?" | asked Cam (who,
the shower, choase the reply which when he's not thinking about guns,
says something like, I'm ready totalk.”  riding his motorbike or, er, listening to
The word “Talk' is the countersign to Enya, is rather partial to a shot or two
activate the tape recorder, distracting of said game). “None al all,” he replied,
Chapkin and giving you the chance o “But tell you what - I'll phone up the
knock him out, inject him with the truth ~ programmers and ask them.”
drug loaded in the gyringe in his
pocket, and question him.” And here’'s what we discovered. If
Steve Mann, Virgin you fly at a high altitude along a
straight line, in every frame there is a
..while Emma Clarke of one in eight hundred thousand chance
Portsmouth wanted lo know how  (or one in a million on the CD32
to get into Anatoil Styenko’s flat on version) of a UFQ appearing. This,
floor two of the Kurst Street according to my entirely dublous
Apartments. calculations, means once every five
and half hours or four hours twenty six
A"Nn need! Having visited minutes for the two versions
apartments seven, five, four and respectively. But if one does appear
the meatshop, go to apartment six, {which | think we can simply conclude
talk 1o the guy, and head off for isn't going 1o be very often), the aliens
number eighl.” are s0 embarrassed about
Steve Mann, Virgin shooting oul of the sky thal they lend
you one of their planes with some
PUSHOVER pretty impressive statistics - extremely
Verity Whitting of Petersborough  high manceuverability, a chain gun
promised her last Rolo (steady) with six times the power and a 32,000
to whoever could help her out on pound payload under each wing.
level 13, And if you also manage fo bomb
Stonehenge, you will be cursed by the
“When you come out of the door,  Druids and it will be cloudy for ever.
pick up the first block, walk right
and fall off the edge with it. The block YE O
will now stand in the empty space, so JEHOLDER
leave it and head down to the lowest Mrs Jackie Smith of Sheffield
floor and push the blocks from the wasn'l having much luck getting
left hand side so that they fall to the off the ground in the original
right. The exit door will open and the BEHOLDER. “Okay, Mrs Smith™,
level will be complete.” writes Marc Ames of Wellingborough,
Macie] Pierzchala, “Here're a couple of pointers to get
Abbey Wood you started.”

ALIEN 3

Q'Cheat'*'

Dominic Conneally, Plumstead

n “Please?”
Q‘F‘Iﬂase""

Deminic Conneally, Plumstead

*Select 'HARD' and six credits Irom

the option screen, then in-game
press SPACE and 'N' simultaneously
which should propel you up a Ir'.ul

“Thanks.”

Dominic Conneally, Plumstead

A Mo problam.

Fighter/Cleric/Mage

Don't worry if your Clerics and Magic
Users seem to be a bit slow gaining
experience at first because there's
plenty of time later on. Equip the front

the enemy won't strike your people too
often. And use the Modify button to
maximise your parthes.

b) COMBAT Use of the mouse button

onslaught. If you are set upon in a
corridor, make your assaull then
keep moving back. And when fighting
enemies who cast spells, nip behind a

EYE OF THE
EEHOLDER 2
Rich Dufty of Slough couldn't
find the South Wind, “Where's
the wind?" he asked. “You know - the
South one.”

“The South Wind Horn is located

on level three of the Catacombs.
To find it, first make your way south
to the room with the six pressure
plates. Place an object on the four
comer plates, step on the plate in the
centre and a door opens. Now drop
another item 1o keep the plate
weighted down and open, walk on
through and press the secret button
on the east wall,

Follow the passage, kill the
margoyles, open the three north-
facing doors (for which you'll need
one Spider and two Darkmoon keys),
and the horn is in the east wall at the
foot of the stairs.”

Mr § W Greenham, Portishead

HIMOd V21NV
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Embryo...the ultimate in
three-dimensional arcade action.

"Smooth graphics, good 30 modelling and fantastic sound.
The rockets in particular whoosh away superbly on all four
audio tracks."
Amica Powenr

1 or 2 players via optional
link cable.

The smoothest and fastest
vectors, gusrantee fast-
paced action.

16 colour vectors.
20 detailed missions.

Intro sequence, NnuMerous
pictures, sound effects and
superb music enhance the
great atmosphere.

Many different fully
animated anamias,
waapons and bonus
objects.

Supports all Amigas
(1 Mb required).

Automatically recognises
the machine's capabilities
and utilises axtra mamory,
processor power and the
AGA Chipset.

Fully hard disk installable.

AVAILABLE FOR THE AMIGA AND CD32

“Embryo is possibly the fastest FLIGHT SIM to date for the
Amiga. It is hard to see how it can be beaten in the future”

Amica Action

“An atmosphere generating soundtrack and storyline are
the tips of a VERY IMPRESSIVE iceberg”
Amica AcTion

-

[Arts

Copyright 1994 © Black Legend Software.
Fulling Mill Barn, Fulling Mill Lane, Welwyn,
Hertfordshire. ALS 9NP Tel: 0438 840003
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DESERT STRIld

Runs On: A500, A600, !
A1200

Publisher: The Hit Squad
Price: £13

Release: Out now GUNS 117

HYDRA

Definitely Cam's favourite made of HELL
transport (i someona invented a he FIRES
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New, | don't know aboul yéu, but
that's what | call an explosion.

Greal games don't age.

i And Desert Strike is still
as fresh, fun,
impressive and exciling

THE BOTTOM LINE

INI)H3d



FirA CGOLF + MONKEY ISLAND 2 + REALMS

PGA TOUR GOLF

Runs On: A500 (1Mb),
AG00, A1200

Publisher: The Hit Sguad
Price: £15

Release: Out now

good 1hi lates! European Tour version is
over tha onginal. | can’t help bul the gat
the feeling that somaane buying this, and
then seeing or playing the new version is
going to feal suddenly very infenar
indeed. This doesn't take anything away
from how good the onginal gama is, it
Just shows how moch games have come
on in the last few years, Still, f you're

afler a cheap, playable golf game
and you can put up with aging

graphics, and you don’l have
a tendency to gal

I's bean my great pleasure 1o have pul
together a small player's guide to the
latest in the PGA series, PGA European
Tour Golf. And returning to this origina
WErsson a couple of weeks
later really showed how
much the

game has jealous of other
changed people’s new
Just take a games, you'l
QUecK 0K at 0wg this

tha graphics for
European Tour and
then have a look at the
screenshols on this page
Big difference, ah?

But hey, graphics don't
make a game, and il thera's
one thing PGA Tour Goll has
ots of, it's gameplay. The
straightforward click-click-
click hitting system, the
attention 1o datail
number of courses (seven with the data
igk) and the all-round top-guality
presentation gel logether padectly to form
an enthralling and exciting game. Yes,
goll can be fun

And it's cheap 100, aspecially
considering i comes with three extra
courses and lournaments. The only
problem | have with the game is just how

tha

THE BOTTOM LINE
I PGA Tour Golf were a TV
programme it would be the Tom
Baker period of Dr Who

= not great to look at
and starling to show ils
age, but still great fun.

80

Runs On: AS500, AGOO,
A1200

Publisher: The Hit
Squad

Price: £13

Release: Out now

Go forth and fight! Now that's what | call
a game. Let's forget about peace and
harmony (alihough that is the goal of the
game) and gel down to the basics -
namely a good old scrap. Forget about
forming alliances, lorget about looking
after your people, let’s just rip them off for

them
all in the
army and then
go and kick our
neighbours’ butt. Not the most ¥
polite gaming actions I've ever “w
come across, but the only way to gel
amnywnears in this
game

As you can el

S

“--..____M

Tour Kealm of Rawad F b .
Pause the game here to check out

what's going ofi in the world.

viewpoint, this is a
god sim. Only it's not
You see, while games
like Populous give
YOUu god-like powers
{how alse do you
describe the ability to
create a volcana?),
Realms is different

from the 3D overhaad

MONKEY ISLAND 2:
LE CHUCK’S REVENGE

Runs On:
A500, ABDO,
A1200
Publisher: Kixx
Price: £17
Release: Out
now

What can | say about
Monkeay Island 2 that you
don'l already know? It's
bean around for donkeys
years, it's the saquel o
Monkey Istand, and it's
consistently baen in both
our Top 100 and the
Readers’ Top 100 as well
For those of you
who don’t know, it's a point-and-chck
adventure game set in the days when a
man was judged by what he could do
with his sword. This means loads of
pirales, loads of ships and lots ol ale

The game has a labulous sense of
humour (rare in being genuinaly funny)
and some greal puzzles, and is one
lough game sh

Everyone should experience a
gama hke d 50 il you haven't gol
round to buying it by now, don't miss il at
this. price

THE BOTTOM LINE
Only a tiny review - you'll have
heard plenty about Monkey 2 already
- but it truly is a
cracking game that
makes an excellent

budget buy.

- rr .
S¢e, look at that. The game ks
just so funny. (Ne's mad. - [d)

IN1)>H1d

lerritory. And 50 the game commences
You fight, you win, you fight, you lose
you buy Imngs, you sell things and you
keep going unid all the realm s yours, It
starts off easy, and then gets harder and
it's not bad fun. Sort of

The whole package is nicely put
togathar, with vanous screens to ir
the action ranging from close-up battie
achon to a distant overall picture, And
there's éven a good Hitthe thame tune
going on in the background as well. But
there's a severe lack of diflerent things 1o
0o, and once you've got the hang of the
intially awwward meénus and things, you
quickly work oul what needs 1o ba dona
and do it. And there's nol much more 1o it
than that

What tha game sets cut to do, it
does very well, but Realms is so severaly
imited - all you do i5 build cihes, buy
food and make armigs - that a few goes
aler you're nol really interested any
more. it might just appeal 1o hardoore
strategy fans, especially at this bargain
price, but it's oo Emiting and too boring
for me

THE BOTTOM LINE
It's a basic strategy game and once

you've grasped the concept, you've

mastered it. Good fun
to start with, but very
soon becomes rather
dull and samey.

Create & nice hard army o do

You're a normal
béoxa, wilh normal
people al your disposal
All this really means is that in
the end, winning is down o
deleating your opponent

i pebched battles and
genarally killing more
of thair man than they

kil of yours
All this neads to be financed, of

course (living in tha real world and all
that). and s0 you nead 10 tax your
citizens and put the money to good use -
thére's no point having a cracking anmy
of 15,000 paople i the rest of your
citizens are starving. Not only is this a bit
dangerous lor them, it might also incile
them (o revost, losing you valuable

INIDHI4

O

3

HIMOd YOINY

H3Iaw3as3a

rE6 L



.

Runs on: A500 (1Mb),
AG00, A1200
Publisher: Powerplus
Price: £17

Release: Out now

Here's a lovely outside view of the

W8 T riying bUnigh is & lot of-fun but
(s alto a bil dark a3 well.

1

THE BOTTOM LINE
it's the usual polished Microprose
flight sim stuff, and thanks to a
fabulous training mode it's one of
those rare beasts that

should appeal to all

types of gamers. Don't

be scared. Give it a go.

L ERRET

Runs On: AS500, E x

AB00, A1200 . p— . AS500 (1Mb),
Publisher: : . AB00, A1200
Augenblick Designs . o ﬁ . Publisher:
Price: £6.50 : ® * Powerplus
Release: Out now : . Price: £17

Release: Oul now

It's Pacman. And if you don't . W
« know what thal's aboul, it's a & = .
@ maze game. It looks like the a
@ old classic arcade machine ; .
and it sounds like it as wel, L See, it's just like the real arcade
& and although it doesn't play [ . a _____ machine isn't it?
: 100% like it (all those years
= spent learning the
w movemants of the ghosts won'l help you problems. And as this is one ol tha major
u here), its still a damn good game. stralegic parts of the original game,
w There also a Pueman Plus game Pucman suffers a bit because of it. And
0 with some nice new power-ups and a that's a shame really,
simultansous two-player (compatitive or
co-operative) mode 1o help give it that
€ '90s boos!. But thera's a small problem IHIEE NOSTALGIA
W with the difficulty, in that it's a bit hard Pucman books. %
E 82 ::r EA o gove T;E [ i o s - THE BOTTOM LINE
& almost like the o A top idea that's backed up by a
ealen a power pill, causing you lols of original, z brilliant selection of fighters to use,
L missions to give the game some
o longevity and lots of action. It's just
s THE BOTTOM LINE a shame there's no two-
o

INERREE]

Augenblick Bul it's been spolled by
334 Marton the difficulty. However, 7 5

player link up mode,
really. Still, at this
@ Longlands, there Is a two player price, you'd be a fool
; not to.

Middlesboroug
TS4 2NU o B
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BENEATH A STEEL SKY + TOP GEAR 2

TEE

We're on a road to quite
literally nowhere.
i 1)

-

Virgin/E30 version, and a fair amount of

Amiga version accessing time to load in new

85%, AP33 scenes, you would have 1o be pretty
committed to enjoy it. Still, quality

A great game and no won the day and it's safe to say that

mistake. Very almospheric, BASS (for short) lound huge

with a gripping storyline, popularity when it was released.

some comic dia and But the story doesn't end there.

lots to do. But with 15 disks You see, there's this machine called
for the ariginal Amiga

TOP GEAR

the CD32 that can take CDs. And we

just exactly the same game.
There's no fabbulous new
intro, no more options or
anything really. But what
about the gama?

Gremlin/E30 Well, if you read Cam's review
you'll know that it's yet another in the
Well, there's not a lot to say about leng line of racing games that do

this CD32 version of the A1200 game everything well, but nothing
we reviewed two issue ago. It's really spectacularly. You throw the car

el Fve been driving all night, my L
i hand's wet on the wheel. T
cmip 91

E F

::'-"z":Q \ ﬂ’

L]

all know that CDs can store loads of
info (15 disks? No problem) and cool
music as well. And if you're really
lucky, you can have speach too.
Guess what? Today's your lucky day,
Yep. Same game. Same lovely
game. But now you can have speech
instead of text. Or just text. Or both.
The accessing time is also reduced,
and there's no disk swapping. You
still have a wait a couple of seconds
for the next bit to be pulled of the CD,
and you have to wait for the next bit of
speech to be found on the disk. But
these hold-ups don't cause any major
problems, so we'll forget about them.
Although this isn't using the full
capabilities of the CD32, it's using the
CD to improve the original disk
version, and it costs the same price.
What more could you ask for?
® PAUL MELLERICK

THE BOTTOM LINE

Fabulous speech
€D 39 (loads of different

accents) and reduced

accessing time show that

maybe CDs aren't such a =

bad idea after all. You'll

love this,

around the tracks, braking slightly to
avoid hitting the scenery or other
cars, and then you finish the race.
The graphics are okay, the game
plays well overall, but it just doesn't
offer any incentives or rewards for
playing. i you're after a racing game
for the CD32, | suggest you go for the
Lotus Trilogy instead.

And if my memaory serves me
correctly (It does. - Ed), that's very
similar to what Cam reported in his
recent review.
® PAUL MELLERICK

THE BOTTOM LINE
A competenl driving
CD 32 gameandno
mistake, but this
doesn't offer anything more than
the A1200 game, which is =
just another run-of-the- -

mill racer, =
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DELUXE GALAGA V2.3 + ROCKETZ [ 7 VT TV VS

1]

Quality is a rare thing indeed. So when the young and
dynamic Paul Mellerick brings you a whole two pages of
quality reviews of quality games that cost you very little
money indeed, you should feel very privileged. Very, very
privileged. Go on, then.

f DE L“XE 1 MDODDEB120¢d HWMODDOO0OO0 FROODOD00O0 £
)i
GALAGA V2
= @& wW
OnLine PD playable, quality shoot-'em-up for just w L L
Now you're all probably aware of this,  a ridiculously small amount of maney
but public domain Is a very wonderful you do start to wonder why you spend
thing. Okay, it's not perfect - we've all  £25+ on ‘proper’ games. So
bought something we thought was about Deluxe Galaga then, I8 there no end 1o this
going to be great but turned out tobe  Well, it's a shoot-"em-up. a8 . imtolerable torment? Will we
complete tosh — but when you get a You shool the alien & forever subfer attacks from er,
spacecraft as they outer pace being-type
|V r— -, rmmmmeenar ) DU ingxorably e things? Who knows?
. 2| ‘toward you in waves s
Of course 1o kil the and then you move
W bigger alien, you | on o the next level and tarting  don’t know how many levels the game
< | meed to hit it seweral Of course there're itupalittle  has got) and as soon as I've finished
R the usual power-ups and (the graphics  writing this I'm going to go back and
; W bonuses to collect, and in aren't fabulous  play it some more.
" ¥y A this latest version there's even a but they're smart
' ¢ simultaneous two-player mode and very neatly done) while still VERDICT: Classic shoot-'em-up
(yippee) for literally twice the retaining the addictive gameplay. I've  stuff, bought bang up to date with top
. & J excitement. This is a brilliant been playing it all morning, I've still sound, nice graphics and a storming
—_— two player mode. Essential. % % & %

OnLine PD

for all this waffle about G "
called Rocketz, It's ba y & GF2Thrust-
type thing only with some labulous
graphics, quality sounds and even the
addition of a one-player mode. (7 - Ed)
The object of the game is of course 1o
destroy your apponant by kiling him
repeatedly untl bl runs out of lives. You ty
around the keval, déveloping a strategy and
Ihen lake great delight in walching him
plumnmet downward 10 a fantastic explosion,
I's faster than GF2, but not loo fast, and
the whole package is incredibly
prolessional. There are all sors of options
1o change and even an impressive array of
stats o look at. Be wamed though tha the

"4 ®

o | 4

example of taking an old coin-op
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it on 1

Ihough, :
i5 amazing. I'm nol going o

recommend this over | —— S )

GF2, 'l simple say this =~ """i/——_ — f‘

is greal. i flawed, yot Rt ! .* il S
i | #L:' - ' :

still deserves to be a big f f
PD hit. " ey :

VERDICT: mﬂ]ﬂ’ﬂ“
Small, but perdectly k

formed. All we need are e
graphics and sound like

this with the size and ¥
attention lo detail of GF2

and we'd be on fo a real

WINNET, e
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F1 Licenceware

Somé paopka have 1oo much frea tima. Did
you see that Morfon Strkes Back game we
reviewed on budgel last issue? Good,
wasn't it? Well, the same chap

<

{programming begend in his own mirmor),
Dave Parson, has given us anothar platform
pleaser, Enk Much ke Morion, Enkis a
basic, platiorm gama with a simple asm and
nice and easy playability.

Jump from platiorm to platiarm on the
wertcally-scroling levels, kil the bad things
with your laser gun, and pick up the
deamonds whsch will tum into cash and lel
you buy thingsin. the shop. 11 slghily,
ahem, ‘inspired’ by Ranbow Islands, bul
different. i's also full of hidden bits and

there ane lots of traps and things 1o avoid
3oty g a- | making it interesting and rewarding but also
s e s e e e ____:_'5*_1 hard. A very prolessional game, and
el el . defindaty worth a look if you like platiorm

[r
el 5 e -4

] N 3 [ ]
It's time u-{l.iq £ '3 o
some stuff. 2

- fi EXIT

BEAT THE€ HIGH
SCORE

DEVILS CEHALLENGE

[T

788

WHO? WHERE? HOW?

I you want more information on these games (and believe me, you do) you
should try phoning the following numbers. For Online PD call (0704) 843335,
but if you're after F1 Licenceware you should be ringing (0392) 493580.

SCORE HORLD |
QO3I0100 . 0045200 o 1-—4
R
NS 7
EPEPEPEREREREREnE S s
bl v @ v & € 5% 3./\>\t'
b i S S e e S Q\qﬁ
A gl =l gl =l gl =1 gl =1 ol =1 ol ~f ol = ol -] ol R
And the game is 30 cool, you A " dentd
can even fire your gun while ‘%ﬂ - e
you're jumping. Top quality ‘_9'.',,__? s
stull or what? el - Lo
EPEPENENENER ™ g =
'/Eé/iﬂ/{f &3 T .1-:4%'_1 'E-"Eff-"‘rir‘ir?;:t;
SOCEE e (Siieummmant® G
Y Al S LA
9N, I - » e
EEEW P el @
games and you can't gt enough of s HErE — %)
‘em. Like me. 1 “mhﬂf"‘i{_\.

VERDICT: Professional, playable
and hard. What more could you
posaitly ask for? Rating: %% &

4 _E_rj;r‘_.'l 'H“"-‘“ [
L X ¥ -

““-ﬂ"mff—‘iﬂwi Q0T

aaz458

SCORE
2 LIVES a8
L] DOG ATTACK @

A sad little TV show turns into a sad
little PD game. | suppose | shouldn't
really have expected too much. The
tongue-in-cheek, nicely-sampled
intro got things off to a good start,
but unfortunately it introduces what
could only be called a single-screen

graphics here, and

absolute zero playability - six levels,
and when you've seen one you've
soen them all. As with most PD
gamas, the samples are decent but
unlike a vast majority of PD games,
the gameplay truly sucks (as the
infamous pair would no doubl say).

VERDICT: A waste of space. So
many ideas that could have been
used to really great effect, but
weren’l. It's so bad I'm not even
giving it half a star.

IS &
BUTTHEAD
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