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STRIKE

The sequel to the
helicopter game to
end all helicopter
games. Page 44

CANNON
FODDER 2 TIPS

g After the terrifying

P ISR (st for all the senses. You coult success of Cam’s first CF

MANAGING DRECTOR Greg Ingham probably live entirely on it. g“‘d-t-i '“g' 84
CHAMMAN Nick Alexander

EDITORIAL & ADVERTISING

e P SUBWAR
Futuire MISW Lid
30 Monmouth Street

o 2050

Ted 01225 442244

RISE OF THE
ROBOTS

Fax 01225 446019 Beneath the waves, something Cor. Wow. Stunning graphics. It's
SUBSCRIPTIONS AND lurks. It is us, in our submarine. undoubtedly the best beat-'em-up
OVERSEAS DISTRIBUTION Page 48 on the Amiga, and well worth £43 of

Cary Court, Somiesrton, Somerset
TAL1 6TE Tel 01225 442244
Ao sibiephion isle £39.95, post iree

AMICA POWER IS
PRINTED IN THE UK

anyone's money. OR IS IT? Page 60

ROADKILL

This comes from the creators of
Guardian, and is the most exciting
game we have ever played. Nothing
else even comes close. Not even
shopping trolley racing. Page 54
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THE MORAL OF THE STORY 15
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JONATHAN NASH WOULD JUST LIKE TO SAY: ~voure no fun any more” SUE WOULD JUST LIKE TO SAY: T rght! Mo, realty™ SARAH WOULD JUST LIKE TO SAY: -~
JOMATHAN WOULD JUST LIKE TO SAY: “Mulfors are et bioad Aeios * STEVE F WOULD JUST LIKE TO SAY: “Has anyone seen page 1137



Sellotaped to the front of

AMIGA POWER you will find, it

you haven't already, three

disks. These are our

Christmas gift to you, and

contain, we're sure you'll

agree, the most glorious collection of
demos ever assembled on one magazine.

OVER 40

MILLION DOLLARS AND IT'S STILL TERRIBLE.

THER
EOPLE’S
ONEY

And how to spend it.
Ovur yuletide
extravaganza begins
on Page 24, and
then on Page 31 is...

OUR BRILLIANT YEAR

Yes. On the cover of the August lssue we promised that YOU (or one of your fellow
readers) would actually BE in Cannon Fodder 8. And now, five monihs later, that promise
has come 1o fruition. In lact, twelve of our readers will find themselves immortalised in
CF2. And this month we give you the chance to play the first four of their levels.

POWERDRIVE

Or was it brilliant? 2

Was it, in fact,
not much fun at
all? No, it was
brilliant, with

hundreds of great :
games and other

stuff. We tell you

about it. Page 36

+

REVIEWED THIS ISSUE

STARDUST

Months ago we brought you the tunnel
sequence from the original Stardust. And
now, here's the middle bit from the sequel.

Three levels of US Gold's terrifyingly
authentic rally game. Steer leh. Sieer
right. Steer lefl. Woaaah. Aaarghh.
Woaaah. Oof. Mlus! Play it well and you
could win a T-shirt. Or something.

GUNFIGHTERS

JANUARY FULL B piece o wmbleweed rols past The >

“ saloon doors flap in the breeze. In the o

1 S Pn.c! street, two figures face each other, Their o

BUDGET Bubble and Squeak A500 ----57 faces are still, but their fingers twitch... »

Complete Chess System-s-—-- 68 E

Beau Jolly Compilation -eee-- a8 T L T R— 62 %

Bubba "'n’ Stix--ssrersrmsmanarannn 99 e S a4 : -

Dune 2 a8 . " b
Police Quest Jesssssassenss 100 Marvin's Marvellous Adv - 52 o E RLo RD
Thelr Finest Hoursssssssssssssss a9 Mr Blobby -ressseemarasmrenaeaas 64 Or 'Over Haii-Occupled France’ as it might

L L L e ——— A
Rise of the Robots CD32 «eses 60

be more correctly named. For that is where
you arg, in an agroplane. And your mission
is to destroy enemy installations.

Flaming Engines sscssscseeeee=1 07 Roadkill CDI2 ---eeesemnsnnnaans 54

Missiles over Xerionsses===-=106 Reunion AS00 ----eevereenneees 58 GOT A FAULTY DISK?

TMA 106 Subwar 2050--cccessrenacasas 48 ® Oh no! Are you sure? Betore you go any further, try the procedures described
The Unusual Case---ssee== 108  Tower Assaultssssssss SR Y in the panel over the page. i, after all that, you do have disk problems, chuck it

PAUL WOULD JUST LIKE TO SAY: “Everyone should be grwen second helpings
CAM WOULD JUST LIKE TO SAY: “You can't leave that kon theve.”

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 45, Discopy Labs, PO Box 21, Daventry NN11 5BLU. If you send it to
us, you'll wake up one moming in April to find you no longer have a roof.
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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
hawve to do is switch off your
maching, insert the disk, and switch
your machine back on again.

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

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

@ You'll have to reset your machine
in order 1o 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.

OH NO! SOMETHING
WENT WRONG!

@ Are you sure?

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

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

AMIGA POWER Disk 45 Returns
Discopy Labs

PO Box 21

Daventry

NN11 5BU

® We're really hoping that you're
reading this bit, because it's quite
Iimportant: please don't send your
disks to us at the AMIGA POWER
office. We really don’t know how to
fix dodgy disks, and we’ll just throw
"am straight in the bin. So send
them to Discopy. Please.
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I's Stuart Campbell again, fresh
vard day's graft as Chiel
Semor Executive Vice-President Of
International Gameplay Development Co-
ordination (I've been promoled)
Walden lovelies
saftware (and not, for
¢, 'Renegade’). Aler
Cam's badly-spelled and factual

AXAMf varbal assaull on i, and playing
them couldn’t be simpler. Simply click the
mouse on the box contaming the lavel
you wanl to play, then, er, play it. If you
get killed (or, indaed, complate tha
avel), the game will take you back to
the menu screen, from where you can
quite literally ‘Try Again’. Al Cam's
SPECIFIC REQUEST, wa've laken al
the music out of the game for this demao,
but in addition wea've removed the map
lunction, as a stingingly unfair reprisal
lachc aimad al punishing you, the
readers, for C olish claim that CF2
conaing no air-to-air combat, whan in fact
thare ARE AT LEAST four levels
containing such chopper-on-chopper-style
action. Teh, ah?

data-desk kind ol aftair. Whatover
anyone says) Cannon Fodder 2

to REDUCE THE POSSIBILITY of
internal misunderstandings. It fe

funstars you!” in an excited
squeaky voice’ compelition, and it's ace
All of the levels come from the brutally
and unfairly makigned Alien World section,
50 you can see for yoursell JUST HOW
WRONG Cam was in mounting such a
VICIOUS and unnecassanly prolonged

ner 5ays HI'_':{ ks it's
to be in the sequeal 1o Cannon Fodder
Pens and paper at the ready, you muddy

"Anyway, that's it really, except for a
few MINOR TECHNICAL DETAILS
Tracey Stanion's level is called Lover's
Leap, and the idea is to kill all the bad
dudes and rescue the ke haostage
bilodkoay. Max H.i‘\-ﬂ"'u Franz Klammear
Strikes again has the same objective
{only with maore hostages), while in Bl
Burton's They All Look The Same To Me
and The Road From Hell (by Mark
Wickson), you simply have to slaughter
everyona and everything you see
Like catte

“So enjoy the levels, and we'll see
you again very soon, probably. Oh, and
Cam, "anal NME devotee' is a bit rich
coming from someone who spent five
pages banging on aboul helicopters last
ssues, doncha think Dosvidanya!

@ STUART CAMPBELL
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Authors: Rage

There are three levels in this demo, but,
crually, US Gold have put the slippy-
shidey level first. This means that you not
only have 1o get 1o grips with the rather
sensitive controls (which apparently
accurately ssmulate a top rally car
driving over a loose surface) but you

Slhippy-
shidey levels should, in
our epinion, all be

consigned to Hell

a postcard and send it 1o “| Am Claarly
The Leader of the Pack. Now Give

Me a T-Shin", 30 Monmouth Street,
Bath, BA1 2BW. We'll then bung all
the entries in a large barrel and pick
out five winners, who'll sach get a
groovy Poweardrve T-shirl. Which is
certainly better than a size 13 bool in
the groin, For example

have 1o do it on ice. Prepare 1o crash a
lol. The idea's 1o get lo the and as fast
as possible (obviously) and the skill's 1o
be raally hght on the stearing and use
Down on the joystick to handbrake
round sharp comers

Once you've qualified for the third
level and completed it, you'll ba given a
code. If you jot this down on the back of

Authors:
Bloodhouse

Ly B0
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This ana’s for your A1200, avaryone
MNOT for your AS00, NOT fior your AGOD
and certainly NOT for your AS00+
Capiche? Understando? Speaka da
Engligh? This, like all the other A1200
games we've had, is for your A1200
OMLY, which is why the label says A1200
OMLY on it. You wouldnt believe the
amount of problems wa've had with
A1200 disks in the past, 0 now that
we've said all of this, anyone who sends
Ihis back 1o us because it doasn'l work
on their AB00 or AS00 shouldn't be at all
surprsed when a high-velocity sniper
bullat comes crashing through their right
temple. You have been wamead

So what we have here is three
screens ol rock-related
mischief, or half a planet's
worih, or about ona
fourteenth of the entire
gama, which is a more-
than-generous shca. The
dema's joystick- or
mouse-controllable, you
can view the power-up
scréan by pressing the space
bar, and it's all jolly good fun. As
TV's tamous children’s star Brian Cant
was fond of saying throughout the 1980s
play away

Don't you just hate
i when people 1ay
OMLY
Asteroids but with
great graphics?
Like that's a bad
thing? Oh no.

G S66L AHYNNYM HaIMmoOod VODOINY
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“Oh yeah, well i
I've got a funny TECHIE ALERT

nose, then Game demos, like so-called “portable”
You've got slereos, just keep on gatting bigger and
stumpy legs. bigger. Why, only the other day, Cam
What're you bought one (a stereo that is, nota
going 1o do demo) that's as large as a canoe and
about that, huh? weighs a halty 10kg, which is hardly
Stumpy.” very portable. And this month, although

wi've got four great demos for you (five
if you've got an A1200), we've had lo do

Author: Seb Grinke,
James Hill

Okay, get a friend and both dress up in
silly cowboy costumes, Hats, chaps, spurs
~ thé works. Now load Gunfighters and
stand about a foot away from the Amiga.
Clutch your thighs to mimic holding the
butt of a Colt 45 peacemaker, and whan
ihe dude in the game shouts “Draw!”, go
for it. Player one hits the Space bar, player
two the Retum key, and the first 1o make it
blows a large hole through the loser.

Giggle a lot and
rapaal, han
order the full
version from PD
(featuring two
differant playars
and loads of
backgrounds)
and play that
instead. Wa've
had this one for
woaks and still
find it funmy.

"special things" 1o tham o get them to fit
on the disks. Before you start fiddling
around with disks one and three, get
four (count ‘em) blank disks togathear
and follow the on-screen instructions to
“unpack” the “data” onlo them. Afler
that, simply reset the machine, stick in
these naw disks and away you go
Packing the data down to fit on a few
disks is a bit fiddly, but wa'ra sura you'll

find the exercise worthwhile

0 02222)

Authors: Howan

We reviewed this back in AP43, we gave
It B8%, and wo wore 50 impressed with it
that we bagged the rights for the demoa.
We were then in the unlortunate position
of never having enough disk space o
use i on a coverdisk until now, when
we've just aboul managed it. You've got
two chances 1o impress the hell out of
your supenorns and blow up large
sections ol coastal France in this demo,
once with air supeiority and once with
two flighters seconds away from shooling
your wings off.

The game uses mouse, keys of
joystick for control, 8o select your choice
at the beginning. You're flying a cannon-
and rocket-firing Typhoon, so loggle
betwean them using 9 on the numaric
| pad and see which one's selected by

e SEG J54C BANGE Lol wr—

Icoking at the switch at the
bottom right of the control panel.

There're milions of viewpoints and
options available (just fiddle with the
keyboard to find them alf) but the most
important anes are these:

INTERNAL COCKPIT LOCK
(Backspace) — This keeps the selected
targel in the centre ol the screen and
moves the pilot's head to track it. I's
greal as long as the target’s above or in
front of you, but gets confusing when
you're looking backwards or below.
When this happens swilch to...
EXTERNAL TARGET LOCK

(Retumn) - This kooks through your plane
towards the enemy, and is a greal way of
onenting yoursell. If you're still in a flap,
gwitch lo...

FORWARD VIEW
{0 = Zero) - Yup,
back to the bog
standard controd
and lorward view,
which may be a bit
dull and undynamic
alter the thrills of the
internal cockpd lock,
but at least allows
you 1o straighten
yoursell out and
check your altitude and weapons.

Umm, BMW3 are
crap loo. Oh yei.

As well as all of this, you can spin
around the plane, put your landing
gear up and down and fiddle wilh
your flaps and ruddars. You know
the drill, now shoot things.




DOOM ON
THE AMIGA?

s Petlr - THE FENBRSION, Satve ook “When’s it coming out?” asks AP reader
e o ey Roy Nesbit of Crewe. We answer him.

nih ghtly £ rid hé

Given that Doom started life as a PD game,
Ferhups that's where we should be looking
or an Amiga version.

1995

To the right: This one came on a coverdisk from our chums on Amiga
Game Lone in the USA, and we're not quite sure what it's called. The
maie scrolls around hily, but unfortunately that's all it is - there's
nothing to shoot or anything. And it oaly fills up part of the screen.

JANUARY

LGN

Mare Doom on the PC. Could the Amiga
manage graphics like this? Almost.

- | Jus o S, I
This is a bit more like i. It's on the CD3%
(we actually pinched it off a coverdisk of
our neighbours, CDIT magazing), and the ' i ¥ P
maig fills wp the whole screen and has Hurrah! It's Trick or Tread, from APIY'S

| pictures on the wall. Still nothing to w“mmm.‘ghw,“ﬂm |

AMIGA POWER

2

shoot, though, sadly, so it gets a bit dull, A taste of things lo come, we hope.

®© = @

O




j Still using two PCs connected together
to play Deom? Then try Death Mask.

“Naah,” says Doug
Johns of Virgin, who
publish the enhanced
commercial version of
Doom (slightly
deceplively tited Doom
£). “We've got no plans
to brng it oul on the
Amiga, although wa'd be
surprised i someone
wasn't chasing the righis
to tha nama. Really you
wanl to phone up Id
Softwarg in the Stales
They programmed i,

We tried. But unforfunataly our
atempts plunged us into the nightmare of
*glectronic attendance” (Interactive
telaphona answering machings. - Ed). A
grating voice, POSSIBLY THAT OF
SATAN HIMSELF, realed off a long list of
numbers thal we could dial to gel vanous
services, but none of them seemed 1o
mantion the Amiga. At oné paint thara
was somathing about “If you wish 1o
licence the Doom technology then forget it
- you can't have i, though, which didnt
sound oo promising. Finally we hung up,
afraid that we might get trapped on the
ElectromagneticintercityMainlne forever

But! Who needs tham, eh? Little
matters like licences never slopped the
fine body of imadiduals that s the Amiga
games indusiry

The trail led back across the Allantbc
to Wakeheld, West Yorkshire, amid
rumours that a local software pubksher
have been secretly working on a Doom-
type game for several months now

“Oh... all ight then. We are,” admits
Team 17's Alan Bunker, “I's sorl of Alan
Breed in 30, with you running around
killing aliens. In 30. We toyed with the
idea of actually calling it Doom, but

T
i Deom on the PC again? No, in lact

We're sure Doom doetnt have roomd
painted 5o resoluigly puce as this.

eventually reasoned thal Aken Breed's a
betier-known name on the Amiga, and
decided we'll probably stick with that.”
Team 17 ang hoping to have their version
ol Doom finished by Easter

Meanwhile, down in Lincolnshire,
Apache are putting the finishing louches
to Death Masque, which we previewed in
AP40. Apacha ware ralher coy aboul thedr
game's similarities to Doom, but Death
Masque is now 1o be published by
Alernative, who, as well as bizarely
retitling it ‘Death Mask', are making no
bonas about the Doom connaction
*Doom and Wolfensiein type games on
Amiga - no way?" runs the first line of
their publicity matenal

“The main advantage of Death Mask
15 ils sphl-screan hwo-player moda,” rne-
ilerates Alernative's Roger Hulley. “This
takes tha place of the networking stuff on
the PC version.”

And, er, that's about it lor Doom on
the Amiga. But if Aiternative and Team 17
do well with their Doom games, thera's no
reason why others shouldnt take up the
challenge, and the potential is thare for
Doom clones 10 become the platform
games of the late 1990s. Probably

L gkt

Lo Alernative's Death Mask. Masgoe. Whalever.

it
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package arrived at ————————
AMIGA POWER “Oi, did you spill my gallon?"
recantly from Time e
Warnar, marked

“The Making of Primal Rage’. It

goes into tediously elaborate

dalail aboul how a coin-op

called Pnmal Rage came into

being, with lots of grainy

pictures of men making models

ol dinosaurs and then digitising

them imMo computers

But! We'va played Primal

Rage in the arcade, and it's not

at all bad if you like beal-'am-ups — nol
terribly many special moves, but nice
touches like little pecplé running around
patting squashed undear the dinosaurs
feat, and great roaring sound effects
The litthe people eéven come and crowd
around your dinosaur when ha falls

over and pray for him fo be brought
back o ife. I's certainly miles better
than the dismal Rise of the Robols
(reviewed on pages 60-61), which is
Time Wamer's other recent beal-'em-
up. And Tima Wamer used 1o be called
Atari, of course, and crealed the Star
Wars coin-op, 50 they'ne
all nght by us

The point of all
this, though, is that
Frimal Rage is being
convertad to all the
vanous homa formals,
ncluding the Amiga, and
is due for release in
September next year
Wi're cantainly looking
lorward 1o 1, being big
dinosaur fans

UARDELAN
N DISK

wardian 15 definilely - S———— -
one of the best Skidmarks 2 promiscs 10 be eight times
three games of as much fun as this.

16994 (AP43 80%),
and wa're dalighted to hear
that it's been selling well, but
up until now it has only bean
available on the CD32. Nol
any more, though — an A1200
VErsion Was nearing
complation as wa want 1o
press, and should be in the
shops now, Wa'd advisa all
our A1200-0wning readers o
purchase a copy without dalay

And the other good news is that Acid
Software, Guardian's New Zealand-based
creators, have also nearly finished
Skidmarks 2. 's supposed to be like ¥ -
Skigmarks, only batter, with up 1o eight
cars driving around at once on the AGA

o

-
version. We'll hopefully be bringing you a -
review and coverdisk demo of it next - -~
month. Book earty -

HIMmOd YOINY
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Runs on: A500 (1Mb),
ABO00, A1200

Publisher: Vulcan
Authors: Lisa Tunnah and
Paul Carrington

ETA: January

“It doesn’t fit.” He’s back! Oh yes.
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evolved into a test of wits. At
irregular intervals, when we feel

favourite, or when a hall-page of
news section needs writing
because Steve The Publisher
and his sinister global mega-
corporation paymasters have
unexpectedly agreed that yet
another advertisement for a
magazine unassociated with
AMIGA POWER would be
shabbily inappropriate, we pick
at random a screenshot from an
Amiga game and present it as a
bald challenge to your powers
of recollection. Send your
imaginative guesses to |

Wit

nd talked 1o
& rarg [hir

TRUE STORIES

VALHALLA: BEFORE |
THE WAR

Gnaw off your arm in
preference to disturbing

the Brobdingnagian

temper of...

ONCE AGAIN,
YOU LOOSE

THE CRIME: Making grammaltical errors
in a game or its documentation and not
botharing to hire prool-readers 10 comadt
the mistakes, 50 ansuring that the first
impression friend player receives of the
gama, the developer and by implication
the publisher is of shoddiness and
ineplitude as he is asked lo beleve this
game has passed through the hands of
up to 30 people withoul anyone pointing
oul errors a child of five would find
embarrassing, cementing in his mind the
migerable amateurism of the software
indusiry with the irepressible calishness
ol the people who paint special olfers on
shop windows and possibly even leading
him lo badieve that misplacemeant of
apostrophes and substitution of varb and
noun forms is comect English

THE CASE FOR THE PROSECUTION:
(Scena - a foyer. Entar Bily Fan and
Graeme Friend.)

Billy Fan: Mo, honestly, Graeme, you'll
be fine. The advertisement asked for a
programmer, and thera'’s noone alive
whao can program betler than you after
your idantical twin brother Graeme
hurled himself under a bus. And in view
of your infamously morous and
introvertad nature, | shall of course lend

maoral support dunng the interviaw.
(They enisr the inlerviewer’s office.)
Interviewer: Welcome io Impained
Mongoose Software. Its a pleasure 1o
meet you. (Thay sit.) Well, | suposa
you'll want 1o know a little about the job,
basically, we've got the license to Bobby
Bisons Platform Shoot-'am-Up 3, and as
its a cutsie game we need somebody to
handle the movement routings with
plenty ol emphasis on the bounce, your
CV is very impressive but wa'll still nead
10 se¢ you 4o something here, you can
practice on the machine there and then
knock something up for this aftemoons
board meeting. you neednt warry its a
simple task just a bil of parabola maths,
bud first you Il take you on the tour and
you can maat the guy's thair a bit wierd
but their fabo coder's and thats what
counis eh eh haha

Graema Friend: Aaarghh. (Hurls solf
from window. )

Interviewer: | mysall paint the box
artwork.

Billy Fan: Dickens. The irony.

THE PENALTY

18t offence: 3-8% off

2nd offence: 12-46% off

3rd atfence: Death by hanging by
the feet from the cable of a crane and
being swung repealedly betwean two
giagt sheets of imperfectly lextured
plasterboard 1o the dulcet wartdings of
Roger Whittaker

HIMOd YODINY

AHYNNYF

SEGBL

3)




JANMUARY 1995

AMIGA POWER

[+

Still not all Kick
Offed out? What
resilience.

Runs on: A500, AG00,
A1200, CD32
Publisher: Anco
Author: Steve Screech
ETA: Out now

es, it's back - Kick Off 3, but
this tima in a new, improved
European Challenge
incarnation. There are mare
leagues, including the German, Spanish,
French, lalian and English ones (to give it
that Eurcpean feel presumably) and they
all play diffarently, Which no doubt means
that the foreign teams are all bettar than
the English ones
And there's more - new lactics, new
menus, replay oplions, dead ball set-ups,
diferent pitches, more sound and even
improved graphics (il you're lucky you
might @ven get 1o sée some rendered
béts). It even sounds like Anco have
addressed some of the criticisms levelled
at tha rather poor original. It didn't
recognise a second disk drive, wa
complained in our review in AP40, whare
we gave it 69%. It didn't give you the
option of using a two-button joystick. And,
worst of all, there was a disinterasied
silence when you scored a goal
All these problams are being
rectdied in the update, which only leaves
us with the actual football-playing lo worry
about. (And the small mattar of why we've
had to wait till now to get all this sored
out, and then hand over yet more manay
for the privilege. Anco say they're
considering offering an upgrade to
purchasers of the onginal, but even so)
We've only played an unfinished
version of the game, but early indications
suggest it plays much the same as it did
before, only a bit better, We tell you for
sura néxt month
® PAUL MELLERICK

CHALLENGE

the chicket
bandwagon as they proudiy
announca their 4th and Sth
excursions into the simulation of leather
on willow,

Baltie for the Ashes is a special
edition of the Graham Gooch Worid
Class Cricket gama that wa liked enough
to give a highly respectable 80% back in
AP26. Since then Audiogenic have
released the updates Graham Gooch's
Second Innings and Test Maich Special

here seems 10 be o stopping
Audiogenic ¢

CRICKET NEWS

It loaks
remariably
similar 1o the
ariginal Nick
O 3, does It
not? We urge
you to walt for
our FEView
AEET moanth
belore dashing
out and paying mongy lor
it. For the take of humanity.

which both improved the game further,

Battle for the Ashes is a slightly
cut-down version of the original game,
leaturing just the English and Australia
leams that are batiling down under at
the moment, and will cost just £10,
which sounds like a good deal to us. It
will be released in January.

At the same time there will be a
new data disk called Cricket 94-95 which
will also sell for a tenner. Designed to
work with all versions of Graham Gooch
(except Bantie for the Ashes, natch) the
disk will have up to date statistics
for 9 test sides, including South
Alrica, all 18 English county teams
and the 6 Australian Sheffield
Shield sides tha England were
playing in the run up fo the test
senes. Howzal?
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OH NO IT’S A
LEMMINGS

BOOK

hile mos! of us are
eagerly looking forward to
Lemmings 3. many
readers may still be
struggling with previous Lemmings games
= Lemmings, Oh No More Lemmings, and
Lemmings 2 The Tribes. To tham we
recommend a new book called Lemmings

The Solutions. We haven'l actually read a
copy. or aven seen ona at first hand, but if
itincludes, as its publishers promisa
solutions to every single level, then it
should be just the ticket. The book is
published by Kuma ("British computing
books at their best”), and costs £9.95, and
its ISBM is 07457 0249 X

urther details of Frontier 2
have been disgorged by
Gametek, who are releasing
it in February. It's called
First Encounters, bafflingly, and
involves the return of the deadly
Thargoids to human space. There
are new ships to pilol, soma of
which are specialised for certain

missions. There are new
upgrades lo buy, including
jammers, navigation aids and more
powerful weapons. Battles will work
differently, so they'll be less
realistic but more fun, and you'll get
tangled up with more than

omuy & .E

one ship more

frequently. You can ‘jack’ into ‘on-
ling’ “information providers',
reflecting current developments
along the InformationMatorway, and
these will keep you updated on
what's going on around the galaxy.
And video clips are promised lor
the CD32 version.

Although still due for release in
February, the Amiga version of First
Encounters is lagging a bit behind
the PC one, and so far we"ve only
seen PC pictures (a couple of which
we reproduce here). They show all
sorts of complicated texture-
mapping going on, which
presumably won't make it to the
Amiga. Tsk, eh?



(“THE CAT
GAME” - Ed)

Runs on: A1200, CD32
Publisher: Team 17
Authors: Amber
Developments

ETA: March

“What innuendo?”
ask Team 17.
Indeed.

We were thinking of getting an AMIGA
POWER cal. Just a small one, to sit on our
kaps and keep us warm in the winter. But
we were alfraid of what Cam might do o it.
After work. So we'll have 1o get by with the
new platform game due out from Team 17
in March.
IT's being written by a pair of chaps
called Matt Bell and Andy Coates.
Togathar they are Amber Devalopments, a
féw programming team, and this is their
firgt game., But unfortunataly they were out
when | phoned to ask them all about it (no,
ready this tima), so Il have 1o improvise a
bil, drawing on my vast axparence of
platiorm games generally, and the
information Team 17 managed to wring
from them balore they wenl out. | laft a
message, so if thay call back when they
gatin [l be able 1o tell you more,
The game's cast consists entirely of
cals, drawn 1o look as
turry and enticing as
possible. The one you
conirol is called
1 Boris,"a
streetwise alley
cal”, and you've gol to
rESCUR SOMe
kittens who've
been placed
under a spell by
another cat

called Evil Eric. Ina

Lemmings-like fashion, kitlens
you've rescued can be used 1o reach
places Boris can't by digging tunnets and
things. It's an AGA-only game, and we're
promised this'l mean highly colourful
graphics and smooth, parallax scroling.

But what'll it offler that will make it
stand out from every other platform game
with pratty graphics and puzzle elements?
Wil it avoid platform pittalls like hidden
spikes and leaps of faith without ending up
too eagy like, lor example, Marvin's
Marvellous Adventure? Are frolicking,
pastal-hued felines really going 1o appeal
to Cannan Fodder-playing AMIGA
POWER readers?

Hang on. I'll try them once more

No. It seems | shall have 1o leave you
in ssspense until the game's finished,
whereupon we will reviaw it.
® JONATHAN DAVIES

TRUE STORIES

1

SENSIBLE GOLF
“RETHINK"

Guard your Sensible Golf coverdisks from AP44 carefully, because you'll never see the game

in thit form again. Just weeks from Golf's scheduled completion date. Sensible have decided

that, as it stood, you couldn't really see enough of the course on the screan. So they're

2ooming averything oul by a factor of about two, making the players even smaller and the
holes sasier 1o aim al. The ‘gameplay
engine’ will remain the same, though

Bacausa of this, i's hard 1o

imagine Golf being finished by the end of
this year as plannad. Expect it sometime
in the: naw year instead

Several eagled-eyed AMIGA POWER readers have spatted their favourite magazine in

: A commaercial on television. The ad's for bathroom cleanar, and stars the bioke from

i Brush Strokes, and apparently you can clearly espy a copy of AP when he reaches into
i acupboard for a bottle of the cleaner. We haven'l sean it cursehvos, 5o mayba Somecna
i could video it and send it in.

And also, you may be aware that AMIGA POWER was recently absorbed inlo an

: enomous global megacorporation. Well, our new owner's plans include branching out
i into lelevision programming, possibly tied into Future Publishing's magazines. And
: presumably AP is to be included in the equation

So we've been thinking. What would you like 10 see on AMIGA POWER TV,

i should it ever get off the ground? There'd be plenty of Amiga news, reviews and playing

tips, of course, probably presented in the style of Barry Norman's Film "94. But how

i about other things, for a bit of variety? Perhaps some sort of cop show, with us running
: around with big hair and guns. Or a consumer advice programme hosted by the Four

Cyclists of the Apocalypse. Jonathan Nash's Cartoon Time, perhaps. And we could

: probably arrange repeats of popular ‘70s shows like Canoe Squad. But whal else?
: Write and let us know at the usual address, and we'll begin 1o draw up some schedules.
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We have a Brilliant Year every year at AMIGA
POWER, and this year’s
no exception. But
was it a brilliant
year? The
distinction is an
important one.
So this time
we’ve decided to
provide you with
a detailed
analysis of 1994
in its entirety, as
well as listing our
. favourite games
B of the year like
we always do.
. How was it for us?
: For the Amiga?
For games? And
for, well, things
generally?

JANUARY 1995

AMIGA POWER
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OUR ERILLIANT YEAR

here were a couple of months
aarkar this year, round abouwt
May or June, when AMIGA
POWER was in dangaer of
becoming enslaved by Grawvily Force 2
lorever, doomed 1o an eternity of lcy
Cave-based duels. It kind of echipsed
everything eise = not only games, but also
the savageries of my lormented persona
le, which was a reliel. Fortunately we've
lound ways to conirol s hypnc AP
but we stll find Gravity Force 2 a uselul
wary 10 settle office dispules 100 minor 1o
justiy tha AP sledgehammer and sickle
In kerms of gamas that you have 1o
actually pay money lor, though, 1994 has
been... well, not a classic year, exactly, but
ceriainly one full of surprises
of our tavourite games. arrived almost
antirely oul of the blue
Guardian is a case in point. We
priveiawed it ages ago, muttanng
somathing about it looking a bit ke
Starwing, and had all but forgotten about
it i amived one maming in the post
completely unsalicited, and lay around
gathenng dust for a lew days unld, with a
couple of pages 1o fill, wa thought wo'd
gree it a try, just on the ofi-chance. And
the rest is history. The promise of an
A1200 version is good news indeed
Mo AS00 version, though, Every

moming we open latiar:

ik

Jonathan is our leader. We will defend his body with our
own lives should the need arise. Ever.

n fact, mosl

As for Commaodaore, well, ich, eh?
y bean
announced thal tharae

won'l be fresh supplhes of
Armagas in the shops for
Christmas, which is
enormously bad naws. Will
paople be praparad 10 hold
onlo their money unti
Commodore get their act
together? ("Two to threa
waeks al the most” is ther
latest prediction, bul they've
gers baen saying that for months. )
find they're from Amiga Or will they buy PCs or

500 and 600 owners, complaining that somathing instead? Who can
ihese days they only seem fo be able to tell? Sales of the CD32 are
play about hall the demos on our reportad 10 still ba haalthy, though, and
coverdisks, it's disgusting, etc. Bul the

s rec

g until owr hin

amn raw, only 1

Which prasumably makes
me lechnically the single mighbies! besng
evier 10 produce a compuler gamas
magazine. Gosh

with hundrads of thousands of Amigas
iruth ks that 1994 has been the year of the

Amiga 1200, with more and more
publishers laking tha plunga and
commiting themsalvas 1o 1200-only
games. It's inevitable, really - compuler
gamas gel more sophishcaled every year,
and the Amiga is lucky in being

upgradabie, s it can avoid geting left
behind. And if AMIGA POWER is going 1o
avoid getting left behind as well, it's going
io have to carry 1200-only damos like
Super Stardust, Aladdin and Pinbalf
Wusions. We won't ever forget the 500-
pwning majority, though, and we hope
you'll keep writing in. We can always gel
50me more Shckng plasters or something

instalied across the naton, it's hard 1o
aging the whole Amiga
phenomenon vanishing overnight
Here at AMIGA POWER we're
remaining optimistic. Sort of.

But that's enough gloomy
industry commentary, (Especially as
v just naticed Cam filling most of
his page with the same sfjrl of stuff,
and it ternfies me when | find | have
things in common with Cam.)

The best pan of 1994 for me
parscnally has been starting the year on
the botlom rung as AP's much-malignad
RPG-and-complicated-naval-strategy
game reviewer, and ending it as its editor,

® JONATHAN
DAVIES

UPPERS
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THE BOTTOM LINE
The same, only with :
AT 200 more games. And
more AP coverdisk
demos, natch. 0




MY YEAR:
BY CAM
WINSTANLEY
AGED 25.5
Gun-totin’, bike-
ridin’ big guy CW
tells all.

hat’s baen happenng o ma
in 1994 then? Well, |
answerad m DG
reader calls than ever balone
(Aarghh! = how many times mus! | explain
that A1200 ONLY games won't work on an
AGDOT), lell off molorbikes mone tham ever
bedore and got more personal abuse from
readers and softwarng companses than,
you've guessed it, ever befora. But has i
been a good year lor the Amiga, me and
AMIGA POWERT Of course it has, bul how
good? Was it a 1963 Chateauneul du Pape
type of & yoar, of just a rather frusty 1992
Sainsbury's Dry White? Was it brilliant?
Well, in the case of the magazine, I'd
have 1o say “yes.” In my (entrely unbiasad)
opsnion, | think wa've turned out
antertaineng and worthwhila mags thal have

consistently out-
classed
Gravity Force @ anything our
has made Cam fvals could
smile nearly as cobbip
much as motor together. &
cycles and

women have
this year.

1995

JANUARY

AMIGA POWER

O

pox of scunyy on all thosa paopiea who write
n and blab on about the Malt Bielby Golden
Apge — AF's at its bast right now.

In the case of ma i's béan prefty
funky 100 - | started the year as a statf
wiiter on an F-reg 350 Yamaha and ended
il a5 a deputy edilor on an L-req 650 Suzuki
=an increase of several thousand pounds
and 26 brake horse power

And the Amiga? Well, good is all you
can !"\..I',' ll'.'l.:I'r' Th 5 ime Last ',-cu.r W Weng
Iooking back on the inest 12 months in the
Amiga's hisiory, with new games ke
Syndicale, Flashback and Stardust
emearging on the Amiga first, and consola
hits such as Micro Machines and Deser!
Sirika being portad over. "93 brought us the
CD32 and saw the steady nse of the
A1200, Al of this was good

This yearit's all been a bit strained
Commadone should have been shipping as
many CD32s as they could produce. They
Shoukd have been flooding the highstreets
with A1200s so that the 20,000 new Amiga
owners who join the club évery Christmas
would have no trouble getting their

hands on them

And what's

happening this
Christmas? Nothing,
that's what. Migtski
Mada. Nothing. Dixons
is full of PCs whereas
Commodore’s still full of
promises of a
managemnt buyout
over six months afer tha
parent company flushed itsell down the
fubes. Bah

The obvious resull of this is that there
won't be 20,000 new Amiga owners this
February, but the widar, more sinistar afiact
is that software companies are losing fath
in the Amiga. This is bad for gamas players
(obvicusly), bad for AP, but curiously
enough, spactacularly bad for tha softies
themsealvas,

The Amiga’s still the most lucrative
@end ol their operabons, far mone profitable
than the declining 16 be console markat
Surely they're not stupid enough to fum
thaeir backson such a market. Or ara thay?

Or ARE they? OR ARE THEY?

| hopa not. AMIGA POWER's ane of
the funniast, ineshest computer games
mags on the market, and |l be more than
happy 10 stay hane as long as it'll have ma, |
just hope the Amiga (and, by close links,
AMIGA POWER) doesn't die an untimely

death bacasa software COMPanes
think i's old hatand
Commodone cant gt their act
together. That'd be tragc
® CAM WINSTANLEY

brand new Suzuki
DRE50RSE, writing the
Cannon Fodder Playing Guide and

‘- being hopeless at Theme Park.

Belng made deputy editor and still
getling to play endless games of
Gravily Force 2. Realising that

working on AP Is probably the I
cushiest job in the world. L

DOWNERS Everything ||
to do with the World Cup, -
but Wild Cup Soccer in

particular. Commodore still not

getting their act together. Getting
smashed up on my bike and limping
around for six months.

moaning about A1200 coverdisk

demaos and games, when they

should be realising that without the

A1200, the Amiga's going to become

the Spectrum of the '90s.

THE BOTTOM LINE
Truly we are the mightiest beings
ever to produce a compuler games
magazine, but for how long? Next
year's make or break for the Amiga

after a slandstill *94. And
if anyone's listening, I'd
like a Triumph Tiger for
Christmas, ta very much,
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J NASH’S
'YEAR

hat do | remember
particularly as | look back
A upon the year ol Our Lord

ningtean hundred and
nindty-lour? Amimaniacs returning o
What's Up Doc, of course, all the bits
restored they cut 1o make it fil the
afternoon shot, bul with the unwanted
addition of unpleasant scrolling messages
advertising 0BS8 competition lines; the
Batman animatad film; Tiny Toons being
lamible every week for four months; and
my Mac ballowing a random quastion
whenever | type the word "'What' are tems
thal spring equally easily o mind

Less obwvious, perhaps, was tha
Adventure of the Mustard Tncome: a tale
that must for the moment remain untold,
athough | am parmitiad 10 reveal that had |
shimmiad two s1aps 1o the fght, the papacy
would be a thang of hislory,

Then, of course, there was my
rumphal acquisition of the very pencil
Chuck Jones used o lay out the world's

i greatest animaled cartoon picture, Robin
Hood Dalty. By a stimulating coincidenca, |
labar descoverad this was the same pancil
Jones had won from B#l Hanna during the
Bmous 1946 inler-animation-depariment
poker gama played lor studsd proparty
riher than money. (It was the inevitable
gxchange of artisis’ pads (due 1o two pair

! S5 and eaghls winneng oved a haarts
fiush) that led 1o the thematically identcal

Rabbit Rhapsody and Cal Concarlo

AppaAIING al the and of that year.)

Such a prize inevitably diminished the
impact of maeting in parsan James J
Dugan, the athlete prodigy immortalised in
e respacted documentary, The Jimmy
Dugan Story

But by far the most atiractive moment
of the year came with my appointment to
he cloud-kissed pantheon that s AMIGA
POWER. Even the thrill of having an atoll
off a certain Southarmn Seas republic given

my name in the

Latin followang

the resolution
of a dehicult
poliical question on
bahall of tha

government
D55
-~ b '

paled
Tl

basice the

Let the records show that the year in question has featured
J Nash in a supporting role. Or has it? Or HAS it? OR HAS IT?

grandeur of a posting io AP,
How wedl | recall my first day
pul al ease by swapping bght
scxantific formulae with the
bantanng valarans, Seeking
scraps from their mighty table
by amusing thém with a
prepared comedy speech and
fap routine. Belore the
alernoon had waned | had
passed the grusdhing nitiabion
Test, accurately mentifying the
next 1o die from a list of
unsieady celebntes and
miakireg @ joke aboul cancer
Then a hearty moal of

charubem and seraphim, and | was
equipped 1o bagin the long and anduous
journey 1o uthless revmewing enlightment
cinemahc rakerenca and the plagians ng of
obscune DOokS

The year passed steaddy, as | had

1 am net | Mazh ai all, and | want to
shave you bald and spray-paint your
head in the colour of your choice for
only $19.95. And this is Grawity Force 8,
the game of some other champions.

OUR BRILLIANT YEAR

| am mnat §
MNash. | live in
your cabinet.

learnt from Masier Yi thal it

was obliged 1o do, and along
with my growing inlothe rble ol the newest
of the world's DISSEMINATORS OF
ESSENTIAL INFORMATION, this passage
of me birthed many ocCurmences
Outwitting a gentieman brigand in Dawson,
Canada, compléting The Secrel Of Mankey
Island, masienng the art of constructing an
anquabus for idke amusament and counting
disk four of Universe twice are some of the
events | can recall with easy warmth
Certain others wait behind painstakinghy
construcied memaory blocks until @ number
ol high-placed persons are safely dead
although occasional flashes of a crackle
rofien calendar handwritten in an wentamiliar
scnpl and showing fifleen months
sugnests much o look forward 1o In
much the same way as there s
much to look donward io” in, for
examplo, 1095's AMIGA POWER-
commissionad Gravily Force 3,
the swathe of Doom clones, the
Gunfighler special edition wherns the
wictim crashes 1o the fioor in
show mobion, and possibly (just
possibly] Guardian 2.

As tha year commerges with
tha horizon, | reBect on how |
have with fiery determination
progressed from the filthy ranks
of the not-AMIGA POWER io a
saal beside the elder gods
themselves. The year of Owr
Lord ninetean hundred and
ninety-four has dane right by
ma, and |, through strange and
sinister acts, have done nght by i | now shp
kg a shadow inlo the night, destracting from
my egress with a kst of my favourite gamas
ol the year so lar
& J NASH

THE BOTTOM LINE

So far, the year of Our Lord nineteen
hundred and ninety-four is on
course for a confident victory, but
anything yet could happen as | write
these words in the closing fortnight
of December. Some other magazines
may be satisfied with almost all of
the year and mark it regardless, or
perhaps even review the PC version,
but AMIGA POWER shall stand fast
for the fully-finished item.
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New boy, old
Steve became an
old boy this year.
Sort of. If you see
what we mean.

ISSUE 33, JANUARY
1994

I've only just arived at AMEGA POWER
and everyona seems very frendly. Stuar
Campbell i5 in charge. He's a short Scoitish
fellow with a pekewlar hair cut, but ha
seeems kwile nice, For sum reason he
finches wanevar anybody mentions
poppies’ or ‘Cannon Fodder', Ha spends
the hole month playing ‘Mortal Combar
whilst everybode else works frenziedly. |
spend mast of the month sitting quitely in
ihe corner and hoping that no omne will
speak o me. What does a ‘Producshion
Editor' do? I'm no nearer finding out

ISSUE 34,
FEBRUARY 1994

Phew, made it throught the furst ishew
without baing rumbled. Though | had fo
pretend o have a nosebleed on ‘dediing’
day, as | understand it's called

ISSUE 35,

MARCH 1994

Theyve all started looking at me funily
rasantly and I've been gatting worried
Ewvery lime a magazing cums back from
the panters they hudle round it and make
luthng noises, while gccashionaly glaring
al ma! | don’t know wol I'm doing wrong
Somebode help ma

ISSUE 36,

APRIL 1994

I'm supposed to korect the spediing!
That's what a Producshion Editor doas. |
was lawking with Richard Jones of Amiga
Format in tha (“Sweal shop™ = Ed) and he
tole me. | rushed straite oul and brought a
dicshonary. Thank God

ISSUE 37, MAY 1994
It worked, | am now a proper Rradueshes
Production Editor. Stuart’s left though, to

edil a new magazine
called SENSIBLE
POWER ar something,
We have a new oditor
called Jonathan Davies,

ISSUE a0,
AUGUST

1994

This month we have James
Attwood. a schoolboy, on
work assignment wilth us. Al
last there's somebody in the
office | can push about as
befits my tle, James leaves
each neght cryng, with sore
red ears (from where I've
boxed them), Ha

That's me. On
holiday. In Brighton.
Wearing a tea-lowel.

o
FA CUP 1t ROUNCL

ISSUE 41, ‘"“:“l‘“;.';".",'iﬁms : o AMIGA  ISSUE 43,
SEPTEMBER ve DRISE POWER. ~NOVEMBER 1994
1994 Whan this passes | fing Lp all Guardign arrves and the antire team

On the Ball Warld Cup Ediion arrives. I'm
alkowed 1o wrile a propar resiew. Wahay, |
don my trusty anorak, gat mum to pack
me lods ol sandwsches and stay up every
night playing the game. It's fab

the software houses and offer to sall them
good scores in the future lor bags of

sweels. They are all
unrasponsne and |

spends far oo much time playing it and
consaquently the magazing is a couple of
days late. Oh dear

ISSUE 44,
DECEMEBER 1994

end the manth
shghtly deflaled

ISSUE 42, Stuart Campbell came back 1o see us in
OCTOBER ; — his posh new car, We are all highly
19904 i i b impressed. Especially with his car alarm
On the Ball World Cup i i . which is very sensitive and has him

IS thé number one " . £ t running doswn the slairs every len
besisaller in the X B ﬁ" minutes to turn it off. How we laugh
warld! (On the t Ha ha. Stuart also brings us Sensibla
Amiga.) A nervous L World of Soccer. | can'l slop playing
wave of nausea . I'J-.E — : it for days and days. Stuart luming
Swoaps over me as | - 4 up out ol the blue (car) makas ma
reahse the My favourite object stop for @ moment and consider, It
COmMercial power my word now of 19947 The Amiga, occurs 1o ma that I've bean here a
has, and ihe almast holy duty | unquestionably. (Will year already. Can | go home now?

have to stay pure 10 the ideals that do?) ® STEVE FARAGHER

UPPERS Working lor

AMIGA POWER has been

one of the best things that
ever happened to me (sob).

DOWMNERS No, can't
really think of any.

THE BOTTOM LINE

Well you've all been wonderful. But |
wanl you to know that this award's
as much for you as it is for me, And
while I'm here, | can't leave without
saying thangyew to a few people.
Thanks to Mum and Dad, for having

the courage lo stick by
me. Thanks to the little
baby Je... (That's enough
thangyews. - Ed)

93
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For your comfort,
we have passed
Rich’s words
through complex
sound-deadening
equipment.

of ma, the thing | can remambsar

enjoying most about 1994 was

the fact that it wasn't 1983 any

mosa, because if there was ever
a year and a person o whach Lady Luck
OWed Some Saveng rIIJl:)'!I'_:-J ZINg it was ma
n 93

Not only was | struck down with
measies, and had my Gran die and my
mountain bike stolen, but | also
scodentally ran over the tamily dog while
ttempting a particularly tight piece of
reverse parking. Actually, | wasn't, she
didn't, it wasn't and | didn't, but
nonéthelass | seemed lo have a pretty
dismal tme of il in "93, and can distinctly
jamember wondening on more than one
occason when on earth it would all end
Until someona pointed out it would be on
December 3151.)

1994 was a vasi improvemant
however, with plenty going on in the world
0 Keap my SpIms up = tha oy | was
Brought by England winn ng the Woarld
Cup, the abolishment

ol the slave trade and the discovary that
the earth was not in fact flat so you
couldnt fall of the edge was marmad only
shightly by our shkghtly embarrassing defeal
by the French during that haartial
weekend al Hastings

Or, of course, | might have my dates
a IMtle wrong there, but I've had my head
rathar too full of computer games this year
o have had time to lake an active inleres
in politics, But if 1994 wasn'l the year of
the Amiga then | don't know what year
was, becauso wa've canainly boan insalad
1o a whole host of axciting new games -
Horace goes Sking, Manic Mingr and
Monty Mole io name butl three

Or are my facts a lithe twisted again?
To tell the truth, I've become a lifle
datached from the state of the Amiga
game market of late, what with hawving 1o
spend one week each month compiling
The Las! Resort and
Complete Control, the
lollowing
week in

OUR ERILLIANT YEAR

sutfering from mental axhaustion, and the
two weaks after thatl undergoing the
special counsaling | nead to psych
mysel up in order to face the next
month’s mailbag, leaving me litthe time
to actually get round to switching my
Amiga on lof a lew rounds of whatevar
we've been recommending o you

But from whal | can gather from
ihe confusion of letlers and the swirls of
colour which great my eyes as | regain
consciousness from my monthly post
Complete Control slomach pumg and
blood change and open up the lalest issue
ol AMIGA POWER, Thame Park looks
good, as does Guardian, Aladdin, Super
Stardust, Fly Harger and Libaralion

And 50 to 1995, for which my hopes
are high, but lor which a number of
questions spring to mind. Will the Amiga
Survive against the ever-incréasing
console market? Will AMIGA POWER
Survivie agansl ine evar-increasing
selecton of compulér magazines around?
And will | get to have my first snog? Lets
hope so all reund
@ RICH
PELLEY

Fiy Harder. It's a
bit hard. To fly.

wasn't hit by a giant,
undetected meteorite and we
weren'l all instantly killed. And

Laser Squad on budget.

DOWNERS Noel
@ Edmonds wasn't hit by a

course, Battletoads.

Tuesdays, lots of months
ending in a *Y", but most
importantly, lots of great
Amiga games.

glant, undetected meteorite
and instantly killed. And, of

THE BOTTOM LINE
A year much like many others; lots of
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“Christmas?” we mused? “Bah, humbug. ]
We’d rather be stranded on a desert

island”. And so began the strange chain

of thought that led to this month’s Who

Do We Think We Are? Let us suppose

we actually were stranded on a desert

island for Christmas Day...

Tv's the visual medium
that fills my lite with
happiness,” peamed

(A
“'Cheﬂy :
B o

fhat glop my

on EI““ Bul 'm nl“! w:':ln“:hphuh', m
teaux melting 10" ugh peas - WF

choccy 83 what it 1 didn't get e plain 167
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Runs on: A1200
Publisher: Ocean
Price: £28
Release: Out now

here’s this theory | have about

Amencan films, and that's that the

mansters of S cinema during

the 1880s were middle-class
leenagers. Lel's face it, the reason all
those masked killer movies were so
popular wasn't bacause tha
masked killer kept making
jokes, or the special eflects
ware clever, or amything - it
was because middie-class
American teenagers kepl
getiing horribly murdered. it
was perfecily clear thal the
audience wasnl hoping the
middle-class American leenager

(<.rind and rescue Akbar,
our sccrekt infFormankt.
is bzing
in o baosg-

who'd spiit up from
the rest of the group
would notice there was another
parson in the room and, lor exampla, run
outside: it was rooting for the masked
killar 1o hurry up and bash the middie-
class American teenager over the head
with his trademark walnut bookcase (or
whatever). The psychology behind
wanting the middle-class American
teanagers lo die s a matter open to
debate, but it's probably somathing 1o do
with the fact that middle-class American
leonagers ane vile

The 19905 needed new monsters,
and who betier o project America's
feelings of guilty impotence al than
Johnny Foreignar dictators and drug
barons? Far easker 1o put them in films

(and, as here
James) than
contront the
olams
Jre bound
o have sean
Lethal Weapon 2
lof example. But
n ourse, Natural
the film thay bannad in

Bormn Killers
Britain because it's 1o blame for ten
murders. That, say, tha bonkers people
who aclually did the killings aren’t, And
how exactly do you justify banning NBK
while Disney's 1977 mowie Candlesho -
starnng Jodia

Foster
the obsession with which actress
spurred John Henckley to shool Ronald
Reagan - is still freely avallable 1o
children®) Bul anyway

Irritating, 'l i, being harangued? Thal's
what iU's like playing Jungle Strike
Throughout the game you're battered with
unaasily right-wing US politics, from snide
comments during the intro about
Congress cutting the spy sateliile
programmae 1o the game ending abruptly i
you blast a ‘high-profile’ hostaga in error
Ban it, that's the solution.




JUNGLE STRIKE

Politics aside (except of
coursa they're not)

dungle Strike e
is an

game. Sloppdly, unlike fts precursor
Dasart Stnike, the game hasn't been

thed up graphically in the

tawdry air, not at all helped .-l"’
by the DEVICE OF THE

DEMON OF DOOM loading T

18ds you i's ‘Loading’ but

aisa nlermittentty

‘Unpacking'. Gnnghh. Put aside also your

ideas that this may be a 30 game - if's a

trick, as you fly at a fined height. Indead,

when you can’t quite place yourself in

relabon 1o the map due 1o the acute

perspective. And in A (aaarnghh) Tower

Jungle Sirike. Tha narralive thrust of the

story is thal the previously unmentioned

gon of the villain from tha first game has
mainiand Amaerica,

and in fits and

starts you have o

adoquate convarsion of tha Maga Drive

process. This lends il a

routing, whach not only ’ r

the only time the 30 comes into play is

Assault sort of way, plot plays a big partin  {g
leamed up with a drug lord 10 nuke

soe off the drug

unméantioned son of the villain from the
first game from a caplive and then blow i
up. But unliko (aaarghh) Tower Assaiu,
Jungle Strike is termbly good fun. Phew.
(Or s t? Lol us sea.)
We shall examine a typical session
of Jungle Strike. Settling for the
keyboard option in place of the
. awkward joystciukeyboard
; combination. you curse tha
lack of support for the CD32
oypad of two-bulion
joysticks at large. The game
= begins, and you are
o= ) commanded to prevent the
" I druglord's minions from
=/ destroying important US
monuments (or somathing). You fiy
around a bit to familiarise yoursell with
the slighily inertia-y controls; no problem

for players of
Grawity Fovee 2.
You call up your
information
console, ruing the
tact that your
amma, fuel and armour readouts are
fucked away on this supplementary
scraen; also that pressing fire cycles
through the map, and the mission

and sub-mission detalls 5o thal N's

letchily easy to scroll past the ona

you wanied. There are your
assigned targets - off you go.

You come in on & straighl path. Emor.
Testy villaing with rifles run around and
pot at you. You strale them with your
macheng-gun, and aler three direct hils
they deign 1o fall down. Tsk. Armed lormes
Zoom about, and your co-pilot locks on
wath @ missie or two. Exphosions lear up
the (strangely desolate) Washington
roads. A single rifleman staggers from the
smoking wreckage, but a few rounds
finishes him off and the hostage is free 1o
scrambia up the ascape ladder. Victory s
yours. On fo the next sub-mission

Ripple dissolve 10 a later stage of the
game. A junghe section. Low on fuel and
wilh nong showing on the map, you'ne
blasting open buildings. A pointhessly
tedious element this, especially as an
Inadvartent axtra shot during the building's
destruction zaps its contents. Bul fortune
smilés upon you, and you uncover that
valuable petrol can. Your co-pilol bungles
winching it aboard on the first pass, and
you look forward to rescuing a befter
assistant from the POW camps on the
next lovel,

Mow you swoop into a haavily
guarded missila base. It's not your primary
mssion, but generally you can tackle the
sub-levels out of order, depandent on
knowing the location of your targets. (On

some levels, the device of having to
rescue a hostage who knows these
lacations imposes a realistic and
unobirusive structure — take nole,
(aaarghh) Tower Assauffy A tank spols
your approach, but keeping your cool you
swing around the monster ahead of its
tracking turred, your gunfire

aimed by your co-pilot. An oily cloud
unftolds into the sky as the tank explodes,




b

leaving its charge of
missile
components open
to aftack.
Success. But
whati's this? An
anamy helicoplar
has been alerted to your
presence. It pursues you across
the forests. An ill-timed

CVasive manpeuvre, -
and your gunship
rebounds from a '/mamr tailing of the game, Playing
palm tree, drinking blundering into Jungle Strike al length | found mysel!
Up your ensrgy tactical ambushes and missions (four - Jungle Strike has nine, mantally switching oM, and flying around
levels as all scrapping with superior although the sub-levels bloat the figure listhessly as yet another lank-snipar-
obstacles are deemed numbers, but as soon as substantially) and that the levels were too enclaved mission objective combination
10 cause equal damage. - you realisa you can avoid samey. This dd not prevent him from hove into view. An undeniably fun game,
Anathar rapalient llaw, The trouble by circling an encampment to awardng the game a spectacular 92% but ong that should be rationed
helcopter picks up on your unconirolied waed out tricky tricksiers and then Perhaps | am less loderant than AP's
spin and rockets you to the ground. Damn  shulfling, rather than zooming, into the tamously generous and chummy crudely-
i3 eyes. area itsedl, the thrill is somawhat reanimated zombie guitarisi, but rather ._f

Ripple dissoive 1o a further lavel, deprecated. than seaing the lack of variely as a minor Action-packed, @
Beyond the night attack, where your I's as if thia designers spotted this point to be quibbled over, | regard itas a ’

blazing cannon lights you up like a beacon  themsehves, as the later levels rely tar too
unless you turn up the monitor brightness heavily on the trick of severely limiting
and be done with it. Now you're grappling  your munitions so you have to hunt

with a stolen steaith fightar, having leadenly among the huis. They also have
already surprised the villains with a an uniriendly habit of putting slightly too
hoverboal attack and molorbike chase. many hostages in a building so you're
The aeroplane handles dfferently from forced to go back and forth between
your gunship, and you invariably crash it locations for really no good reason; and al
upon takeoll, cursing the lack of poents you're given no choice about
information about the fighter and the way parforming some ludicrous task the
you're atypically refurned to your faraway smallest error in which ends the game.
base for your next lile. Swarving around For instance, instead of

the airstrip this time around, you waiting on the ground like every ‘
concentrate on biowing an island's other hostage in the game, a

bridges. But the massive ground delences  defecting general takes it info his

pound you off the screen, You have let haad 10 run inlo a lower and stand

down the President and his white-haired on the rool where, inexplicably, your
mom, Bab. winchman can't colkect him. You

have fo dastroy the lower 1o save

him. But destroying the tower reveals
The simiarities between levels of Jungle a soldier who shoots the general. So
Sirike quickly bacome apparent, New you hava to destroy Ihe lower and
shool the soldier remarkably
accurately, having 1o use exactly the night
numbar of bullets as the next one hits the
genaral. Tch,

Leafing back 1o Tim Tucker's review

of the original Desert Strika, his main

THE BOTTOM LINE
. There is indeed an
AS500 2500 version. Which
o ST ghould be exactly the
ﬂ same. But £26. Stay tuned to this




has been captured by .

enemy
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eaquesl DSV sucks. | hate it in

the sama burning way thal | hate

Star Trek The Next Generation or

any other sell imporiant
pompous, pious TV program. | hate it
because it's full of smarmy, neatly
dressed, politically correct, non soxis1, nan
racist goody-goody “nice” people, all
5aying "nica” things 1o each other and
generally being “nice” in a way that real
peopia never are. Knucklehoads

I hate it because it assumes thal

everyone in the future’s going to get on
ik first year students during reshers
week, when recent turns in the political

scene suggest further
splntering of athnic
groups. and increased
localisad aggression. In
reality. Might Is Right,
bul Seaquest DSV (and
THG) choose to
complately ignore this. |
hate il because there's a
maoral 1o ba learned overy
weak, and everything that
happens doas so 1or a
reason and results in some
good, when in fact the
world's a jumble of

unfortunately random evenls

BIT POLITICAL

Most of all though, | hate it because i
bows before the great god Technology,
and assumes that all of humanities’

problams can be solved by something

MARINA, AQUA MARINA

Identified by sonar as
neutral structures,

these oil tankers are |
the target of this raid.

Your bearing
and depth to

match up with
the nav comp.

All that dull
navigation
stufl’s tucked -
away here.

Tr——

t mrﬂﬂ He sinks into
bubbling groan.
unknelled, uncof

cored and

superconducive

Yaah, right

Subwar 2050

that's Kevlar-

Ny dej

harmony and got real. Oh sure
xChnodogy that allows you 1o diva 10
unspeakable depths, but only 1o plant
bombs or poison fish. And admiftedly, you
often use your impressne weaponry o
protect e, proparty

Its a whale. Allegedy,

and the pursuit of
nappinass, but then
again, you could
just as easily oif a
whale or rip out the
battomm of an o

- tamker with a
barrage of rockets

P

could very easily have been Saaques!
DSV: The Game, but thankfully somecne
got thir head into gear, kicked out all
those wussy nolions of peace and

YA P
REaDT

IS
3.2 -~

These handy lines

always point up,
}—— helping you keep
your bearings.

Your next waypaint.
Go through it and
you're doing fine,

Shows the
Weapon or
device selected
far firing.

Sometimes you have 1o
be bad 1o be good, as Subwar 2050
realises and Seaquest DSV, TNG or any
other wishy-washy liberal TV show refuses
to admit

GAME BIT

Subwar 2050 doesn't have any new ideas
in i, but it does slap a load of old cnes
tegether in new and interesting ways, A1
the heart of the game, a sub sim lurks,
complete with all the features you know
and love about submarine warfare. Sub

games are traditionally dull 1o look at




though, with a 2-D display
showing your position and a
depth gauge 1o place ypu 3-
dimensionally, but Subwar's
having none of thal. Forgoing
such a tradional view, wa've got
a first person, potygon-generated
view 10 hook al, which is similar
B3, i not entirely the same as, a
fight sim. Finally, 10 justily this

rather odd blend of game types, . Wit

and to explain why the subs can go
80 fast, thera's a futuristic setting
whare corporations battle each other on
Ihe sea floor as well as in board rooms,
and where freelance submarine fighter
pilois are called upon 1o resclve leritonal
disputes with force

Soil's F-117 Stealth Fighter maals
B85 Attack Sub meats Syndicale, which is
i good enough breakdown 10 use when
logking at the separate elements of the
game. The flsght sim bit, well, it looks like
a fight sim, do@sn't i1? You've got a few
cockpil dkals, an artificial horizon, depth
gauge, woapon display and 50 on,
athough there are a few things to warn
you that you're nol in a plane

BIT CLAIRE

For a start, nothing's got wings,
i such a huge cross section
would prevent a craft from
wning in wates.
Sacondly, if you look at
- an exerior view when

. seak, isn't such a good thing.

4 The craft doesn't handle like a plans
- anyway, preferring 1o be either boll upnght
- of upside down, 50 when you turn, it

“Qbviously,
tainting
someone’s

fish stock

Your main

weapons ane lorpedoes and
rockals, but you do gat
decoys, minas and ‘special’
things for certain missions
Rockels are cool because
they travel last and can be
used 1o shoot down aircralt
but they're a bit leeble and of
course are unguided, so you
have to lead (Aim a bit in
front of. - Ed) maving
targets 1o scone a direct ht
Torpedoes use sonar (or
something) 1o lock on 1o

Peckham - on a wet Saturday afternoon.

suBwAR 2050

largets and have bigger
warheads, so il you blast ong off, it
generally find a target. This is fine as long
as thare aren’t any friendly ships in the
area, olherwise you'll end up with
ona of those embarrassing
‘blue on blue’ fnendly fire
inCidents

Anoiher handy,

fiight sim-type feature is

that you've often gol

one or hwo wingmen,

which you can direct
with simple keyboard
commands to protect you,
head for home, or (my
tavourite) attack the target

you're looking at. This is such a

good one as it means that they take all
the risks and leave you 1o grab the glory
and the money - Hooray!

Mashed in with all this dogfighling
tomfoclary is the submarine stuff. The sea
(as any fule kno) gats colder and darker
as it gets deeper, but it does 50 in
dramatic steps. This results in thermal

TORFEBD
KRERDYT

gnds) where warm surlace water meets
colder, deeper waler, which apparantly
refiect sound waves. In game terms (as all
sub game veterans know) this means that
it you're above a thermal layer and
another sub's below it, then you can't
detect each othar with sonar, which is
particularty handy whan avoiding surlace
ships or dodging by seabed bases.

Sub feature number two is your
ability to alter depth by blowing or flooding
tanks, which is handy as you can climb or
diva indepandantly of the direction you're
facing. Once aercnautic bods lully davelop
360-degree vectored thrust and tie it fo fy-
by-wirg technology, fighter planes will be
abla fo do this kind of thing oo, but for the
moment they can't, and the only reason
I'm telling you is 10 appaar knowledgeable
and well informed. But | digress.

BIP BIP BIP BIT

Submarines use sonar 1o detact cbiecls,
which is largely made redundant by the
fact you can se¢ objects most of the time
in Subwar. Passive sonar works by just
picking up nolse made by other objects,
and consequently isn'l that impressive,
whereas active sonar sends oul a ‘ping’
and kistens 1o the echoes, pretty much like
radar. Clowiously, this is great and
everything, but the downside is that it
ANNOUNCES your presence and makes it
easy for enamies 1o lock oo you,

Generally speaking, the best tactic is
0 use passive sonar until you're delected
of start 1o fire weapons, and then go all
Kill crazy with the active sonar basting
anay.

is something we ganerally shy away from

on AP, but which goes a long way to

making this such an enjoyable game. The

 problem with Subwar is that if you take it
 at face value, it's not tha impressive to

o all saving whales you
. Sometimes you get 1o
sink things.

Here's a Japanese war fleet, with
a helicopter buzzing around
overhead, waiting to land.

Things hot up below as your
torps start flying. Or swimming.

It you control your wingmen,
you can attack several targets.

And binga! Torpedoes and
rockets strike home. Ooh, Ahh!

HIMOd VOIWNY
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Aher a few missions of Subwar, nona of
this really matters, as you really get inlo it,
with the storyline addeng lo the
atmosphene in much the same way that
Syndicale’s deliberately amoral missions
divé you into a blood frenzy. Sel all
across the globe, each ol the six
campaigns stars oul with a briel mission
screen explaining wha's employed you,
whal their goals are and who Ihe bad
guys are

It's the ‘brial" that's important hara,
as it doesn’t have 1o revert o animated
fim-type sequences or stupid 80-page
novellas to set the scens. You're simply
fold your mission and left to read Under
Currents - The Maritime Corporate
Delence Journal, which comes with the
game and is a sort of AMIGA POWER
for marcenary submarine pilats.

The idea is that in the future,
corporabions can engage in corporale
wars, which are an accepted part of
businezs life, Ag long as the fighling
doesn’t spread and civilans don't get
killad, thesa wars are used in conjunchion
with more accepted business practices to
gel things done. Quickly,

I's therefore considered accoplable
1o blow up some robol drones 1o break
whales out of an Arctic whale farm, or
sneak inlo 8 South China Sea fish tarm to
drop canmesters thatll render tha flash of
the fish purple and inedible. Obwiousty,
tainting someaone's fish stock means war,
S0 there's planty of more traditional
shooting action 1oo, from prolecting
submaring lankers from pirates 1o blasting
surtace fleets and trashing VTOL planes.

All dastroyed cralt shp inlo the
gloomy deplhs, but surface ships do it far
betler than amylhing else, breaking up a
bit and plummeting so quickly that i you're
directly below them, they stand a good
chance ol wiping you oul.

LAST BIT

To recap. Flight simiish), sub sim{ish),

TRAVEL THE WORLD

Unfartunately, in the world of international corporations and sinister
business organised wars, you rarely get to laze around on beaches, unless
you get washed up of course. The waters in which you battle are
Inhospitable, cold and frequently poliuted. Bleeurgghhh,

wdb

THE BOTTOM LINE

ARIIS




woke up al 8,35,
decided that | wasn'l
ready 1o face the
world yet (let alone

have to review a gama,

especially on a

Saturday), and wen!

back 1o sleep. | re-awoke

at 9.14, bathed, dressed

and made mysell breaklast,

for which | had a bowl of

Ricicles, a piece of loast, a cup of lea

and a small argument with my Mum about

ma leaving offensive mug rings on the

sideboard. Suitably luelled, | decided I'd

betier gal my act logether and get on with

my review. It was 10 o'clock,

BUMP

AL 10.40, | accidentally mistimed a jump

and landed on some spikes; forty minules,

that is, into the game, on my first go ever,
Marvin, you see, is ridiculously easy, and
that is the entire problem. At 10,52, my

concentration slipped as | glanced out of

PLAY DEAD

There are a number of ways
baddies can be killed in Marvin,
Don’t expect 1o be too
surprised, though,

the window lo see whal sor of

day it was (it looked like rain, inevitably),
and fell inlo some lava. Two lives lost, but
Ihe quantity of exira ones | had gained
during my first 52 minutes of play still had
the life counter going off the scale. At
11.06 | paused and went to the loo.

Crikey, | thought as | searched in
wvain for some soap and rinsed my hands
under the tap, I'm going to have a bitof a
tough time reviewing this game. And, sure
enough, a mere four hours and thirty-two
minutes later, nol including the break (and
chaase on toast) | had for lunch, | finishad

problems reviewing this litle banana.
I've decided the best way to show you
what it's all about is 1o include lols of
screenshots, and explain the individual
bits as they happen in order for you to get
the gist of the game. Marvin's Manvelious
Adveniure's pralty standard platiorm
fodder, divided into sixty continuous levels
(i, there aren’t any end-ol-workd baddies,
or ‘World Complete’ messages), the five
worlds providing sublie variations in
backgrounds and baddies.

LUMP

From these screenshols you'll be able 1o
sea that it does indeed look great, all sun-
setty and AGA-rendered. It looks cute,
and Marvin looks cute as he pulls himsell
up onlo platforms, of turns his head o
look out of the screen and winks when
you leave the joystick alone for a while, A
thumbs up, at least, to the graphic artists.
5o then. | enjoyed mysell thoroughly
for the four hours and thirty-two minutes it
took me to play through Marvin, but it has
to b said that | have no reason ever o
want o play it again. There are no bonus
sections or axira screens 1o find (or al
least, the ones there are are o obvious

®
-
.
. —

you're bound to find them first time around
anyway|, 50 basically I've seen everything
the game has 1o offer.

My credibility would have been
elevated yel further if | had actually
finished the game on my first game ever,
but in truth it probably ook me around,

ooh, ten attampls. Using the passwords |
gained along the way though, nalch.

Er, 50 a score. No ona in Iheir right
mind would wanl to spend £30 on a
computer gama which will only last an
afiernoon, and although I'm no expert at
computer games (Ha's joking. of course. -
Ed), I'm sure no-one who has played their
fair share of plathormers would take more
than a weekend 1o finish this game. So
this suggests thal Marvin should be
scoring an extramely low mark. Or do we



I MARVIN'S MARVELLOUS ADVENTURE GAME REVIEWS

EASY PEASY

asswme that Marvin is aimed
it (pause of disbeliel) The
founger Player? If it is,
tan 215t Contury really
shiould have said so on
e box, of in their press
release, or 1o us, or, at least,

“omathing,
SLUMP

Apparently the programmers even relered
1o issues ol AMIGA POWER when writing
15 game, noting our immediate halred of
platiorm games riddied with just the sor

o niggles we like 12 iron oul in Kangaroo
Court each month. Manin sufbers from
rong of these things. Never will you have
1o take & leap of faith, never will you curse
& @ hiddden spike plerces you through the
round without warning, and never will

MARIO MADNESS

A third box out? Er, well, although it

plays nothing like it, there are a number

of bits in Marwvin that are heavily

reminiscent of Super Mario World on the
Mhimmwm.m.

DOWT FORGET IT2

YO HAVE FOUND A

IF YOU HANT TO STRRT THE GAME
AGATH IH THIS HOFLD: ENTER THE
FOLLOHIMG HORD:

"DOIMG THE DO *

you think “how was | meant o
know that was going to kil
n Me? In fact, Marvin has to
4 be the lairest platiormer

I've played since Rainbow
Islands - every time you die
you know it was your fault, and
nol an iritation of the program

design, and you'll only get frustrated
with yoursed!, not with the game.

The only problem is, as I'm near
bored of mentioning, that it's far loo easy.
And | can offer litde suggestion of how
21st Century could make it any harder,
without them resorting o just the sort of
nuances we've spant the last four years
persuading softies o avoid, or basically
completely re-writing the game.

Wa frown here at AMIGA POWER
on games aimed al The Younger Player’,

-

Sae.

PRSSHORD:

clenching our teeth al the idea thal just
because af the last minute someone
realised thal a "grown-up' game is lar loo
undemanding, it can be flogged off to ‘the
kids’, and flaring our nostrils at the idea
that age bears any radation 10 computar
gaming skill amyway.

CRUMPLE

Marvin is jusi such a gama. We admire
the effort that has been put into making
sura it plays smoolhly, but we scowl
forlornly with utter distaste at the lack of
effort it takes to play. Buy it if you want to
boost your ego, or for a younger sibling or
cousin, but otherwise, in a round-about-
concluding-don't-bother-kind-ol-way, don't,
and you know whal I'm going o say nexst,
bother. (ER? - Ed)

e N T N s W SN g

Looks great,
looks cute, plays
like a little dream.

U3,
- !'.z'J(:?,

Not much

of a variation in baddies, or

levels, however.

You'll finish it within two
days, or I'm a tulip. So
don't bother. It is a
shame though.

ILERREL
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R 1200, CD32
Acid
Vision
£29 99

t now

) at AMIGA
revigw
mes appear on

that when il does,
our procedures
are rigol
Zealand, pecple who brought
us Guat g pions). It
wasn'l by Acid,
instoad faliow
ciu but it's just as
slick an

It for

1
TIHE 0° 25
MC OT4S

Night Rider. He?nber me whe

ng games, and will
therelore be yp against Team 17's Al

Terrain Racer, 's Turbo Trax, Acids
Super Skids, US Gold's Powerdrive,
Teramarque'’s PID and possibly even the
original Skidmarks, which has recently bean
bobbing about near the bottom of the charts
again. And at first, in the face of such stiff
competition, if's hard 1o see Wit it otersil

BURN_

ls

put the CO in and the
n Unlike most
nnlr you'll want to watch
uwalmm Pnsstb-‘y as many as five. it
shows superbly-rendered cars 2ooming
smoothly around a racetrack, crashing into
each other and flipping up into the air
before erupting in flames, making frustrated
cinematographer Cam rave about the
camera angles and how it's got rmtm uur
and everything. Il also featu

most dalightfully unpleasant nt m
computer game history, but I'd ruin it if |

told you invalvas. And., in fact, that's
anough intro. because if you're
playing| digk version you don't get
to see it Afyway.

K s

FoSITION =T | % x00
3n/9 e 02736 REX D00
W’lm L O°II-O
This sccurence it to be s
avoided, if at all possible.

n ! Iniuk at the mgll_‘kyi [

T AT —
Cakhiah SLAM INTERNS

'
=
I/
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the nna hisses a sinister- sound-
wa've been playing most .bﬂ“l *. unseen commentator.
during idlesmoments al AP mmﬂ' “You'll need i
this month. After you've ﬁ' e The music stars lo
selected your car from the o . play faster, and louder.
eight available, you find Enginas rev.
yoursell sitting alone on the track. “Three”
This is your chance 10 do a practice lap, Faster and louder,
and familiarise yourseil wglrllhe cnrm— “Two” . n
where the power-ups are, which a Faster. Louder.
fricky cornars, that sor of thing. “One”

T he screen clears.
. on the starting grid, in eighth
pagiti of nipe. The crowd roars.

Sinister rock music begins o play.

a'TNGH. .
N IME”
i sq@eal off the mark, and stra.|g|

away a computer-controlied car cuts

£ oY --..j‘_w

h
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Sxnp

Some tenie nose-1o-Lail
racing. Earfier.

“GET
THE

I D" BT AN
' L

Bcross in front of ygus racing, you
shidoe lorward 10 draw with him.
DESTROY HIM."

You're in the kill zong, an area of the
lrack fanked with spiked walls. Before he
ipets the same idea, you throw the joystick
Jo the lefl and sideslam the compulter car,
$ending him spinning inlo the wall

SMASH =

Allhiough the spikes don't kill him outright,
e looks pretty shaken upou're into the

firs cormar, and man, Jurn inside a
couple of other ca
"MISSILES"

You've managed 10 pick up some
homing missiles, ona of the waapons you
can blow up othar cars with.

*KILL OR DIE’

You press fire, and a missile streaks
Iowards the car in front.

“TWO MILLIONT
— |

Cicles ardlind tha car to your left, and
then blows it up.
"FIVE MILLION-
Anther car eng flame.
“TEN MILLIO"

An exciting tune stans to play.

im, and a missile swoops Off

I.l!:_ 32~ 7 Sneaki

JACKPOT"

The music stans o play faster and
faster. One mone kill and 550,000,000 is
yoursfiliice. Hurrah. There's a rising
screaming sound, a r\ugﬁ axplosion and...

“JACKPOT"

Some more, pla:.-s
“GET TH JACKPOT"
And 50 0 olling is super-

smooth, and a parallax effect gives the
impression that you'resdiriving hundreds of
miles above a huge city. Bits of the road
ane lranslucent, 100, which is neal. There
are four slages, with three courses in each,
and they start off vary easy and soon get
lerribly hard, as you get shol at from wall-
gun turrets and have to go
wigghng through complicated twisty bits,
Uttimately, though, underneath all the
gloss. it's a very basic"®verhead-view
driving gama. r-controlled cars
behave very | with each
differen! sort having s own characteristics,

F Y

&

il

e
L
="

e

thay're 50 hard to
tightly-cropped siew gt
artificially limifed

pils onby I

et wall

were neafiy'd
o
&

that, althq

=

R to small to
BHIELDS

ROADKILL
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Pay heed 1o

BRCING _HINTS

J&ﬂ EFTER SCOMMG O MOONPOT LISTIN
1| DUT FORTSLT TSP SO
TOFE OUT ONE F4ORE UTFICLE GMD
B 100,000,050 18 YCURES |

e
| PO BT GLL COETE TRY Rirean
[,__. EMEMT CORE T0 THEM

m TR TIoN
T cosLETE f“lw PO 10 SO

rt 1o flash, 5o

iy past tha
geritact with the

noliced you
complaimg =

boe piles of

cash, you & d it on

ally spe

At

atmospheric, thanks
to the sound effects
and music. Slick graphics lelsllc
handling. Well-judged difficulty
curve. Compulsive. Great intro

A few
annoying quirks. Not much
depth

Definitely the most
exciting game we've
played this month, il not
the most original.

INIDH3d

THE BOTTOM LINE
We have yet to see the
Alfﬂﬂ floppy disk version,
but we're told it's the
same, only - tragically = without the
immensely good intro sequence.
The frustration, eh?

3

:
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Runs on: AS00, AGDO,
A1200 (non-AGA version)
Publisher: Audiogenic
Price: £26

Release: Out now
Authors: Pat Fox and
Scott Williams (design),

Alex Slater and Ray Price
(code), Pat Fox and Richard
Smith (graphics), Allister
Brimble (music)

he mighhes! beings ever to
produce @ compuler gamas
magazine a5 we are, it is
appropriate the
publishers lake note of our criticisms and
e upon tham Taka Lionheart, lor
sample. AMIGA POWER intoned, “Tha
man characler - he runs ke a mincing
jesse.’ and, lo, Thalion did enbuich their
hero. Or Super Stardust *It is 100 casy
heoncluded AMIGA POWER, and, ko, Team
17.did get Bloodhouse to put back in al
the difficult parts they'd made them take
oul two weeks belore
To this properly acquiesent company
w8 must walcome Auwdiogenic. “Stupid
Blye Thing is far too stupid,” AMIGA
POWER ululated. “It i most annoying
84, for the (until now cunningly kept
secret) ASQ0 release ol Bubbie and
Squeak, the programmers have adyusied
Stupid Biue Thing so he no longer falls off
a platiorm if you turn around, nor leaps to
his death because you sneazed. This is a
| Good Thing

L

i1 SOMtwarg

BUBBLE AND SQUEAK AS500

L

IW's jolly interesting lo see what a
difference.is made by changing the fine of
code goverming how closaly you have to
@el 1o Blue Thing 1o make him run around
a2in his distance. (AS
ing is I's happened hare.)
Whereas belore a single tap on the
joystick as you adjusted your stance on a
lift made Blue Thing leap it the:air as i
attacked nasally with a cattle prod, now
the bool at least is prevenled from
destroying your careful plans by your
inadvertently walking towards him

(For people who missed the original
review in AP40, you play a small chald
remarkably similar to Charlie Brown who
has o guide a stuped blue thing through
soma attractively clever platiorm lavals
broken up by welcome shool-'em-up
gections. Blue Thing can be used as a
comvensent platlorm, spring, or high-
jumping-mount-that-blows-bubbles
depending on whether you destroy
enough villains and 100l thair bodsas. 1o
feed a bubble-gum maching.

The subsidiary aim 1o each scraen
beyond reaching the exit (something that
may involve kicking Blue Thing through
pipes 5o he knocks down Blocks vou can
use to climb up 1o a previously
unréachable ledge and the like) is to rack
up enough carelessly mislaid gems fo pay
thi ransom of a kidnapped Blue Thing

First there was Bubble and Squeak, and now
there is the same one again. On the A500. Of it.

Junior, Smiled upen by AMIGA POWER to
ihe tune of 77%, the main faiing of Bubble
and.Squeak-A1200 was the annoying
imbecility of your fatuous companion and
the bizarre timea kmit leature which
gradually filled the level with water so that
a lumble from a high ledge mevitab W lad
1o @ drowning death.)

The game now flows' much betler
with the challenge coming lrom solving
the bevel rather than solving the level and
keaping Blua Thing on track. I'm still not
convinced aboul the waler time limit (on
tha later levels there are S0 many lraps
and dead ends you have 1o spend time
sScouting out the screen, but you're not
gven encugh hme 1o compose a solution
and then go back and carry it out) but the
facl Blue Thing no'longar takes it into his
head to plunge to his doom far ng
acceptable reason lends it 8 mone
e@xciing, less annoying air

And nothing's been lost in the
translation to the humbler maching; the
backgrounds are plainer, but | could detect
no othar appreciable diferences. Further
n @ move designed to please scheming
Cah turncoat Steve MeGill, the game
supports the CD32 joypad on a non-AGA
machine, buttons and all. (It's a world's
first, apparently )

Yas. | think Bubble and Squeak has
indeed benefitted from a bit.of a rajig. And
have adusied its mark accondingly.
® JONATHAN NASH

very playable -3'

platform game that 0
avoids the obvious faults and is,
shockingly enough in these modern
times, A Lot of Fun. It's got nicely
different sub-games, well-balanced
puzzles, pots of character and,
amazingly, good music. Hard drive-
installable. Supports CD32 joypad.

The
troubles afflicting the A1200
version - all lo do with the

inturiating stuplidity of Blue Thing -
have been cleaned up in this new,
improved version. But the water time
limit's still overly harsh,

A creditable platform game, the
slight changes from the
original enhancing it

ILERT BT

O
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Game: Reunion
Runs on: A500, AGOO
Publisher: Grandslam

! Author: Amnesty Design
Price: £35
Release: Out now

'REUNION A50(

*an A500 one. Good.

*First there was an A1200. Version. Of it. And now ther@’
] I

am was, of course, only joking
at the end of his Reunion
review in AP43, when he told
you that an AS00 version of
the game wouldn't be appearing. The

giveaway was his use &f the phrase
“Not even in eight years” to
suggest an long period of

time, when, as we all know, a light year
is a measure of distance. Ho ho, eh?

COMING

So here, in fact, is the

Amiga 500 version of
Reunion. And it's the same,
g only without all the sound
and lovely 256-colour
screans. Any 500 or 600 with

you've got an external disk
drive (or three) you can cut
down on the disk swapping
as well. Hurrah. [ |

Unfortunately, if you play

this version on a 1200 you'll still need a

hard drive.

Now, although the graphics and
sound have been toned down in this

.Ivmlnn.ll'lnlcﬂrﬂu same strategy
" adventure game. And as such it isn't

half bad. Basically it's your job to find
Old Earth (the one you're sitting on .
right now). To do that you will need to
find the warp engine your forelathers
used all those years ago to find the
New Earth (which is where the game is
set). And to do this you're going o
have to mine for minerals, invent and
build things, go searching in space,
find and start up colonies and all the

AMIGA POWER i&.ﬁ.ﬂu.ﬁﬁ‘f 1995

O

Everything in the
game is hidden behind a
menu, and some of the menus or icons
won't appear until you've done
something else. You can't launch a
satellite into space il you haven't
invented one yet, can you? But I
thankfully there are plenty of tastefully
drawn pictures to brighten up the i
action. And if your idea of fun is plenty
of head-scratching situations, then
you're going to love this.

"TOGETHER

There's no one set way through the
game, and most of the decisions you
make in the beginning will be
completely wrong, but lsarning through
trail and error is what the game is all
about. It's also massive, and anyone
whao gets well into it will find
themselves hooked.

It has to be said, though, that a
second, and a third, disk drive
is essential you fancy endless
disk-swappi you run through the
masses of

All in all Reunion's a nicely
competent stralegy game with a large
playing area to explore and lots of stuff
going onvin it, and it should provide
you with many of fun once
you've got to grips with it..

@ PAUL MELLERICK
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Rise of the risi'

A1200, CD32

Publisher: Mirage
Warner
Authors: Instinct Design
Price: £40 (500/600), £43
(1200}, £35 (CD32) °
Release: Out n’t;:-w

e

month {an accolade usually reserved for
new consoles from Sony or Sega), and ran
an eighl-page feature on all the efiort that
was going inlo creating the graphics using
3D Stwdio rendering software. Since then,
work on the Amiga version has been
delayed by a prolileration of versions for
other lormats - in total, Rise of the Robols

is being produced for 22 different machines,

inchuding CD- and D0, and there's even a
coin-op version, The music has been
written by Brian May, who used 1o play the
guitar for pop group Queen. A multi-
malion-pound

o gk done 07 5

e, more like.
Runs on: A500/600 (1Mb),

marketing campaign has led to a Rise of
the Robots novel from Penguin, and
discussions ane underway regarding Rise of
the Robots toys, Rise of the Robots comics
and a Rise of the Robols cartoon seres.
There's even been some talk of a Rise of
the Robots movie.

Maanwhile, here's the Rise of the
Robots game.

THE GOOD
POINTS

@ The graphics are great. The robats look
suitably fearsome and move about
smoothly. The backgrounds look good toc.

THE REST

@ The sceno is sat

wmmmm
b As the two characters then lace
ofher, the battle is begun not by a
chying “Fight!”, but by some more
being written a letter at a time

accompanied by a beep-beep-beep noise.
@ There are 7 different characlers in Rise

ing invisible (s
theoﬂ‘mrplayatcanlmwu} becoming
Imvincible (i you manage to do this bafore
the other player, you can then kill him

without him being able to.desanything lo

of the Robols. In Streat Fighter 2 there sessssprevenbiljpandsswatcivout for tis one in a

are 12; in Mortal Kombal 2, 17

# In a one-player game you can only be

one of the characlers - tha blue one.

@ In a two-player game, one of the

players has 1o be the blue ona.

@ Each character periorms the same sel
of basic moves, plus as many as two

‘special’ moves, periormed, for

example, by maving the

joystick Down and Up and

then pressing Fire.

@ Only one fire button is

used, even on the four-

bution CD32 joypad.

@ All the moves

involve hitting your

future Kangaroo Court — reversing the
other player's controls.

® Because of technical limitations, the
characters can'l turn around and face in
the opposite direction. This means that in
two-player mode you can’t jump over your
opponent's head to, for example, avold
being trapped at the side of the screen
and helplessly killed.

@ The backgrounds are static, rather than
scrolling, so the playing area is only as
large as the screen.

® The impact of these huge metal
warriors striking each other is indicated by
a couple of small triangles floating to the
ground, and a crunch noise.




consists of a guitar
Ng. KEmannnnnnnng.
and is confined to this
options screen. Buring the game thare is
no music at all
# For some re@ison you have to ‘fight' the e
first group of five baddies twice before you @ As you hald Up, Right and
can take on the sixth and final one the robots initially try to fight back,
# In Beginner mode, you can complete but then simply cower in'the
the game by Pushing the joystickupand  comer of the screen until thay die:

1o the right, and then holding the fire This is presumably owing o tha Sunique :gaarb(ﬂmmmmlﬁhdlhﬂsu
bution down for about len minules. combat inteligence system that adapts 1o ed on the packaging who would have
# In Easy mode, you can complele the and learns your style of play”, you believe that Rise of the Robots is
game in the same way, although 1o beat @ In a two-player game, il Player 1 holds worth 93%. ("You'll wish all your games
Ihe last character you have to repoatadly Up/Right and Fire, Player 2 loses the were this good.” For pity's sake...)

press Left, Right, and Fire. match every time, We can only hope you haven't :

® In Madium mode, you can deleat the ® The Amiga 1200 version comes on 13

already been swayed I:n,r ﬂ'mm
first five characters in the same way, but disks. 7 of these are required 1o play the ; Aalg e

you then have to fight them all again in game, 5 conlain the iniroduciony
Hard mode. sequence, and the other installs the gamea
# In Hard mode, none of your moves fo a hard drive.

have any effect on the other characters ® The CD32 version of Risa of the Robots
unless your power bar is charged up lo costs £35; the ordinary Amiga version,
maximum when you make contact. You £40; and the AGA version, £43,

158 O Hleﬁabafs billboard
icampaign, by the ‘controversial
Hisaofmmbmsadm'ﬁ: by the six-
Ioot-high cardboard Rise of the Robols
Cul-ouls in compuler game shops across
the: nation, or by the big. exciting-looking
Rise of the Robols box it comes in,
Copies ol Rise of the Robols were
only released to Ihe press a couple of
days before the game went on sale, so it
o Nav@ been in the shops lor a month belore
ou've had a chance 1o read this.
Rise of the Robots is terrible. I'm not

mnng.lrmﬁy. it's probably
the graphics are so good that it
plays 50 poorly = every move the robots
make takes 50 many frames of animation,
and so much memory, and so many
months of rendering with 30 Studio, that it
simply wouldn't have been possible to
make the gameplay any more complicaled
than it is.

What an astonishing waste of time.
® JONATHAN DAVIES

HIMOd YOINY

NnNYP

THE BOTTOM LINE ‘i

We haven't seen a
copy of the 500
version yet, but it

inevitably won't look quite so good.

We're told the gameplay remains
intact, though. Phew,

S6861L

<



They think it’s all over... it was. A long

time ago.

Runs on:
Publisher:
Author:
Price:
Release:

he whole point in reviewing a
game is to compare |{ with
software already oul there, and
tell you what's whal, Football
Glory and Sansible Soccer, lor example
You've seen all the preview screenshots,
you've heard all the stupid slores about
how this looks incredibly like Sensi
(Aliegealy. ~ Ed) (but apparently the
programmers have nevar even seen
Sensible Soccer] (Allegedly. - Ed), and
you've also heard that this had loads morne
leatures that Sensi. Everywhere you turn,
someond's been touting il as a Sensk
beater. This is not true. It doesn’t even
comi close, When it comas down 1o i,
Football Glory is yet another average
kickabout-in-tha-park when compared 1o
the Wembley Stadium of Sensibie Soccer.

WAY OFF

The strangth of the mighty Sensi is in its
passing, and Football Giory directly
emulates ils mathod of tapping thi fira

‘ button for & pass, or

IGA POWER

holding it
down

for a shot, But the implamantation is
inadequate - while Sensi handles passes
by slipping the ball in the path of a player,
a quick tap of the fire button in Footbal
Glory leaves the ball taling short of its
intended recipient so he has to circle
around 1o pick it up. (A shighty-longer-but-
nat-long-enough-to-be-a-shot tap does
indead get the ball to the other player, but
instantly, which is off-putting and
unr@alistic.) In addition to thes, tha
afertouch is handied badly, Now
afteriouch is great — after Kick Off
introduced it, every single football game
since has attempled 1o hone it to
perection, But Foolball Glory has gone
the other way with far too much
aftertouch. It's silly that you can bo clear
on goal with only the keeper to beat, and
your gengacusly crafied cunving shot will
suddenly bend away from goal af the last
possible moment. There seems 10 bo an
incredibly thin line between exactly the
right amount of alerouch and way 100
much, and Foatball Ghory has 100 much,
Where it does score over Sensi is
with its catalogue of special moves, Back-
heelers, one-two passes, overhead kicks,
niding tackles (Jumping over a fackle af
tha critical moment. | am lod to
understand. - Ed), volleys, diving headers
and power attacks to give a player that
exira bit of comph can all be brought into
play to shake up the game. Or al least
they could if they worked properly, The
opposition in Football Giory bears down
on you all the time, and your only
thought is to get the ball up the
other end of tha pitch and
mount an attack of your own.
So as far as special moves
go, thera's kithe chance
ol putting togather a
lovely one-two or
atempting 1o curve
the ball around a
defender and than
run on lo it -
you've only got
tima to try 1o
head the ball
away of into
goal. The only
usable move

time to try for it)
is the overhead
kick. I's by no
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Wow! Now thats what | call & screambol.
S4ll, tha smaller ooz show rou lota of
Interesting b of tha gamis, especially the
soom ferigre. Craching goal, that

means sasy, but very effective and
spectacular if you pull it of.

COMEDY

Of course, when playing a computer
opponent they perform the special moves
immaculately every time, axcepl when
they blow it completely. Foolball Glory falls
into the old trap ol making its computer
players play either perfectly or amazingly
stupidily, I'm not swre if this is meant 1o
gve the game an edge of realism or what,
but al some points in the game, the
computer opponent will get things horibly
wrong. And I'm not just talking about
passing the ball directly to my attacker. On
one occasion the goalie attempted to kick
the ball out, missed the shot, turned

.
#
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amund, ran after the ball and hoofed it
ko his own nal. Comedy? | had to pick
mysell off the fioor.

On top of all this thare are all the
liny, trivial bits that on their own wouldn't
tod much of a problam, bul when

together become a real pain, For
Instance, if you quit the game when you'ra
& goal ahead, you'll win that maich. Or
whan someone gats booked or injured
duning the match, the ref and players
in‘ummbmtﬂ in funny’' speech bubblas.

| thougte I'd try mry luck in the Eoropean
Champloazhips o3 Ingland. Mot doing too
wall 8t the moment I'm afrabd

Or if you play from the hard disk, the
game crashes after one malch because
negdther it nor the manual 1ells you about
hawing to keep disk one in the drive as
copy protection

BUT WAIT

Clearly Football Glory is no threat lo
serious threat to Sensi in the final
feckoning. But although I've concentrated
on tha bad points of the game, it's not a
bad game overall - trivial (Dut annaying)
laults aside. There are planty of options
you can mess around with, compelitions
to enter your leam in, and crealing your
own leagues and cups Is always fun. And

o
L
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Lotz of
goals (7-3
o ma),
and hers's
o big
plcture of

one. Coal,
huh?
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It you can persuade a male or six to join
in you will find yoursell playing along quite
happily. It's just thal when you've been
playing Sensible World of Soccer ail
month (sea my lovely quide starting on
page B8) this, along wilh almost every
olher ipolball game, pakes in comparison
@ PAUL MELLERICK

UPPERS It

plays an okay 4’*?0

game of football, 0
and | do like the overhead kick
ability because it works very well.
The speech, even if there is only one
example of it (“Magnificent goal!”,
er, usually when you score from a
penalty) is good as well,

DOWMNERS The

aftertouch is absurd, the

computer opponents can
vary from stupid to world class

during the same game and the
special moves don't really work
(mostly because you don't have the
chance to try for them before you
lose possession ol the ball),

THE BOTTOM LINE
Ah, well, never mind eh? A nice try
but in the end it just doesn't have
the right combination of
options, new features or
gameplay that is really
should have to be

number one.

THE BOTTOM LINE

3 As you'd expect the
AS500 2500 version runs a bit
slower, there isn't any

06

speech in it and the
overall sound isn't as
good. All in all that
reduces the score to...

IN1DE14
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Runs on: A500, AGDO,
A1200

Publisher: Millennium
Authors: Paul Carter
(code), Leavon Archer and
Antony Ward (graphics)
Price: £20

Release: Out now

here was a moment in the

embarrassingly shabby Mr

Blobby whan | lelt things weren't

that bad. I'd been playing for
about three hours on a single credit and
completed maybe a third of the game's 60
levels, when | found mysedl no longer
actively hating it. The allernately clumsy
and slack movement of the characters, the
ambiguous percentage-painted targel you
neaded 1o reach 1o finish a screen, the
awhward joystick-to-move-but-space-to-fire
controls and the tediously identical
mansters had ceased 1o hurt me mentally,
But | was living a le. The foul program had
drunk deaply at the pool of my will, and |
was functioning automatically. Only pop
music could save me now, exceplt | dont
lik pop music,

Mr Biobty s Super Troll Isiand (a poor
SNES paini-the-screen platiormer), from an
oniginal game by Tim Closs” as the credits
put it. You run around the screen, colouring
in the fioor, Whan the screen is sufficiently

colouned in, you move 1o the nexd level.
Thera are bonus screens. You gel power-
ups. Faldure 1o finish a screen in time results
in your being chased by a killer cloud. The
music i unswervingly chipper, The graphics
are agonisingly bright. It is THE
IRREDEEMABLE DISCIPLE OF THE
SUBTERRANEAN HIGH LORD. Let us
examing the shabbiness of the emerprise.

The first location of the game is Mr
Biobby's house. From here you can choose
to be Blobbry, Mrs Blobby or their repugnant
child, The charactars differ onty in
appearance (in Super Troll Isiand the no
has complementary abdtes) and after
selecting one you have 1o wad for the level
10 load. You can swap Detween characlers
at any point (if the one you're playing
has tripped over the ‘go slower’
icon, for example, or if
you're stuck in the top of
the screen thanks fo the
shoddy programming)
which involves
reloading the
charactor screan and
jumping at a differant
biob, then reloading the
level again 1o reappear
exactly where you left ol
Why not avoid all the disk
accessing by swappng the characters with
F1. F2 and F3, or something?

Playing revoals similar
amateurishness, from the major (jumping
can far too easily carry you through the
calling to land on the platiorm above,
stepping off ladders on o a ledge is
absurdly dfficult, no indication is given of
how much of the level needs to be
coloured in, 50 you don't know if you're
supposed 1o chance
walking over that
spikad plathorm
or not, falling

100 far
destroys
wvital

What twisted war criminal came up with Mr Blobby? But anyway.

trivial (Blobby doesn’t even

say “Blobby blobby” when
iy gels hit) And MMM‘Q
mimics the worsl B-bit games:
thia painting is blocky, the
imitatingty stupid monsters move on
bnear paths and the later levels are
pointiessly booby-trapped so i you do
somathing wrong at the beginning of the
SCIPEn you won'l ba able 1o complate it -
but, of course, you're not fold you're wasting
your time carrying on

To ils credit, the levels ane extremedy

langa and introduce new slamants (Springs,
spikes, swinging chains and so on), and
weapons are handled unusually intelligently
Blobby can pick up cbjects and chuck them
around, and can shoot at any point (as
opposad o, for exampla, beng defancalass
when he's on a ladder or something) and
thia monsters commendably stay dead. But,
um, that's about i. The game’s excephionalty
easy (you'll only ged killed by being caught
out by the flaws) and il you can overcomea
your undersiandable apathy, you'll probably
complate A first go

® JONATHAN NASH

U Q

@ UPPERS Well, at least
NS

It's a complete game with

Blobby bunged In, as
opposed to some tosh hastily
cobbled-together around the
character. And It is sort of

sccaptable, In & low-quality way.

»—~, DOWNERS Slipshod
(1 ) design and tottery

~~ programming, and some
obvious faults. (As well as getting
stuck at the top of one of the levels,
| talled entirely to get Blobby to
“turn into a whirlwind” as the
Instructions on the back of the
ghastly poster | Immediately threw
oul betore reallsing there were
Instructions on the back of it
assured me was possible.)

THE BOTTOM LINE
Stunningly, not the unmitigated
disaster you'd reasonably expect. it's
not very good either, but at least It
affords a couple of hours of

s 9]

entertalnment. H you're
not particularly bothered

THE BOTTOM LINE
Send off your AS00

about, say, getting your

money's worth.

B1Z00 copy and £10 for the
- extra-special AGA

version. That's what it says on the
back of the poster.
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Runs on: A500, AG0O,
A1200, CD32
Publisher: US Gold
Authors: Rage (original),
Denton Designs
(conversion)
Price: £30
Release: Out now

osi people’s reaction on first
playing Powerdrive is
Aaarghh, The controls are a
bét weird, aren't they?” The car
skids and slides all over the place, with
even the tinkest nudge on the controls
sanding you tumbling into the
undargrowih
But that's the idea. You see, although
it looks ke an ordinary overhead-view
arcade driving gama, Powerdrve is son of
haltway towards baing a rally ssmulation
.F\H[I 1o thatl end, Ihe cars have béan
designed to behave just
ik réal ones. Il you
press the

[ acceleralor
Run-over-\ " e
'ble going around
a corner, tha
spectators rear wheels
will skid

outwards in a
powershide, Or
if you hit the
brakes when going
fast into a hainpin band
you can handbrake-turn to face in the
other direction. (Readers who spent their
formulative years iInvestigaiing such
phenomena in Sainsbury’s car park will
feel immediataly at home. |, of coursa
came to all this as a novice. )
S0, although it feels terrible al first
with a bt of patence and practice you'll

helped”

A plcture of a disk helplully reminds you
that it's all just a computer game.

VEHICLE COMPONENT CHECK

Wl TR DA AR
TYRE DARAGE
SHOCK DAAGE

GEARTRATH DANASE
SPOTLISGHT DAFASE

Travel the world, go to exciting places, and
drive around them. Fast. Very fast. So fast
you probably won't see the scenery. Smart.

You can, H you wish, pick things up for
exira timse, speed stceters. Oh yes

learn to treat the controis gently and
stop crashing all the time. And
everything’ll be great

In theory. But if you're going to
practise playing Powerdrive, then you
need o be motivated to do 50. And il
you're 1o be motivaled by a game, it néads
to be fun. And unlortunately Powerdrive
|ust isnl, somehow.

KENNETH MORE

The problems seem to bagin with the way
thal, when you've played Powerdrive for a
bit, and got the hang of the
controls, and you're doing all
right at it, and not crashing,
your car just bumbles anound
the track like a Nissan Micra
on a Sunday aflernoon
There's none of

the excitement that accompanies
réal rallying - no clouds of dust, no
gravel spraying about, no temifying
G-lorces, no danng skids

And 0 you bagin to lose
Interasl. And that's when you bagin
to crash

And if you crash, even once
you might as wall

gve up
and start again. You see,
when you go off the track, the
first thing that happens is that
you slow down. And the
compuler car you're racing
against, which imitatingty
nevar crashes, will cveriake
you and, aven if you never
crash again, win the race
And thal means your prize
monay will ba reduced, which
In turn means you won'l be able 1o atford
io repair the damage to your car, which is
tha second thing that happans whan you
crash

S0 in the next race, your car's
performance will be reduced, and you'll
crash more, and stand even less chance
of winning, and get aven hess prize
maonay, and so on. You may well quality
for turther races, and finish them okay,
and maybe even get through io the next
round. Bul you won't have enough monay
to fix your car property, and your times will
get steadily worse, and your cash
resarves will go down, and 50 on and §0
on and 50 on. II's a weious circle, in other

words, and o escape it you've basically |
go! to give up and start again, only not |
crash this time |
This financial thing cas!s a shadow |
over the whole game, dominating |
everything you do, when it should really |
just be a little extra something in the
background 1o spice things up. How about |
il the slale was wiped clean al tha start of |
each of the eight rounds? That way you'd
have otnvious hurdles that you could clear
and wouldn't have 1o play with that
consianl, nagging doubl thal perhaps,
although you might seem 1o be doing
okay, you were shding slowly into a

There are six cars to drive, but you can
analy chooie trom a Flat Cinquecenio and
@ Mini 1o begin with. They're very small.




| |
downward financial spiral, not winning The maps swirl arcund, making us fee

Quité @nough money 1o keap your car in
good enough shape o make it through 1o
eventual triumph

30 the more | played Powerdrive, the
mare | fadled to enjoy it, and the more |
laled to enjoy il, the worse
my driving got. And
e worse my driving
god, the maore |
crashiad, andg the
harder | found it 1o gat

sightly ill. But we're obay now. Thanks

Looking at some spectators by the road

Skidding a bit
In a green
car. Earlier

this morning
Yei. Indecd.

WHEELS ON FIRE

POWERDRIVE

KENYA
ROUND 2 EVENT 1

BiE RALLY CROSS s
DAY
£33

FLp

it, it would still be fun, and you'd keep

playing it, and keap trying to improve your

playing skilis, and you'd enjoy it even
mora. And 50 on, But as il stands,
Powerdrive isn't fun, and the temptation
simply 1o give wp and walk away is
wrresishble

STIG BLOMQUIST

And 1o cap it all, there's the most absurd
20-digit password system, with a
neglgible chance of anyone first

In real rallying, you drive along an empty road all on your own. It's only

Gaing over a jump in a pink car.

when the times are totted up at the end that you find out who's won. So

Powerdrive tweaks the formula a bit to make for a more entertaining game.

amywhere, and the less | enjoyed i
Anothir, bigger, vicsous circla, then
And lo escape this one, Powerdrive really
neads something extra so that, even it
you're not doing very well, it's still fun
Run-over-able speciators might have
heipad, or better sound effects to give it
more aimosphera (as it stands there's a
lemnble engine noise and some diabolical
music), or a simultansous two-player
moda (there’s an oplion for wp 1o eight
players (o lake it in turns driving, but it
doesn't really work because Fowerdrive
makes for such a dull spactator spor), or
computar-controfled cars that race against
you proparly, or a bit of leeway to allow
you 1o crash a bit and have some fun
without instantly losing, or perhaps even
some really exciting roll-over crashes.
That way, even if you weren't very good at

In a time trial, you've got to drive to the end of
the course against the clock. If you're loo
slow you lose.

In rally cross
avents, you
race against a
computer-
controlled car.
He naver
crashes, which
is a bit tedious.

Skill tests involve driving around road cones,

—
E—
——
"

managing 1o write down the code and
Ihen typing it back in later without making
any mistakes. And if you do ged a lefter
wrong, it deesn't even have the courtesy
1o 1ell you, so the first you'll know is after
you've started the game and found
yourself thrust back into Level 1. What's
wrong with using a save-game disk?
Honestly

S0 unfortunatety, most people’s
reaction to Powerdnve genearally, no
matter how much they've played it, tends
to be “Aaarghh. The controls are a bit
weoird, aren't they?" Which is a shame
because | really thoughl it was going fo be
quite good
@ JONATHAN DAVIES

@

@

HIMOd YDOINY

THE BOTTOM LINE
Powerdrive has some quile neat
ideas that somehow fail to come
together into an enjoyable game. It
takes hours before you can start to

S66L AHVNNYT

get anywhere, and
doesn't reward your
patience with anything
much once you do.
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1. e4 e5 2. Nf3 Nc6 3. Nc3 Nf6 4. Bb5 Bb4

5. 0-0 0-0 6. d3 d6 7. Bg5 Bxc3
You've sunk my battleship.

Runs on: A500, AGDO,
A1200

Publishers: Oxford
Softworks

Authors: C Whittington
(chess engine), Chris
Emsen and David Hunt
(code), Calvin Hutt and
Andrew McMNab (graphics)
Price: £35

Release: Out now

esigned by Oxford Softworks, a
company that specialises in
bringing card and board games
to the Amiga. The Complete
Chess System comes on four disks and is
hard drive-installable. {Steve has been on
a journalism course, everybody. = Ed)
CCS lets you play chess against the
compulér, against a friend with the
compuler ‘supervising’ and making sure
all your moves are legal, or you can even
force your Amiga to play against itself
CCS can play two levels of chess
against you. The first is as a weak
opponent, suitable for beginnars, which is
further sub-divided into ten calegories.
These range from CCS making virtually
random moves 1o it playing the first good
maove it can think of. On the second leval
CCS plays as a strong oppanent. Here the
oplion to change the strength of CCS as
an oppanent depends on the amoun of
time you let it think for, including an option
1o have it think for as long as you do and

an option 1o bet it think infinitely (definitely
oni for the very patient).

CCS plays a good game of chess.
The technical amang you may like 1o know
that it uses “an intelligent beta-type search
stralegy”. The basic idea behind this is
that it searches for possible moves in a
more ‘human’ way than other chess
programs which tend to be very
calculating. Other chess programs search
through every possibility open to them
belore reaching a conclusion, CCS
supposedly only looks at those which it
bebeves to be viable according to its own
human intedligence model. This sounds a
bit scary, but is now accepted by most
chess fanatics as the best method

You can also vary the range of
opening moves that CCS chooses. In its
default mode it nearly always plays
openings that are in favour among the
chess élite of today. By moving a slider
you can increase the chances that it will
make mare unconventional opening
moves. This can make for some
interesting matches and definitely gives it
an adge over the average chess program.

RIMSKY-

KORSAKOV

One of the really good leatures of CCS is
that it has an enormous database of past
matches. This database can b accessed
al will, and any one of the hundreds of
matches that coma with the gama can ba

These are several games
of chess. This is alvo as
anciting aa CCS aver
gets. Chess k5 a cercbral
game you see, nol &
sensual one.

Right: | think my next move may clinch it

played through a step al a time. This is an
axcellant iool for learning how 1o play
good chess. You can even search the
database by player's names, or by
particular positions of the pieces. All of
which is dead impressive but, of course,
useless unless you're a chess fanatic

Unfortunately CCS sutfers from
being a litthe uniriendly. There are pull
down menus at the top of the screen thal
you use 1o control the game, but quite a
few of these are difficult 1o understand.
Who would have thought that the option
‘Supervisor' would be the one that would
lel you play against a friend rather than
against the computer? Certainly not me
until | read the manual for a second time.

As with most chess programs you
have the option to view the action in either
20 or 3D mode. And again, like most
chess programs, the 30 mode makes it
difficult to see whara your piaces are and
fo get an overall view of the game. You'l
find yourself playing this game in 2D.

CCS comes
with several
setz ol pre
defined
pieces 1o
choose from.
You can alio
reale pour
own with
DPaint

Once you've understood all its folbles
though, CCS turns out to be a very handy
chess tool, as well as a good player. It's
definitely not the prettiest game in the
world, nor the best planned and laid-out,
but it does the lask it sets itself admirably
® STEVE FARAGHER

oo
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Runs on: A500, AGDD,
A1200 (enhanced)
Publisher: Team 17
Authors: Stefan Boberg
(code), Tony Senghore
(graphics), Allister Brimble
(sound), Martyn Brown,
Andy Robinson and Satan
Himself (design)

Price: £20

Release: Oul now

el us imagine lor 2 moment that

Tower Assault is being ‘pitched to

a film company wilh a view Io

using tha plot lor a sciance-fiction
picture. Th besuited execulive has been
enboad with the “pich’ "Il's Aliens meels
Lethal Weapon 3" (deciphered in his
reptilian mind as “Grimy, smoky SF buddy
movie”) and is awaiting a more detailed
‘freatment’ of the plot

You lean forwards in the unpleasant

virtual-leatheretie chair, describing an
ellipse with your pallid hands. *it is the
future” you bagin, using simple words in
view ol the executive's enfeabled mind, “A
miktary outpost on a distant planat has
been overrun by sanguinary aliens shghtly
modified cosmetically to avoid legal
infringement. You are parl of the
laskiorce despaiched to save
the day. But with no ona o
instruct it differently, the
aulomalbc delence compuler
reégards you as intruders and
destroys all ships but your own
Crash-landing in the surrounding
desert, you and the only other
surviving soldier must fight
through the minefields, first-
stage aliens and auto-cannon o
enter the compound.” You stifle

Above-righvtish: The mine mazs.
Somae of the "domes’ explode injurtously H
Tou ren lnto them, 5o shool tham from afar
whers thelr deadly affect b curserily

muted. Oh, and sicaps within 30 seconds.

T = | —T

Lucky there wasn't a second
player behind me as | tried 10

First there was
Alien Breed, and
then there was
another one of it.
And now there is a
sequel to the other
one. Of that one.

an elaborate yawn. "Of course, the two
soldiers are complalely mismatched and
loathe each other with a white heal.” The
executive's eyes ghine al the ingenuity of
the idea and you plunge on
‘Once inside, you
discover thal the delence
computer has gone into full
siege mode. Subsidiary
systems have been damaged
by the abens, with the result
that each of the six lowers of
the complex is misbehaving
differently. With ona, Tor
exampla, you have o carcul its

- _
recececeece o
e @

L 4
v 0 = wm
‘ L]

gt o' gE OatarR

Everyone you meel is clearly
twice-and-a-hall as 1all as you.
"~

| B

¥ i

e [ —

base and manually start the
powar ganarators before the
doors will open; with anothed,
the genarators are overloading
the door seals and mustbe
destroyed. Bul youf objectve is
the same in each: sef the sedf-
destruct mechanism, and
escape” The executive's mouth

forms around the

obvious question aboul nuking the
site from orbil, but by pointing to a
teacup and looking surprised, you
distract his attention

"Now obviously the odds are far 100
great for the pair to survive, S0 new
weapons are available Irom the compuler
stations scattered around, if you have
lootad enough curmency from
the victims you find.” You jiggle
your hands as if mixing a
popular cocktail. "Bit of moral
struggle there; ona of the
soldiers a hardenad marcenary,
the other baulking at robbing
the dead. Anyway, a lot of

looting as you atso need keys and lift
passes, and expensive maps. Why is this
you'ng asking™ The executive i closely
axamining.the teacup, but you rap him

\'= | '-I\l_.‘r'— ‘:

smarlly on tha
head with a ruler. It is because the
soldiers have only local area scanners,
and the lowers are not built logically. If
Ihey were buill logically, you would know
where everything was and wouldn't, for
axampie, lollow a trail for a good len
minutes and find it led o a dead end. Or
anything. But, of coursa, these maps only
work al certain posnts, and faill entiraly
during the thrlling 30-second dash to the
ait atter the sell-destruct has been
trigganed by, say,
— =<4t innocently logging on o
e / J aterminal to ask for an

armoured suit because ol
tha anargy-draining

¢ W radioactive areas you're
forced to go through
because of the warped

designers’ idea of appropriate
challenge. Oh, whal's the point.”
Shouting now, saliva
whiplashing across the cowaring
axacutve so alarmad he is barely
bothering 1o think of ways to chaat
you in a contract, you break the table



n hwo and strike the

ExpCulive across the ™
head with a cushion bl.lrllill'lg
[ Sown e tol'l'idgr-s"' towers bult with deliberate

walls and crumpla the
room ino a ball and
ihrow it In the waslepaper
baskel and leave

AAARGHH

Consistency, chums, that's the key.

Consistency begels atmosphare,
=X begels suspension of disbeliel

begets success. Tower
j Assaull is axasperatingly
nconsistent, and so fails
Greal play is made of the

ﬁ uppley the moahor brightnens.

“You die in
the maze of

TOWER ASSAULT

developing story, but the game sutfers at
s expansa, Why won't your maps work
when the building's about 1o explode even
if you buy the hideously expensive military
scanner? (Because you're in the prison
complex, and “naturally” maps would be
oullawed.) Why are the

Substiamtislby
ower there:

Spend a day
linkinyg part

hevels and
notkce the
wallz dont
entirely
[ ¥
Chaer.

exasperating torchiit kevels by

dead ends? (So after playing
carglully for 45 minutes to build
la[‘: ':,'OIJ! POWENS, !I'U“ 1'lq ;ur tha sall-
destruct and lose everytheng in 30
seconds because unless you happen o
pick axactly the correct route you die in
the maze ol burning comridors?) Why are
thare no floor signs 1o indicate exils?
(There ware in Alien Breed ) Why can't
you switch off the external defences? (So
gatting 10 a lower isn't made as
ludscrously difficull a task as sunviving
insida ane.) Why can't your incredibly

of one of the

powerlul guns st

through wire-link

xCks cast shadows

y counted as part of the rock,

1 ou canl go through a

arly wide enough gap bacause it's in
shade. You can get hit by an alien that
q sansh, jammed in a comdor
because the player &5 standing off
1o one Side, and Diown up by 8 one-way
door because you looked al it funny.) Why
do abens appear and vanish randamly if
Ihe screen scrolls away from them? What
possibly s the justificabon for having
radsoactive areas? (Not only are you
tacing aliens and rogue security lasers
that are indestructible, sadistically placed
and wipe out a quarier of your anargy with
one shotl, bul you now gel hurt by
standing in a room.) Why do painstakingly
destroyed desert cannon regenarala?
Why can't the sacond player josn in
hatfway through? Why hasn't it been
debugged? (You can get stuck in the
graphic ol an exploded generalor, and
this one took quite a bit of working out - if
you pause using a CD32 joypad in the

mouse pon In short
how can a 1¢
consistently sabis nousE b

50 wralched?

NNYGGGGHHHH

Look, I'm not joking hére. You may think
that I'm obviously stupid, and that
practically everything I've whined about is
a legitimate gaming davice in the eyes of
God, but it's not. The previous Alien Breed
games ware hard enough, and had their
share of stupd problems (the collision
datection, the smugly confusing self-
destruct mazes) bul thes appears o have
been dasigned .QI:I--EI',' [+] anger is :‘-Iagers
How can you compete lairly with a game
whose idea ol a good time is o have a
tarchlil, mapless kevel with no wall
l'l'l-'l-’l'.lf‘lg‘:: OF redquing Yyou 10 run ower mings

Farizsh: Destroy the embrro
tanks. Nearish: Wall guns, gun
mongiers and alien generaton.
That pou cant destroy. And
create aliems randomby. Right
enderneath you as you run
past them. For ezamphes.

o blow open doors (but, hay,
that's okay becausa there are
medikits inside), or transport you
to @ sub-level where you

7 A whole week of playing
two stoical sevan-hour

ong) has done nothing to alter my
n that Tower Assaull is a hornbly
L nest and utarly funlass
® JONATHAN NASH

CJama

presentation (the
speech in particular is excellent).
Enormous levels (and fifty of them).
Tense and exciting. The ‘retreat’
feature (backing away while shooting
at something) is a pleasing
improvement. The two-player mode
is enjoyably fricative. Hard drive-
installable. Supports CD32 joypads.

Impossibly
difficult because it doesn't
give a damn about the

player. The collision detection is
appallingly lackadaisical, the design
greasily pleased with itsell, the
monsters 80 tough they'll walk
through your gunfire and kill you,
and it's bugged. (But the bugs are
avoldable. So that's all right then.)

THE BOTTOM LINE
The occasional burst of excitement
(such as fighting back to back out of
a territying ambush, or managing a
30-second dash) can't make up for the
enraging awfulness of the way it's
been put together. This could have
been such a good game. Bul it isn'L.
Grim determination may pay off, but
it's really not worth the heartache.
Tower Assault is like one of those
hideously expensive 1960s ‘concept’
movies: everybody's

clearly had a great time

making it, but it's an

unendurable mess.

THE BOTTOM LINE

Less prolty, less talky,
_ﬂ&ﬂﬁ but still the same game.

¢ havd 10 blow yoursedl up

HIMmOd VODOINY
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+ OUT TO LUNCH

COMPLETE
CONTROL

Send us some tips, and we'll file them
in a big box, then give them to Rich,
who'll sort them, type them out, try to
be funny and pass them back to JD,
who’ll edit the copy and give it to
Steve, who'll check it and give it to
Sue, who'll lay it out. And it’ll then get
printed. And you can read the result
here, in Complete Control, next month.

(Prestige)
Us: "4%"

Stephen Spooner of Leicester
“Level one - DZ15YS
Level two - PHIGTB
Lewvel three - PJBAJP
Level four - ZAG189
Level five — HKS4DV
Level six - RR13RY
Level seven - XHa72T
Level eight - PKYSF0
Level nine = KB15HL
Level tan = W18PY
Level aleven - BYBTPY"
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{Vulcan)

Us: "No matter how much you like
adventures, no matter how intrigued
you may be over the concepl of a
talking game, no matier how much
money you've gol, don't waste any of
it on this. It looks great, bul so what?
It's boring”

the same

Level two (The Sanctuary) - LOPFGW
Level three (The Chapal) - UHGWIL
Level four (The Tower) = ABHEFT

14 PAGES OF INVALUABLE
I'I.AYIIIG TIPS START HERE

snsrasnsnasasnaaa i@ Last Resort . aanessns s Sl-D5
Outtolunch .... 00000000 .82
SWOS ......c000000.,.0080

Paul Evans of Maryport: “Well, | quite like
it. And 50 did & lot of the other magazines,
actually, But here are soma level codes all

ﬁmnrmﬂ:........mr
Impossible Mission 2025 . ... .83

IoharJ sovensneviononnssen B
James Pond 3 .............82

BAVrvo + YVALNMNALLA 4+ JAMES POND 3 +- BAMSHEE + ISHAR 23

JAMES POND 3

(Millennium)

“Touted as the best platformer ever, this sadly falls to deliver. Although it's huge and
there are loads of secret rooms, it's very annoying to play, There's even a (dramatic
gasp) slippy-shdey ice world. Mo, no, no” That's what we reckoned of James Pond

3. But should you have accidentally purchased a

copy, then what Kevin and
Martin Heard of Co Durham
have 1o say could help you lo
reach the end {and hence
never have to play the thing
again) that little bit sooner

“Type ‘NIGHTMARE" on
the map screen,” thay say,
“and F10 will call up a lengthy
cheat manu. Note, however, if
you chose o play Finnius, you
must pause the gamae and
press ESCAPE to restarl. And
typing ‘EVAS' in the same place
will aliow you lo save the game
al any point” Thanks, boys.

BANS

{(Core)

We ke Banshee, “It's cloverdy Ihough-out,”
is jus! one of the complimentary things we
have said about i *It's hard, smooth, and
greal 1o look at.” is another one. Or three,
really. “And it's genuinaly tunfry in parts” we
said 100, alluding to the way you can, for
axample, render flufty mnocent i
polar bears 1o piles of blood and flesh,
“Banshee s a good. honast, rip-roaring,
barn-slorming powerhouse of a blast-em-

ISHAR 3

(Silmarils)
It takes a lot to impress us here at
AMIGA POWER, and in spite of the
fact that it looks great, Ishar 3 fell with
no hesitation into the ‘games that
haven't impressed us at all' category.
“Entirely uninspired and choking of
excitement,” | think we said.

"But here's a thing,” writes
Gina Golder of London. “To return
lite points to maximum,
simultaneously press CTRL, ALT,V
and the left mouse bution with the
cursor positioned as far to the left of
the screen as possible.” So thal's
quite useful then, so thanks, Gina.

{(Mindscape)
Us: "Good, wholesome fun*

Paul Evans of Maryport: “Level codes.
Greece - TZATZIKI

West Indias = PLANTAIN

Mexico - FAJITAS

China - WONTON

France - CHOUX®

HnEE A1200

up.” we finally concluded in our own imitable
waty, recommending at one point that you
should even “take out your brain, put it 1o
one side, tweak your reaction glands to
MAXIMUM résponss and just get shooting,”
but abviously we were exaggerating with
that last bit; what were simply trying to imply
was that you should buy it.

The Sas 67 of Eccles of Manchesier,
whoever he may be, also quile ikes
Banshes, although he didn’t actually say
£0 in his letter, but for argument’s sake
wa'll say he did. Because why else would
he: write o you saying “On the title screen
or during the intra, type 'FLEV17 and
press RETURN. The screen will flash, and
you will now have infinite ives. Typing 1
AM EXQUISITELY EVIL (followed by a
stab at the RETURN key) at the sama
place may also surprise you™?
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IMPOSSIBLE MISSION + THEME PARK + KID CHAOS [R--J7 {8 41 g {108

(Microprose)

We've already devoted a considerable

- propaortion of past Complete Controls to

Imp Mish, 50 1l cut mysell short hare,
Basically, what follows is a complete sel of
codes for every combination of level and
character (something which we haven't

. printed in its entiraty bafora), and i's baen

sent in by Jamey Giley of London.
AAM TASHA  FELIX

CAR PARK

Section two  ADQVAXUD CLONEXEI

ETQCDXWJ

- Section three  AHORZXKC CPQHJXCH

EWQYIXTE

- OFFICE

Sectionone  ALQPZXXB CTQEWXAG
FAQW.JXAL

Section two  APONDXOQC CXQAPXWF
FEQSKXPL

 Section three  ATOKCXWM DAQZFXQI

FIQPOXQG

INDUSTRIAL ZONE
Section one  AXOFVXSH DEQUSXRF
FMOLRXYM

Section two  BBOBJXRE DICRJXUA
FOOHIXEP

Section three BEQWJXID DMOQJUXCF
FUQCWXPH

COMPUTER CENTRE

Section one  BIORRXQC DOQFAXON
FXOYFXLL

Section two  BMOPEXLP DUQBSXJK
GBOTYXMF

Section three BOOMFXZC DXQWMXDG
GFQPVXLB

CONSTRUCTION AREA

Section one  BUQIPXRE EBQTJXRJ
GJOMSXWIK

Section wo  BYQELXLK EFQODXRC
GNQIOXZ)

Section three  CBOZIXHC EJQJPXEA
GROGVXOJ

{Bulifrog)
Considerabla space has also been
allocated to Theme Park over the las! two
months, but the following could prove
usaful, It's from Lea Smith of Rotherham,
who reckons he has found a sort of bug,
To take advantage of Lee's find, what you
must do is open the park, place a single
ride and pump all your cash into
researching shops (increasing the game
speed o maximum to speed things up).
When research into shops has finished
you will get the amusement arcade and all
the lights on the research screen should
turn white, You should now find that all the
rides are available and you won't have 1o

do any research, Careful though, warns
Lee, nol to wasle all your money alse
you'll have no cash to buy any of the rides
with,

Alec Gaines also phoned in with this
cheal. When you're building tube/car/roller
coaster rides, you will ba charged for each
section laid. However, if you make a tiny
coursa, place the entrance and than
extend the track, you won'l have to pay for
tha extra bit you've added on; ie you get a
long course for Iree. Placing the entrance
1o tha nde next to the park entrance and
lpoping the track around the entire park,
avaryona goas an the ride first thing and
comes off it hugely happy.
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{Ocean)

First up is a selection of passwords. By
the look of it, they seem 1o take inlo
account the number of lives with which
you completed the last level (and lel's
just keep our fingers crossed that they
ara not, for example, specific 1o each
individual copy of the game, such as was
the case with Gods). So if we were to
marshal the codes which a number of
people who saw fit 1o wrile in with into
some sort of list, this is what it would
look like. Try them and pick (obviously)
the one which gives you mast lives for
each world.

World one - LFEGOKOKQCK
World two = LSDNSARBEAK
World two — LPISEASBBAA
World two = LCNMOADKRAK
World two - LILBDKEAJNA
World three = DKFCELACEHL
World three — NALQTAGASIM
World three - NMOHCKGLGAB
World four - OPTSQARBLOD
World four - OQEIKASNOFC
World four - EQADHKRBIAC
World fve = PFOOOAICKTN

It, on the other hand, chealting is more

your game, then enter the password as
‘HARDASMNAILS' for a special menu. And

entering it as 'ARCADEGAMES'
apparently brings up some kind of a
bonus games menu,

KiD CHAOS

And if, on some sorl of hypathetical third
hand, playing ips were what you were
affter, then look no further.

WORLD ONE

LEVEL ONE

For the duration of the first coupla of
worlds, some of the walls can be
smashed. The first is by the two walking
rabbits, and the sacond a little further
along by the bees at the check point.

LEVEL TWO

To find the smashable wall on this level
you must take the pathway leading under
the waler al the first bridge - that is fo
say the one with the swan fiying over it
Go all the way down 1o the bottom, use a
spin to kill the rats, and head past the red
flowers.

WORLD TWO
LEVEL ONE

To pass any water droplats, position
yoursall shightly away and then spin
through.

LEVEL TWO

Keep jumping, and make sure you collec!
all the capsules with things in them. And
mind out for the yellow mud at the base
of the level.

LEVEL THREE
Whan you reach the first checkpoint, leap

back on the joysiick to
stop. Jump again and
repeat the process. There
s s0me orange slime on
the next platform so you'l
need to jump then jumg
platiorm as quickly as
possitile 10 avoid the
aeange worm. When you
reach the next
checkpoint, re-race your
steps in order o pocket
the goodias, and use the
rubber pad to swipe aven
more booty 1o the bef. To
jump over the barmels

rapaat the trick of pulling

back on the joystick until you reach the
nexdt checkpoint. Continue all the way 1o
the speke-covened drums, check under the
drum to the right for some loot, and jump
the neod st of percussion. Get back 1o the
first opening and take the hale 1o the left,
Jump up the two drums, go left, leap the
gap, scala the stack of drums and jump
across the disintegrating platforms to the
right. You'll want 1o be umping and
spinning when you get lo the dps and
spikes, of course. Smash the flowers and
go right, up to the platform with the orange
mﬁmmmm.mm

Thanks io Kevin and Martin Heard, Co
Durham, Paul Evans again of Marypon,
Richard Samaras of Burnham, Mr
Drainpipe Wilson of Blackpool and Simon
Pegler of Whoknows lor all of the above,

DON’T FORGET
These

pages are in your
hands = send us some Hps




Game solutions
are a funny old
thing aren’t they?
When we did the
tips for the
original Cannon
Fodder, we started
them at mission
seven or so,
thinking that you'd
at least want to
try a few levels
before having all
the fun spoiled for
you. Nope, how
wrong we were. If
a game’s good,
you want to know
EVERYTHING
about it, even if
that means
someone else
doing all the hard
work for you.
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50 you want to know everything? Well,
how about these stunning fact-bites:

@ CFZs harder than Cannon Fodder
right from the very starl. The enemies
are surlier and meaner, which makes
tham maore likely 1o shoot af you and
move likely to actually hit you. Always
KEEP MOVING, and if possible move
at an angle to them rather than directly
towards or away from them, as thisTl
cut down the chances of you being hit,

® CFZs similar to Cannon Fodder, The
best way of gelting rid of rocket
launchers is still to charge a single
bioke directly at them while firing. it
works gvary time, unlass of coursa the
rocket launcher's getting fire support
from another rocket launcher, in which
case you're loast.

® CFZs trickiar than Cannon Fodder,
Take special care and attention with hut
doors sel at an angle, as they're
designed to ity off and hit you. You
have been warmead.

@ CFZs zippier than Cannon Fodder.
The longer you take fo finish a phase,
the meaner and surier the enemies
ged, 50 don't dawdle. Also, huts
generate baddies quicker, 5o it's vital
that you take them out. Don't wait to
get close before lobbing grenades,
chuck them from the maximum range
as you KEEP MOVING.

As usual, il you disagree with tha
way ['ve done a level and think you've
gol a better way, write in and tell ma
about it. It it make you feel any better,
that is.

It's just a warm up leved, but even here
it's possible 1o lose a man, Always
remember - CF2 is harder than
Cannon Fodder, And then just biow

! everyone away.
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This introduces the grenades, which
are over at the far side (1). Simply kill
evaryone, and then chuck a lew
grenades into the compound (2),
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Make your way directly towards the
grenades (1) and than hoad up lo the
hut (2). Blow it up, bul remember to
steer chear of the door when it goes
balkstic, and then wander around

MOPPING Up any SUNVIvors.
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Ancther regular feature in CF2isthe | Y e = ) W e
sprint start, where things start to | | Phase One - S , <5 @ gy -
happen the moment you start the | Grab the box of __}\ - ‘l - \_l -# 'ﬁ
mission. In this case, your boys are grenades (1) and e R T & - r - o s o
fushed by a load of iroops, 5o gun then immediataty X A =
them down, grab the grenades and take out the first o | s ’_&
then take out the two huts (1) by building (2) : - : o = R =
standing behind and throwing Head up 1o the o - + o J 4 H ""!l:- e . vreE
grenades over them. The bottleneck to line of four buildings o 2 = g 4’:-? e . g
tha final hut (2) s littered with (virtually and grenade them _Hﬁz », ; “.‘_"ﬁ%‘d‘: - o v
invisible) mines, so spray the area with all, but make sure < 3 gt - ab A ’t_-j}
guniire 10 trigger thaem. If you're lucky, that you're standing e bl g =i 5 ._l w ' e
the explosions will take out the final 1o the RIGHT of the building you're R T e T .
buiding, if not you'll have to bomb it. threwing grenades at. If you're to the left, t 1 o . i : %
the door will fly off and take your men out. - e Y . 3
- And avoid the road - it's mined. -
e |
2 -‘-h‘:':’ " " e, Phase Two ] 5 ft‘l--i" 1 J&'_
SR L v Wt As 500N 85 you start, MOVE. : %2 y *
S = | . g 2 ©
S . o : 2 , right, up, down, it doesn’t -~ P
R T Y W ‘l@ 4 matter, but after about three Lo o i L :
e | P i e e e TR . i seconds, rockels are going 1o : ﬁ: -
: Jotle LT et el & - start whooshing in on your s
X2 N b gl J position. There are loads of L R -
Yo Ly At -Lﬁ" rockel launchers (1) andthe . __ :
G,. ﬁf"' ‘i e -::g::‘”""'t e best way 0 take them out is the ; SR - et 1
e 12 1 i tﬁ"' o ;ﬁmﬁ.:mn:ﬂ";lmﬂlal : - s 3
: L 2 Tt P 1, - m while linng, you : : P
; N K o ‘?K % . knock them over while their ‘E P ,5: ‘"ﬁ
o .‘-':‘l':‘ .tfi,f.: "'-h‘- e v, rockets explode behind you. I,: " .
s L T ey o - ity g B R The problem with this is that ‘. GO
iy - ) TR o with large groups, the last bloke i 1 l; v -
‘re ‘i‘" " - sometimes gets hit, 50 once e -~
Ar', ‘l . ; WLFW taken oul the first P, 3 ‘__‘. ;._ .
g I BRI head back down to the start, :‘L *,: y " .
Y - "€ TR select two men and finish the ™
' —_— . job with them. Simply grab the P = b
| grenades at the top (2) and T =3 5“3
bomb the tent. e =

Phase Three

CF2s harder than Cannon Fodder as
thare aren’t as many spare grenades,
and although there are quite a few
boxes lying around (1), there're also a
Iot of doors to blow off. The easiest way
is 10 blast the first row, and then get the
second row by lobbing grenades over
the rooftops. Watch out for your troops
getting separated or rushed by enemies
ai the right hand side, and you'll be
okay on this one,

Phase Four

You only really need one or two man 1o
complele this, so spiit the team at (1)
Dash in o grab the grenades (2) but be
aware that the baddies could well throw
grenades al you. The walls restrict your
mavemant, 5o to avoid getting caught in
explosions, take out the huls sither from
behind or by chucking grenades over
walls. Once thosa huls are gone, stand
a man on the pressure pad (3) o
summan the UFQ, then use the other
squad fo
map up
any
SUNVIvVOrs.
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bly, the

Phase
One

Almast

unbeleva

action now
switches to the
CAVEMOuS interior
ol a space ship,
which has

Rananasl LR

fioor that mark
instant death for
ANYona unwary
enough 1o walk
over them, Take

particularty nasty
red blobs on the
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doors (3) by
throwing bombs
over the wall.
Reconnect the
squad and do the
same trick on the
matter transporter
(#) badore climbing
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rockets (1) but

they're protected
by a rocket
launcher (2).
Smack him, than

b

doesn’t finish, then check (6) for stragglers and
shoot their green butts full of litle-biddy holes.

can be blasted on the way out. If the level

one, 50 rocket the
doors nearby (4)
before attempling

10 run the

VALLEY-O-DOOM

(5). This isn’t
actually that bad.

in the lower (3).
than rockels in this
As long as you
KEEP MOVING
and take ouf the
rocked launcher at
the end quickly,
then anyone you
miss on the way in

Grenades are

more important

grenade the alien




CANNON FODDER 2 COMPLETE CONTROL

Phase Three

The first of the really mean missions
sarts with a simpla grenade lob 1o take
oul a door (1), Head your guys over 1o
a safe zone (2) and split off ona man,
leaving the precious grenades with the
main squad. Il's the lone guy's job lo
dash around and take out all the rockel
ksunchers (3), and if he manages this,
send him 1o grab the grenades (4) and
take out the cluster of doors around the
bow. If he's STILL alive (although this
't massively likely) then he should
taka out the remaining doors, climb the
ladder (5) and waste the aliens on the
raised section. Should he cop it at any
point though, replace him with anather
member from the squad. This may
seem a bit faffy, bul sending them all in

The lavel's a huge target and you're in the

bull's eye, 50 scarper across the bridge to get

ha hall oul of Dodge. If you'd got time 1o
admire the scanery (which you haven'l) then
you'd notice that everything's gone a bit 13ih
century, and the bad guys are quite [merally
getting mediaeval on your ass. There's a

rockel launcher (well, wizard, bul he's a rocke!

launcher really) by each hul, grenades at the
top (1), and no swanky or sophisticaled way
to complete this, If you run around a lol, then
enemy rockots will take out a faw huts while
you gun down the remaining launchers, and

all | can sugges! is that il the box of grenades

gets destroyed, you should escape and try
again. Not very helpful, | know. Sorry.

B once merely pushes up your body

Based (in the loosest possible sense) on the classic
Spectrum game Chaos, this phase features a wood and
wizard in each corner (1) with a soldier next to him 1o
represent the monstar. Again, thera's nol much you can
do apart from run around like a mad ‘un and never stop
maoving. Sometimes it's reactions rather than tactics that
win tha day. |

Phase One

Okay, the last one for this month starts
with you hugging the fence until the
launcher (1) blows himsell up. You'll

through, so kill any soldiers before they
get you, then kob a grenade over the

notice that walls can sometimes be fired

wall for the hut (2). Enter the compound,
biow the hut (3) and shoot the guys in
the keep belore recovering the grenades
(4). From here, bomb the huts (5) and
hang around long enough for the stray
rocket or enemy grenade to blast the
castle, as you haven't got enough
grenades 1o finish the level on your

own. The right side of the compound

|

nmni:inl'o

is almost finished now, so take oul the launcher (6) then head round the top
to waste the launcher (7) and hut, which by this time will be pumping out
baddies at a fearsome rale. That just
leaves ong more launchar (8) and tha
bottomn hut to finish off, which you
should manage with your last grenade
Blimey, that was tight, wasn'l it?

See? Thare's nothing very difficult
About this lot is there? Prasumakbly
things will hot up next manth with
mission six, phase two and beyond,
but in the meantima, | have 10 say this
because Sensible’s Stuart Campbell
{once AP's Stuart) pointed out a
MATERIAL INACCURACY in the CF2
review in AP44

“There ARE air 1o air combat
missions,” he rants. “Mission 24.5 is
one, and 50's the one with the big
tower in the middle” Now you know
And wa know you can.
]
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serious figuring out to do. What
with transfers, tactics, money,
playing, managing — it's all-
encompassing, and you need 1o
know what's what if you'ra going
to take your leam of no-hopers
onlo greater things,

MNow, rather than give you a kst
of endless snippety tips (as |
like fo call themy), I've broken
down all the new seclions of
SWOS and gone through each
of tham with a fine-toothad
comb. Rememiber, though, that

aunting, aren't they? |
! mean it's fairly easy to
| get into SWOS lor a

' Quick game or two,

| but il you really want to make

' tha mos! of the now aspects of
. the game you've gol some
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IT'S THE TACTICS EDITOR.HOW DO | USE IT AGAIN2

Use the tactics editor 1o
TACTICS EDITOR 1 comtrol the plaTers’ moves, 2: 4-3-3 3: 4-2-4
' | you read the review of SWOS in the | Good, all-round, attack-led formation Attacking, winger-inspired set up.
. j' - i you've got @ couple of gooc This ks my personal favourite, and if
| ttent was paid to thae tact you've gol a couple of last wingers you
i can réally exploil defenses. With this
| A -': formabion, you can either attack with your
’ ar 1 i midfisddars or putl the ball imto tha box
o] = b | for your attackers. It's completely up
1 # 10 you
you ~ i you wamt a certain player
il - - o score, use this one. 3
P i -
' ] a
are g
14 1
Bre 1 ﬂ. 3 2
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you a g | - a
buy or -
: ; Juad 1y | 1]
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1: 5-3-2 =T | ¥
Strong at the back, with a good v 7 7 i ., _
counter attack. * 3 o t 5 !.
§ bnkn Mad i 5 Make sure all the rigiv playen are In the - , -
sr ] right positions before you risr the match. - 15 -
Ao W - -
ki g { itta ir Joal, v can a 3t
) ther I A lone ol | =
r | I l ICK — -




woility to take a good player and turn him
inio a valuable commodity. Say your

strikar is valued at £1.5m. Adjust your
lormathon with thi tactics editor, use your
amazing Sensi skills, score something ke
40 goals in a season (il you're really

4: CITY T™W
A normal formation with the emphasis
on the star attacker.

TRy

SENSIBLE

AR R

d |

L

WORLD OF SOCCER R--7 1 N3, .7 (- T.70

I

o

Any wam with 3 weash
defence b going have

ith thiz

S: CITY 3
Less attack, but some more control in
the midfield

]
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good) and you might hind yoursell with a
player worth something Eke £2 5m or even
£3m. Now you can seil him off, and buy a
‘real’ E3m player and carmy on like thal

I you're going 10 get amywhare with your
team, you'ra going to have io dabble in
the transfer marketl. Even teams such as
Manchester United aren'l as strong as
they could be - personally I'd like o see
Chris Sutton up front. Bul you can't just
keep spending and spending. You need to
analyse your squad, and decide whai
players you need 10 keep and what
players you need lo sell. Then you need
1o decide, from your tachcs editor, what
special skills, it any, your new player will
nead. Once you've got all that figured out,
you then just naad to buy him.

Don't forgat, though, that you don'l
have to aftempt to buy a player who's up
for sale - you can poach from any team,
but undess you make an offer substantially
highar than his actual worth, you probably
won't persuade the team to sell him. Also,
don’t stick with the domestic market
There are plenty of foreign markets 1o try,
and although you may not be aware of the
player, you can use the game 1o see

T
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whethar he'll fit into your grand scheme of
things. In fact, | picked up a great ltalian
goalie I'd never even heard of before. So
don't be scared.

After getting rid of most of your players on
the transfer market, you'll notice that
poorty-valued players start appearning in
your squad. Thase ana either resere or
youth team players taking gaps in your
squad. You must have at least 16 playoers
in your squad, so if you sell a player when
you'va only got 16, a youth leamfraserve
player will appear to make up the
numbers. This isn't that much of a bad
thing, though, bacausa you can aithar
cultivate these players by giving them the
odd game (your leam sirengih shouldn't
akter that much), allowing you to find a
nénw lalent oF éven improve on one and
el him off, or you can sell them off
straight away if you need to obtain a bit of
cash. Youll also sometimes find that other
teams will iry and buy thesa players.

A tricky part of the game this, because
you can't directly alter what's going on
you can only view it. The only way 1o
accrue money 5 by selling off players or
playing at home, but in the beginning you
won't need to worry oo much about this,
It's only after you start improving your
squad (and as such start paying them
mode money) of even when you play
abroad either as manager of a foreign
side or in a Evrcpean competition, thal
you really begin to notice the monay
disappearing from your account. Win a
few competitions, get a lengthy cup run
going and even win someathing and you
will reap the rewards. Just don't spend it
all at once, or you'll end up in financial
troubds (and with costs running at
somehing like £1m a week in ltalian Serie
A, that's not hard). In fact, at one point my

RN
£33

chairman sold off one of my players
without telkng me. Good job it
wasn't anyone important

Stay in debl! too long and you'll
either gat the club shut down or get
the sack. And you don'l really want
that to happen.
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So you're good, are you? Bean
offerad any top jobs? Tha FA
screaming al you to become
national manager? I's a fact thal as

$00N as you start to look even

remotely impressive (eg, get to the
fitth round of the FA Cup, or even
simply put together an impressive
run of games), job offers will start
pouring in. True, most of them
aren’t all that glamorous (for some
reason Port Vale just won't take no
for an answer), but ater an
imprassive season of taking

Leicaster City 1o the top of the

premier league, winning the FA

Cup and Europaan Cup Winners'

Cup, Sampdoria made me an ofer

| couldnt refuse, and the chance to play

with a forward line-up rated at somathing

e £14m doesnt happen every day. A

couple more successhul seasons and that

national managers job is mine. And than

I'll finally get my hands on that World Cup.
Anyway, when a job offer presents

itsell, don't make a decision straight away.

Take a look at the

squad, check out the

players, look at the

league position and see ey

how much money will ba LF e

available to you, and then if you still can't
make up your mind, play a few more
games and have another look

O, like me, you can ignore the best
offers, and stick with the silly dream of
making your favourite team (Laicaster City,
in my casa) the best in the world.

%

Personally, | get the mast out of SWOS
by actually playing and controlling the
action. Although there are some
management options, i's not truly a
managamant sim like Pramiar Manager
of Championship Manager. By following
the above advice you should be abla to
get on with the management section of
the gama, but you will still have to put up
with statistically poor teams. Wheroas if
you play the game yoursell, you can have
mare influgnce on the game. Beltor still,
play two separale games - one as
manager and one as player manager,
And if you still can't get anywhere,
practice your Sensi skills some more.

®
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We wanted to give you the best tips on one of the best new games for the
Amiga. Who better to ask than one of our deep double agents who's officially
‘retired’ from the sinister organisation behind AMIGA POWER and gone to work
for Zeewolf publishers, Binary Asylum? Ladies and Gentlemen we proudly

present Andy Smith.
GENERAL TIPS

se your range. When taking
aul enemies it's a bit foolhardy
to pile into the middle of a
bunch of them and just open
up with your guns and hope you hit
somedhing (although it sure is fun).

The best way 1o tackle multiple
enemies is one al a time. Your gun
cameta range is equal o the enamy's
aftack range, so you can start firing at an
enamy as soon as il appears in the gun
camera. This means that you'll only
activate one enemy al a time and won't
have 1o deal with several of them firing at
you at once.

Walch out when you're refuelling and
rearming from land-based Camels. On
several missions we've put enamy unils
(usually Hippos and Rhinos) nearby on
what we call ‘Ambush’. This means that
ihe enemy units remain stationary until
you land, whereupan they become active
and head towards you = with guns
blazing, natch.

Don't overioad the Zeewoll with
weapons, Rockets and AAMSs are a
valuable resource, so don't waste them
unnecessarily. It can be a real pain 1o load
up the Zeewoll with 80-00d rockets and
half a dozen AAMs only to get blown oul
of the sky belore you gel a chance 1o use
maore than a handtul of each, If's much
moré sensable lo keep your on-board
amma levels low and rearm ofen

Don't get cocky (kid) when you've
got men on board the Zeewoll, Get them

off-loaded as soon as you can so they
don't die if you get shol down (but of
course, thal won't be happening once
you've read these tips).

Don't set off friendly units that you're
supposed fo escort until you've cleared
their path. If you know you've got to
escort, say, a Pelican back 1o the carrier,
don't go near the Pelican unlil you're
actually ready to escort it - once you've
triggered the Pelican off it's going 1o head
for its first waypoint and that's probably
gaing 1o ba right over an anamy unil who's
going 1o down the thing with just a few
shots (we put this feature in deliberately,
just o be mean. You know, for kids).

Beware when blowing open the
doors of buildings to release hostages.
Although there’s a bufler between when
the doors blow and whan the building is
destroyed, it's still possible, if you keep
pumping in the rounds, 10 destroy the
building bedore the little man's had a
chanca 1o get out and $o you'll kill him. Be
especially wary of this when you're
shooting af garages bacausa thay only
need a few hits before they're totalled

Those oh, so difficull later missions., ..

MISSION 22
BERSERKER

The teasing thing abou! this mission is
that we've given you two Buttalos to use
(thay're on the Carrier at the start of

the: mission), Mow, by this time you'll >

USING THE MOUSE

The joystick control is far and away the
easlest 1o gel to grips with and is fine
to bagin with, but once the missions
start getting really hard (from about
mission 12 onwards) you'll find it
doesn't react swittly or precisely
enough. You're going 1o have o get
used 1o flying the Zeewolf using the
mouse.

Flying on mouse is actually much
easier than Jonathan Davies would
have you believe - just remember to
use very small mouse movemenls
while you're flying. The biggest
problem people seem to have with the
mouse s that they forget that the
Zeewolf acts, sort of, like a real
helicopter - if you're changing direction
then don't expect the Zeewol! to move
instantly, there's inertia to deal with for
example. Don't imagine you're sitting in
the cockpit of the Zeewoll when you're
fying - it's more like a remote control
helicopter.

Start on the first mission and just
get used to moving the Zeewol! around
the landscape. Then take on the three
Bears - get used to circling round

enemies and firing at them with your
cannon. This will give you a good feel
of how the mouse control works and
how the cannon and other weapons

perform in action.

When you're just starting out with
the mouse, don't use the throttle (right
button). The Zeewoll will hover anyway
and the throttle will just make things
harder on yourself (you'll soon find out
that being able to use the throttle at will
is what makes mouse control much
better than the joystick),

If you're using the mouse you'll
soon find out that landing without a
bump can be tricky - try a quick blast
of the throttle {right button) just before
you touch down or, even better, hit
CTAL when you're over where you wani
to land (ensuring you've gol your
landing gear down, natch), switching
you to joystick control. The auto pilot
will now guide you gently in and you'l
land perfectly.

To take off again, hit G to retract
the gear, and once you're safely
airborne, press CTAL to return control
to the mouse.
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know how uselul Bullalos are 1 : \ of the level Came! - which you'll discover contains

use them (keep within g din range and = It you've got this far s of ammo

ore v e zeewot s . MISSION 28
_ BUGOUT

their life expectancy | ot tot ) There's a really frustrating area on
and that's the base
B, B VaryY Basy way no obvious Cg & a1 right. Basica v you've gol
) couple of Cobri i garag

Obpective 15 10 o 7y tha thrad bases on BuMalos thowgh, it has a have realised g frisndly man in dscovar that
first base has a dome imited operations range, which means il K a blue de AAMs are useless on th

landscag

aw

1o complete an. The mission

of the carrier and y slart away from it, it goe:
1g another Bulialo and this dorms : ar Bultalos, it has a
HESICN an y O Qe SILICK. QN WrsChage

uffalos as best eed to aidift it around the

g around the andscape from bime 1o me in ordar for i1 wi take out the Hippe

ow the dome open. The io do its job propery,

MISSION 24
HIPPODOM

0 opan the dome

U@ 15 in the quesho

J mighi laka

a of hits &

Try Aot to thool your own guys — there o
be an official inquiry. But probably not
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Dang he caught me. Land \
at a Camel and they

come along and ambuih I3
you. CURS, :

b Once you've laken out as
much as you ¢an you'reé going to
have 10 summaon up some
courage and head straight into
the middie of the base. The idea
behind this is that the cl
are 1o a larg

06

missile

's tading you to plough indo

the ground or sea

I you

e easar it is lo

| exacily you re aiming at

1 1o lake

& at least

withoul

® To desiroy domes, switch to
Ot
somi

i your
IS and proe

but it can be don

pach the dome

y them is to swilc

gilling the fri a8 (evantually) o rockols, come a

MISCELLANEA

® Thera's an extra lile on Mission 26,

he fricate from tha
the radar on top of the
kEap as low and n

ossible and pump some roc

o thia bndga

Brass Rubbing QMes yoL the turret. The turret f int ® READ THE BRIEFINGS! Often you
find a replica Jex o Lraverse S0 'S ung n { ha tact ons dan't i o)
ICS SCrdans OO [ VoL D
airifted back to the ca you il you come at it W
an extra lita i
@ Vultures (enemy attack helicopters) tak e of e, an
® Enemy frigates. Always two AAMs to destroy wt y are, y in easiy find
froem the back = there ; P yoursal fiving around i30S | i
enemy I e and both are Firsd that &4 3 i
1 | C 1y Nt

® ANDREW SMITH

Demol ition Dutw
DPestrow enemw base.
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Then you’ll be needing...

THE LAST
RESORT

with Rich Pelley

You haven’t been good boys and girls this year, have you? And that means that
Rich will not be visiting you with a present each. Don’t cry. You were warned.

Melanie gripped the handrail as if her life depended on it, her
sweating hand clamming to the cold metal as she tightened her
grip. The phone call had been brutally specific - place the money,
loose, in a black, unlocked suitcase and meet under the old railway
bridge at 9.30pm. An owl hooted; or at least Melanie wished for
some sign of life, but there was none, not even from her dog who
lay curled up asleep in blissful unawareness on the step. She could
remember running up and down the tow path as a child, but never
before had the water seemed quite so inky black or the gush as it
poured over the weir quite so deafening. She glanced at her watch -
9.32 - and turned to go. And as she did, a distorted figure stepped
out of the shadows and followed her up the steps.

MAMIAC MANSION
Well, at least Edna Norton from
Couldbeanywhere will be

pleased - the three queries she

posed back in issue 43 have been

answered,

“1) To build up sufficient

strength to open the first door
you alluded to, you'll be needing to
use the Hunk-o-Matic machine
inTed's bedroom.
2) To open the other door by the
reactor, you'll need to get tha
record from Green Tentacles’ room
and the tape from from the library.
Use them in the Piano room to make
a recording of the record onto tape,

and use this in turn in the tape
player in the chandelier room. The
necessary key will fall nearby.

3) And to crack the the safe, you'll
be wanting to locate two dimes (one
from the Radio room and the other
from Ed's room), & jar of water (from
the swimming pool) and the Pepsi
(from the fridge). See to the man
eating plant in the Typewriter room
with the water and Pepsi, and
double click on the hatch above to
climb up the plant. Use the dime in
the coin slot, use the right hand
button underneath twice, and take a
peek through the telescope to view
the combination.”

CAPTAIN PLANET
‘Hey Rich! Is thera a cheat?”
Michael Sanderson, Lincoln

Hey, Michael? Apparently thare

are two cheats. Rather weirdly
you'll need a copy of Capfive for the
first; insert it during the level select
screen and press FIRE, then when
you get a 'DISK ERROR" message,
insert the correct disk and the cheat
mode will be active, The second
sounds a bit more probable, though -
enter your name as ‘'CAAA" and try
prassing ESCAPE during play.

BIRDS OF PREY
“Rich? CheatTips?”
Mike Steillard, Shropshire

Mike? Okay, When creating a

new pilol, stan your carger on the
opposite side from the one you actually
want to fight on

Select any mission and area
(although Border/Sea Patrol and a
general dynamics F-111 or a Sukhol
Su2d Fencer might be a good cholce),
load up with ground attack weapons,
taxi out of the hangar and cannon
down your own airbase. Continue
taxiing around and blast the control
lower, radar, aircrall shelter and
hangar, making sure you don't start
shooting until you've physically laft the
hangar (or the doors will seal you in)
and you don't get caught within half a
mile of any explosion. Take off, bomb
the runway, cruise around and blow up
any Inendly ground largets you clap
YOUr eyes on

All this seemingly uncalled for
behaviour will label you a traitor, and
accordingly you will be assigned a new

home base on the side you actually
want 10 fight for. So head for this base
when your fual and ammo runs low
and then proceed info the game as
normal, only now you'll have a huge
head star,

The war can be shorened 1o
about a fitth of its normal length this
way, also allowing you to land on an
anemy runway during the mission and
blow it up from the ground rather than
zooming all over the place frying to
hne-up a decent aenal shot. But mind
you don't blow a hole in the runway
before you try it. And beware of aircraft
taking off while you try to land

“Richey Boy! I'm completely and
utterly stuck on Mars. In whai

order do you press the buttons?”
Dave Wooten, Ashford

Remember when the witchdacior

in Kinshasa showed you that
funny dance, aboul four pages ago in
the solution I'm consulting in order to
pretend | actually know tha answer lo
your question? (Er, cops.) Well, the
order in which the doctor and his two
friends bow, having lined up at the lop
of the screen, somehow corresponds
to the order in which you need 10 press
the buttons, If you missed the dance,
than go back to the hut and hand over
the cash card 1o the witchdoctor and
he'll show it 10 you again

“And | can hardly get anywhere.
| cannot find any crystals, | can't
find Annie and | can't even find
anything to use as kindling material in
the fire pit in Seattle.”
Graham Chaplin, Glasgow




THE LAST RESORT

LOOSE ENDS

Ah - bul you're

the answer to any of { ple
“Has anyone got any codes for
ACK? | know the BURN,
EGGS, , CHIP, TREE, BOLD
set, but has anyone gol any for the
set starting WIND, SPIN, KAVA?™
Steven Hyde, Nottingham

“I have been playing PREMIER

MANAGER 2 for some months
now without much success. At last
the temptation has begun to slip
and | have decided that | require
some help. | have tried using the
telephone numbers from the first
game (753423, 250967, 000123,
220769 and 781560) to no avail as
these take me to gambling
machines where | always seem to
lose. Does anyone have a number
which will bring me any decent
luck?"
Kev Shackleton, Stockport

“I'm stuck on FATMAN A1200.
Is there a cheat, or

To sort out your kindling problems,

once inside the cave tum on the
lighter and move it along the top side of
the screen 1o find a birdnest. That'll do
nicely, 50 get it down with the goif club
And don’t worry about the crystals and
Annie - you'll be getting 1o see them
within, oooh, ten steps of getting your
fire going,

“I've got & problem with this,

Gremiin's excallent plathormer
Inside the clockiower, about three
percent into the game, there are two
exits, both which lead 1o some kind of
geser level which has no exits. Huh?"
Chathien Brunges, Belgium

Providing the ‘desert’ level 1o which

you are alluding is The Dream Mile
then there is a way oul. From the first
pyramid you come 10, shide down and
climb up the next pyramid. Get onto tha
left platform and, accounting for the wind,
negotiate your way along to the switch,
head right and continue along the middle
level of the pyramid until you reach the
Lost Temple of Hur-Ho-Hi

Enter, trampaline your way up to
pull the second swilch, exil, head left
past the hourglasses and exit up and
through the door. This will get you back
inside the clock tower, and Irom here you
want 1o get back outside. So you'll be
wanting to crawl left along the tunnel,
flick the switch, use the trampoling and
pendulums 1o reach the switch at the top
of the level, and jump right thraugh
where there was previously a wall

Climb up the outsida of the tower
swing onlo the chock hand and grab the
ke, leaving you at least another ninaty

“And | wouldn't mind some
codes for the same game.”

Robert Hewitt, Shoeburyness

“How can | reach the last level
of SECOND SAMURAI?"
Ahmad Aizayer, Saudi Arabia

“On HEIMDALL 2 in Talker'yn
in Ander's room where you
have to plant the seeds | cannot
pick the correct ones.”
Glend Barker, Leeds

“On WING COMMANDER Sortie

6, | always get blown out of the
sky by fighters or crash into
asteroids. | think it may have
something to do with me being a
Captain. Can any one help me out
with this mission?”
George Fraser, Sternhouse Muir

percent of the game to explora, And feal
free to write in again if you gel stuck

Q “I'm stuck on the part of the game
where you have to chose which
slab to break down.”

Martyn Squires, Portsmouth

Al the stained glass window, take a

shufty at your Grail Diary, noting the
picture and statement. Now search for
the metal post and for the stained glass
window which matches the one in the
diary. Note the pillar corresponding to the
one in the diary, and use the post o open
the slab as shown by the inscription

“I'm stuck in the catacombs...”
John Anderson, London

Say no more, Fill the bottle with

water al the pool and use i on tha
torch. Take the hook from the pirate’s
arm, pull the torch and follow the new
passage to the drpping ceiling. Read the
inscriplions across the bridge, cross
back, pull the wooden plug and whip the
plug out of the ceiling.

Go back up to where you filled the
bottle and the pool will have bean
emphed. Search for the room with the
three pictures (consulting the diary in
order o move them inlo the commact
configuration), but before you go through
the door head back the way you came lo
the room with the machine and use it 1o
lower the drawbridge.

Cross the bridge and go through the
tomb 1o the room of skulls, The highest
note in the diary corresponds 1o the siull
with the highest tone - play the lune on

you? So come on, if you know

“| have just clapped my eyes

on The Last Resort in issue 43
in which my previous letter
requesting some advice on how to
do Classic Level ten and Sports
level five of LEMMINGS 2 was
answered. Thanks for your help and
all that, but to tell the truth | what |
was actually wanting was help on
Sports level ten and Classic level
five. Any chance of a correction?”
Joona Palaste, Finland

“I have had POLICE QUEST 3

for ages now and | still can't
get off day six. | have been lo the
coroner, hospital and 400 West
Beach but when | return to the
station and hand everything over, |
am not automatically taken home as
| usually am.”
Dale Smith, Mansfield

“Hello. | can't find the
screwdriver outside Hector's

the skulls 1o enter the Knight's Tomb
Take a peek inside the Knight's casket,
walk to the grate, pull the old rusty lock
and exit the sewers through the man
hole cover

“I'm at the village, but haven't go! a

Qch..e whal 1o do. | have a lockpick
to get in to Taidgh's house. | can then
gel Ratpouch to open Taidgh's door,
have a look around, spy the apparatus
try fo pick it up but can't and get killed
by a Skorl.”

Ancn

Find the oil bumer in Taidgh's
house and use the tinderbox o
light it. Find the tap,. pour the potion into

your empty flask, drink the potion and
you'll turn into Selena, free to leave the
house and command the guards at the
town hall to lel Goewin go free and you
get on with the rest of the game

0 “And | can't even get out of the
jail”

Chris Cox, Dorset

What, right al the beginning of the

game you mean? Even | know the
answer lo thal — use the torch and it will
fall onlo your straw bed and set the
place on fire. Stand by the door, and
when the Skorl guard comes in to
investigate, walk out through the open
door and lock him in

‘Do you have any cheats?”

Steven Hyde, Nottingham

room in CRUISE FOR A CORPSE.
Where precisely is it?”
Padraig Long, Kilkenny

“I have been playing

BLOODWYCH with my brother
and we have now moved onto DATA
DISK 1 and are in search of some
sort ol chromatic key. If you too
have played this far and think you
may be able to help, here are a few
more details: We have picked up the
yellow Chaos crystal and reached
the relevant tower. We are in the
area where there are rooms with
green pads which teleport you to
other similar rooms, and we're sure
we have been everywhere possible
but can't find anything else to do.
Please help us.”
Jalil Purtow, Herts

“On the original POLICE

QUEST | am having major
problems getting the man violent at
Wino Willy's. How do you do it?"
Chris Stapleton, Cheshire

“I know it's an old game but
can anyone please help me get
past level three of ROGUE

Yap. Press R, G, B, FIRE and the

left mouse bution all al the same
time and the screen should flash,
enabling tha following

F1 to F5 - to select a mission

110 4 - o select a deck

A - to activate Auto Sentry

S - to activate Party Shield

D - 1o activate Droid wnit

and ‘Z, X, and C 10 tast the weapons

And I've also got some level codes
seeing as you are asking. The things |
do for you lot

Level two - 471174

Level three - 159361

Level four - DEE900

Level five - 135642

End sequence - 297797

COMPLETE CONTROL

Well, | don’t know who is
the most glad that we've
reached the end of
another Resort - you or
me - but at least we've
both got four weeks off
until the next one, And in
preparation for that, you
think of a question or
answer and send it to:
The Last Resort,
AMIGA POWER,

30 Monmouth Street,
Bath BA1 2BW.

And I'll cower under the table.
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THE BATTLE
FOR ARRAKIS

Runs on: AS00, AG0OD,
A1200

Publisher: Hit Squad
Price: £15

Release: Out now
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and if they don'l work, youll have 1o stan
all over again

The graphics are ace, the sound is
all moody and off-worldy and thara's
some greal speech as well, But it's the
all-consuming, slaap-dapriving gamaplay
this game. You
puy this, And | really

mean that

® PAUL MELLERICK
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BEAU JOLLY COMPILATION
CANNON FODDER, THE SETTLERS

ESRAAR A= Y BwERERsR T A ."i '|'||| I 4 II II.

ENGINE & T2 THE ARCADE G

Runs on: A500, AGDO,
A1200

Publisher: Beau Jolly
Price: £35

Release: Out now

S0, where do | start? Well, as it's a
compilation hare's a quick run down an
how these games oniginally scorad whan
they appeared in AP: Cannon Foddear -
AP32 94%, The Settlers - AP32 88%,

Chaos Engine = AP22 B9% and T2 The
Arcade Game - AP33 57%. Okay, 50
apart from T2 (which isn't that bad, but
tsn't greal either), you've got a great littie
set of gamas at a good price. And the
best thing about the set s the difference
mn }

Okay, 0 basically Cannon Fodder
and Chaos Engine could both be lermed
as overhead shooly type things, although
only a cratin of the highest order would

¥

- o :,}fm+r§*
ey |

Runs on: AS00, AGDO,
A1200

Publisher: Core
Price: £10

Release: Out now

Wow it's nol every day you get to play
& game as a moron with a stick. And
s nol everyday that you enjoy it
gdher. I'm nol going 1o go into a
iengthy description of Bubba and his

stick, or the reasoning behind the game
I'll just tell you thal it's an arcade platiorm
puzzier with the gaming leaning heavily
lowards the puzzie element

Bubba ‘n' Stix is a wondarfully
animated carlopny alfair in which

| as you traved from level 1o leved,

you must use your pal, the stick, in a
variety of ways to overcome the
various obstacles in front of you

? R There are of course millions of litthe

creatures and things thal
can be despailched with a
simple thwack ol your
stick but it's dafinitely
mora of a thinkers game
The graphics and
animation are fabulous
and provice a réal comica
edge to the plol and the
action, and all the
humourous touches are
amazing because thay are
genuinely funny, Thara's
only frve levels 1o the
gama, which is a senous
downer, but while you play
it you'll have lots of fun
And that's raally the most
important thing isn't it?
® PAUL MELLERICK

imagine them to be in any
other way simiar, And T2
is an Operation Woilf styla
shoot-'em-up and no
mistake. However, The
Seftlers is (quick office
poll...) a ‘god” game. So
the variety on offer here is
truly excellent,

It you've only got
one of the three good
games on this

you ihat it's a great buy. I
you've got two of them
and you're a big
Terminator fan (assuming
that you read Stuart's
review in the ever popular and still
available AP33 and avoided T2 like the
plague, natch) you still might get some
value out of it = but I'm not 50 sure. And
if you've got the three good games
anyway don't even think about it. Now is
it me or does every games compilation
have al least one crap game?

® PAUL MELLERICK
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Bul here's a nice map io look at.

Runs on: A500, AGDO,
A1200

Publisher: Kixx
Price: £17

Release: Out now

Apparently police work is something like
85% boredom (paperwork, doughnuts
and walching episodes ol Starsky and
Hulch) and 5% excitemant (driving
around without a care in the world and
nol slopping al red lights). Now, if Police
Quest 3is an attampl o let you
axpenence this ahem, boring world, then
it succeads, In tact if succeeds very wall
indeed. You are Sonny Bonds - ail round

Oh; | like driving in my car... its
fum because | can g0 as fast as |

‘PMW

Runs on: A500, AGDO,
A1200

Publisher: Kixx
Price: £17 (Missions £11)
Release: Out now

Anather
19594
WOU Know)
customary, we find our Bud'-"|31 (as

wi lovingly refer 1o it as) has one of those

month of tha year known as
roits o s almost over now,

and as 15 now alr

great cop and fab bloke.

But a policaman’s work is never
done (“inserl youwr own politcally correct
joke heve. - Libgl Ed) and 50 Sonny has
a case 1o solve, Of course at the star of
the game you don't know what it is, or
what you've gol to do, that's the
supposedly lun part of the playing the
game. It's the usual point-and-click game
you'd expect from Sierra, with the
exception ol some nice cutaway sections
when you walk into rooms and a boring
driving bit to get from scene to scene
which | couldn't control properly and so
kept crashing. There's plenty of
wandenng around, pienty of paperwork

'I'HEIR FINEST HOUR +

MISSIONS

things in it. You know, those 'ormible lechie
flight sim whatsits. And not only that but
you can also gel the mission disk (with
well, with lots ol missions on i) and all for
only £11

Mice flight sim, this one. A couple of
good ponls = it's sel in the firsl world war
so there's lots of nostalgia 1o be had and
loads of wartime planas 1o fy. Thara's
even a mission aditor type thingy 50 you
can make up your own scenarios (and
vary uselul it is 1oo)

The migsion disk has 23 tough
miession for experts or people who
couldn’t be bothered 1o make up their
own missions with the original program

There are a couple of bad points
though - the game's looking very old now
(it's almaost four years since it first came
out) and although I'm no expert at flying
these ssmulalions, il seemed very hard .'.-:)
gal into and dificult o contro
With a real selection of lop-class budget
flight sims (especially last manths usar-

{0 do and as such
plenty of boredom
involved.

The game is very
slow, there's nol an
awful lot 1o do (and
what there is is boring)
and after playing even
for just half an hour
you gel really tired.
Mow | know why cops
drink cofiee and eat
doughnuts all the time
- they need the
anargy!
® PAUL MELLERICK

-

I remember writing down the

code, bul where's the notepad?

_.

Inendly F1174) oul thare, you'd most
probably be a fool 1o buy this. Well, you
did ask

® PAUL MELLERICK
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ask around a bit.

ormally you'd
expect to lind Hi-Ho
Silver lining
brimming with
reviews of Amiga games that
now find themselves
transfered onto CD. But this
month, because it's
Christmas (and also because,
er, no Amiga games seem to
have been transfered onto CD
recently) we thought we'd do things
slightly differently, and bring you a
sort of special CD32 preview of 1995,
This manth, lor example, we were
fully expecting to be able to bring you
a review of Speedball 2, but it wasn't
finished in time. It should be excellent,

expect to be playing on
1995? A very good question. So good in fac

though, what with Speedbail 2 being Microprose a CD32 version of Flelds of
officially the 3rd best Amiga game of Glory as weil.
all time, Those should all be in the shops

Also due at any minute now from betore Chrislmas. Bul what of the new
Team 17 is the enhanced version of year? Of 19957 Should you, indeed, be
Tower Assault (with its amazing intro asking Father Christmas for a CD327
sequence and extra speclal sound Or does the first ever review-free Hi-Ho
Fia v T ‘Y =
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Siiver Lining herald the begining of the
end for our grey-plastic-clad pal?

Fortunately not. The information-
gathering capability of AMIGA POWER
has uncovered an extensive list of
CD32 releases scheduled for next year,
which we reproduce for you here in its
entirety. It unfolds thus:

All-Terrain Racing - Team 17
The Clue - Kompart
Dragonstone - Core
Embryo - Kompart

Evasive Action - Mindscape
First Encounters - Gametek
Foolball Glory - Kompart
King Of Thieves - Team 17
King Pin - Team 17

Pussies Galore - Team 17
Skeleton Krew - Core
Subwar 2050 - Microprosa
Super Skidmarks - Acid Software
Theme Park - Mindscape
Witchwood - Team 17

World Cup Golf = US Gold
Worms - Team 17

With top titles like these on the way, it
looks like the CD32 Is going to have a
great start to 1995, And developers tell
us they have plenty more ‘secret’
projects in the pipeline. So next
month's Hi-Ho will surely be brimming
with reviews. Join us then.

® PAUL MELLERICK
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Paul knows and loves a good PD game when he sees
it and doesn’t, for example, run screaming from the
room when another pile of thirty disks arrives from
one of the six PD companies who supply us, and have
to be tracked down with nets and handguns. No.

17-Bit

Ever played a game and got fed up
with starting at the same position
all the time? And hate the fact that
the and baddies appear
at the same time in the same place
every time you have a go? If you

v have, then you're not alone. Butl

. There's quite a few of
| these force ficlds
arcund the place.

here’s a game trying to remedy the
situation (or so it says here).

TMA is a flip-screen, multi-
directional, maze-based shool-'em-
up in which you simply have to shoot

be in ditferent places,

[ ! .. L
¥ . L
- 4 s 2
- | The idea being M you

everything. Fly around, pick  Nice idea. Awful game.

Exclusive PD

Ace game, this. Well, maybe not ace, but
it's raally realty well done and vary nacely
programmed. While not the most cnginal
idaa ever - I's basically a super powered-
up Missiie Command chong = It gives you

up passes (lo allow you The response of the ship is a bit

to go through force  off, making mistakes easy (usually
fields), shool resulting in an explosion and a loss of

con oaflipet & things and a life), and the graphics are boring -
iaarts & Bl i generally havea  justa black background with a dodgy

z‘- bine pibcard. ‘9 bit of a laugh. wall surrounding the playing area.

Py 'S And the twistis  Perseverance might bring out a bit
1 ‘[ - :-'1_";:!_‘_.'. »4 thateach time more of the game as you learn how to

| = you play it, you'll  get over the problems, but you
w1 start at a different  certainly won't enjoy it.
point somewhere on
e, the level and the VERDICT: Bland, boring and not much
—_ power-ups and things will  fun really, &

Can anyone tell me why all
aligns have 1o be really
ugly? Odd, dont you think?

options to aliar, I's also a bd on the difficult
side, because unless you powsr-up
proparty with, say, increased shot power
and a couple of bombs, you could have a
real problem trying 1o get through aven the
farst v

There's a lovely Star Wars-
type intro sequence o se1 the

E— T
‘-‘}.T;l__:_i_]t:-!_pﬂ_. :i 14
J

b e

S [eeveses T

sceng, and you can choose
between joystick or mouse o
controd the in-game action.
There's even a trainer mode that
aliows you to alter all sorts of
things in-game to make it easier
at the expense of entaring your
nama on tha high score table

hay, even tha onginal Missiie Cormmand
sufferad from thal. You'll enjoy this,
athough | doubt you'll ba playing il

The graphics and sound are much in a few months' time.



THE UNUSUAL CASE OF DR STRANGE + FLAMING ENGINES

CASE OF ¥
DR STRANGE

17-Bit !

Hew where have | seen this
before? | dunno. My memory
just isn’t what it used to be. But
I'm sure I've played this loads of
times years ago. Let me explain
and maybe you can remember
for me. You play Dr Strange (top
bioke by all accounts), and for

17-Bit

e S ——

out, and to do that you've got to

clear the level of blobby things.

Flaming control system,
Climb ladders, run around

more like. Yep, it's time for
platforms, and at various poinis create  quite good fun when you get into it. It's a PD overhead racing game
hales in the platlorms by hacking at also quite tricky, and although I'm not that, if it was easier to play,
them with your pick axe (apparently it's  sure how many levels it has altogether, would be be lots more fun

what all upwardly-mobile doctors are something like a password system ) and might even be worth

carrying with them these days). When would have been & godsend to avold | seeking out.

the blobs get trapped in the holes the samey first few levels, 1] As it s, the cars slip

you've made, hack at them until they Still, you can't have everything, ‘ | around too much, the same

tall and watch them disappear ina e TG D LU computer opponent always :

splurge of green stuff. (it's cleanly too much away from a decent bt of ‘ | wins the race, gets all the points is very nicely presented and

Panic, then. - Ed) platform fun. . and then gets all the best upgrades in  some of the track designs are quite
Don't laugh though, because a = the shop, meaning you can't calch clever, the gameplay is just too

couple of levels in the number of blobs ~ VERDICT: Initially it’s good fun, but . him, and the whole thing just falls frustrating to make it enjoyable,

increases dramatically, and things can  it's abitsimplistic and gets samey B L L0 A Lo

get very tricky indeed. The graphics are  very quickly indeed. * %% VERDICT: Badly flawed

in the area where it
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