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THE
LION KING

Few would deny thot Aloddin is on excellent
game. (For if they did they would be directly
contradicting AMIGA POWER, inviting severe
punishment.) But is The Lion King, s it seems
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We stand atop
our office and
survey the
empire of the
Amiga. Truly it
has succeeded

where Napoleon

failed. Page 23
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In addition to this copy of
AMIGA POWER, you now own

a pair of disks, each

containing a demonstrative

sample of a fine Amiga game.

Cherish them, for we

expended much effort in their creation.
Mever allow harm to befall them.

Only AMIGA POWER cnables you to drive cows towing caravans. With a special 'Power’
mode dedicated 1o you, our readers. That is how much we care. We have no fear of
death, it brings no sorrow. In fact, if Skidmarks # doesn't turn oul to be the besi
overhead-view racing game on the Amiga, we'll be enormously surprised.

[ 1 11 111 I o g 411

Only AMIGA POWER gives you the opportunity to engineer a fight between two girls n a
river in Braail. Unless you actually buy Shadow Fighter, ol course - something we'd
strongly recommend you do, because it really is the best beat-"em-up on the Amiga. And
sadly it's the only genuinely good tull-priced game we've seen this month.

GOT A FAULTY DISK?

@ Oh no! Are you sure? Before you go any further, try the procedures described
in the panel over the page. I, after all that, you do have disk problems, chuck it
in an envelope along with an explanatory letter and an SAE (or you'll never hear
from them again), and return it NOT TO THE AP OFFICE but to: AMIGA POWER
Disk Returns 48, Discopy Labs, PO Box 21, Daventry NN11 5BU. If you send it to
us, your prized bicycle will be mysteriously cloven by our shadowy agents.
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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 t? Go and buy an
expansion RIGHT NOW.

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

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

® Just 1o be on the safe side,
though, the on-screen instructions
say that you should press the
appropriate function key to make
your selection.

@ You'll have to reset your machine
in order to play one of the other
demos. When you do so0, 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 fails to load, then pop
itin a padded envelope, along with
a letter explaining the problem and
an SAE, to:

AMIGA POWER Disk 46 Returns
Discopy Labs

PO Box 21

Daventry

NN11 58U

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

cartoonist Gary Larson.
History has highlighted time
and again the resourcefulness of the cow,
from its giving the warld the smalipax
: @ magnificent cow charge at
rth Fiald that decided the fulure of
England, Cinama, 100, has applauded the
with films such as Top Secret,
Python and the Holy Grail and
Apocalypse Now affixing the cow and its
family firmly in the popular mind. Truly the
boving is a meghly beast,

Super Skidmarks,
the first game that we know of to
celebrate the majesty of the cow. In it,

ebed cow pulling an
an and must succeed in

appeal of ihe cow, Acid
! ucted the game
an all mod

pars of Hsell to extract
the maximum
performance from the

ing. 5o, for axample,
to sustain the lterally
braathtaking running speed of

e, AS00 owners enjoy a

pulling-cow motif rather than the Tull
cow/caravan action. So a pox on all those
people whose habil i is lo complain about
non-AS00 demos,

Up to four players can lake part in a
race, a pair apiece an
furthar two clamouring al the keyboard,
with exira options to adjust the number of

computar opponants
and the spaad of the
malch, The final choice
govemns the prasentation
of the racet oggling
between a split-screan affect
and a full-screen piclura, the latter
behaving in a somewhat Micro Machines
way as the lrailing cow disappears off the
borders to be reconstituted back among
the pack. Herd.
There is litle more 1o add to this
description of the Super Skidmarks dema
beyond that is a
fearsomely exciting

game, plump with cow camage and
gravitational wranchi

mighty beings the pr

Labelling it

‘POWER", a

a terrible and ruth

even stops you |

around the intersec

g a5 we
any compuler game.
WE FAVOUR NO ONE




Authors: NAPS Team

Ithough Pupazz, sinkster

puppet hanchman of Satan,

garnesed a respectable

number of votes, the most
popular choice for the official AMIGA
POWER demo of this almost
unbelievably 91%-scoring game
emerged as a scrap between Stout
Blonde Lass and Cute Tiger Girl, Al the
waterfall, So here it is.

Shadow Fighter, the beat-'am-up of
champions, knocks Mortal Kombaf 2 into
a cocked hat, and then sets fire to the
hat. We mighty baings, not averly known
far our attraction to boko-bifl games in
genaral, found ourselves playing this
until our thumbs lierally stung
unpleasantly. Tha combination of
diverse charactansation, dissimilar
moves and pleasingly friendly
controds won our carefully-rationed
admiration, and 50 we deemed it
necessary 1o secure a demo for you,
our readers.

Although you normally have to
hunt arcund the joypad fo discover
your secret and special moves in this
kind of pugilistic endeavour, we have
decided that a demonstration should be
as full and unmitigated an experiance as
is possibla. Wea have therelore printed a
selection of the trickier-to-axecule onas

‘Metorcycle display
team stunts such as
“thilt réquire hours
of practice.

below. The trick with thase is
to roll the joypad (or stick,
but we recommend a
pad) around and
stab fire at the Last
maomant, thus
unipashing
white-hot fury

on your
opponent.

There are
plenty of other
maves available.
Punching the fire
bution repeatedly may
work, as might !
combinations of direction and fire :
butions. Try for yoursall - )
AND MARVEL.

Explore the
wonders of

Jumping +

'&4
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First there was an
overhead-view
driving game...

Runs on: A1200, CD32
(possibly AS500, ABOO later)
Publisher: Supervision
Authors: The Hidden
ETA: Easter

hera aré enough
averhgad-view
driving games
suspended in Amega-space al
the mament to maka ona's haad spin
Thera's Roadkil from Acid and Powerdnve
fram US Gold (which are both out now)
Thera's Super Skidmarks from Acd (which
we're reviewing this month). Thera's Turbo

UE STORIES

Big End
(tsk) = fram
our chums al Tha
Hiddan, Any more and | might

conceivably fasnt

“It's an accurate Formula One-style
simulation, like Microprose's FIGP, but
prasented in an accessible arcade styla”
Craig from The Hidden explains once we

the game and our
best time is in the
region of 1 minuta
31.3. So it's pretty
accurabe, ah?”

Incead. And tha
cars should handle
much more realistcally
than you'd nomally
axpact n an overhaad-
view game, The 16 tracks

Trax trom Kompart and Al Terrain Racer
from Team 17 (which are due very soon)
There's PIl from Terramarque and US4
Racing trom Dynamic Style (nedther of
which wa've heard of for some time), And
oW you can add to

that list TBE

have established a telephone link,

Hare at AMIGA POWER we're
frequently templed to unleash the seanng
might of Kangaroo Courl upon driving
games which tell you you're fraveling at
hundreds of miles per hour when you're

clearty doing itle over 50. But then we
remember that they'ne just a bi of
fun, and that it doesn't really
matier 100 much, Even so,
thvough, in TBE, speads
and distances ang
calculated to territying
accuracy, so i really is
a simukaton
“The lap record on
the Monza race Gircuit
s something ke 1
manute 31 seconds,”
says Craig. “We tried it in

peveral

par &

Caption

are comed from real ones,
and tha cars in the game
take comers at tha samea
speeds as their real-life
equivakents. You'll even use
the same gears in the sama
places that German ace
Michaal Schumacher (hoi
ptang) does

“We actually live, ke, jus! round the
comer from the Pacific Formula One team
and they're been helping us out with the
handling modals and things,” remarks Craig
casually. "One of their test drivers even
helped out with FIGP”

S0, Is it going to have F1GPs
massive range of oplions?

“Yoah, yeah it is,” says Craig
“F1GFs just about my favourite gama, so
we're goeng to make sune you can change

YOUur wing

sattngs, fuel loads and everything
[alhough not the gear ratios ~ | never seem
lo bother with those in FIGP). And it'll have
practice and qualifying sessions, as well as
a facility to alter the length of a raca. Atter
all, with the accurala lag timas, a full race
would run for about two hours atharwvisa

“In fact, we're even including a quite
basic playermanagar facility, whare you
can allot money to research to improve
your car. It's vary rudimantary, but gives the
gama more depth,”

Sa why the overhead viewpoint, then?
Would the potygons approach have allowed
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B
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far even more realism?

“Wall, for one thing it's already baen
dane, And for anather, the overhead
vidwpoint actually has a lew advantages.
We've been able to include loads of datall in
tha scenery around the tracks, much of it
like tha S84 - animated. This makes TBE
highly atmogpheric. Tha waather will change
dunng races, 1o, 50 you may naed to pull
nto the pits and change your tyres. And
we're including context-sensitive sound
effiscts, so if you drive past a stadium you
can hear the crowds chearning, and if you go
under a badge you can hear the cars dmang
over the top of it. There'll even be a live
commentary on the CD32 version, with
around 50 minutes of sound so it shouldn
get repatitnee.”

Craig goes on 1o explain thal the game
will have 26 cars laking part in each race,
just ke i Formula One. Thera'll be 20
Laams, Hl[hli‘ll.lq.ﬂ ey won'l be based on real
onas. Instead thay Il leatune imacginary
charactars lke robots and women (not that
women are imaginary) (as far as | know)
drawn a bit like the ones in Street Fightar 2,
Each will have different drving
charactenshcs - for example, robaots will
drivia with more technacal accuracy, but nod
much flair, And thanz'll be 16 tracks, based
on real ones this time, with bridges and

You may alter
your car in a
number of ways.

>/ #yYnleash 1

the searing
funnels - -
and might
evenything
But it
he cars'
speads ang

accurately scalod dawn, isn't 1 going to look
a bit slow-moving comiparad 10 something
like Super Skidmarks ?

Craig trowns, Audibly

“Yoah, yaah, it does a bit to start off
with,” he says. “We showed an early version
of it a1 the World of Amiga show, and people
said just that. But then we sat them down to
aclually play it, and challenged them o
overtake another car without crashang, and
they were all over the place. The controls
are realistic, so they take quite a bit of
gathing used 10, but they shouldn't ba
offputtingly wild.”

Finally, and perhaps mos! importantly,
whal about crashes? Can you drive round
the track backwards?

“¥as, indead you Can. And we'ne
aranging soma harandous hoad-on
collsions and pile-ups — all the son of siulf
thal everyone likes.”

TBE will be appearing first on the
A1200 and CD32, with a cut-down
500600 version possibly 1o follow
® JONATHAN DAVIES

LEAGUE

Runs on: AS00, ABOO,
A1200

Publisher:
Audiogenic

Author: Anglosoft
ETA: Feb/March

e —

prink your pRe——

Rugby League Coach
(APA3, B2%) or at least
read the review will ba
getting a sirange sensa of déja vi
looking at thesa screen shots. There's
the same dsembodied anm waving over
similar desk, the same selection of pre-
and post-maich screens, and evien 1he
same sinister coach guilbly looking round
as he hunches ower whal appears 1o ba
fhe rapidly cocling corpse of his lalest
victim, Yup, Super Loague Managers
clearly a managemen! gama and it's
chearty by the same blokas that wrola
Rugby League Coach. So, | challenged
Peter Cahver from Audiogenic, why should
we go for this gama?

“It's a foothall management gama
with a mare human face,” he explained
“Your manager changes his suil every
week, you have to water the plant on his
desk and f you don'l have tea in the
aftemoans, then the tea lady enquires afier
your genaral health,”

This “human face” continuas (hrough
the game, with players baing describad by
a faw ines of text inslead of statishcs, and
match nepons written in the style of

[
myone wha bought ten, :
glants. That's

A 'Mondat:
e

A

@

water the E:':::- %

gf‘i %

Grandstand’s
Final Score. “We achieved this by putting
inv 2l the typéical phrases and chichos that
jeurmas use and then gatting the program
o pluck tham out randomly. it occasionally
repeats phrases, but more offen than nof,
the reports read quite credibly.”

Evary time your team faaturas on
telly {about one game in every fve) you
get the option of playing the match. In
much tha same way as Sensible Soltware
built SWOS around Sensibie Socoer,
Audiogenic are basing heir game an
Wembley Intemational Soccer (AP39,
85%) which we all liked lots, although the
factics editor has been laken out and
replaced with your role as a manager. By
giving the option of playing the occasional
malch, we've stopped the game bacoming
manatonous, but made il impossible for a
plaver who's handy with the joysbck 10 win
all the time despie poor management.”

It's nearty finished, so naxt month we
ought 1o ba able 1o tell you whathiar it really
is a SWOS beater, or, indeed, stands out
at all from the immense hard of football
management games that constantly

tramples back and forth across our

* - sanshilites,

® CAM WINSTANLEY
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Runs on: AS00, AB0O,
A1200

Publisher: Renegade
Authors: The Bitmap

Brothers

ETA: Easter

A game of co-
operation? Not
this time. This
time it’s war.

‘ ‘ h, but we thought of it
firsl,” claims Simon
Bitmap when
challenged about The

Chaos Enging 25 time-travelling storyline
It 2ounds uncannily similar 1o Cannon
Fodder 2's, with you jumping about
between the an Aztec world, Medieval
times, Feudal Japan, the future and “a
secral place”. We're not so sura, and
would hke to see the Bros and the
Sensible boys battling for exclusive rights
Io the plol, parhaps with one side armed
wilth, say, sledgehammers and the other
with sickles

The anginal The Chaos Enging is
ong of the Amiga's mas! revered games
I's at No. 29 in our All-Time Togp 100, and

avan AP Art Editor Sue's
eyes lit up when news of a sequel
reached us. “The Chaos Engine is the
only game | like playing,” she said. We
reviewed it in the February 1993 issue of
AMIGA POWER, so it seems fitting that
we should ba announcing its sequel on
the second anniversary of that occasion
Don't you think?

The main innovation in The Chaos
Enging 215 tha split-screen mode, While
the first gama had the two playars
working tegether, this ona will pit them
directly against each other, 5o they've got
fo watch out lor each other as wall as the
multitudinows baddses

“It was an idea
we talked about a lot when we wera
putting together the first game,” says
Simon. “Wouldn't it be nice if the players
could shoot each ather, we thought. And
now they'll be able to. Do you remember
Spy vs SpyT

Match.

“Well, it's a bit like that. You can
booby trap doors 1o catch out the other
player, and lock him in rooms, and get tha
manstars 1o attack him rather than you
And the scenery works in 30 now, 50 you
can walk behind and under things, which
means you can hide mines in passagos
where your opponent won't be able 1o see
tham, But you've gol 1o make sure you

THE CHAOS

don't read
on them yoursell, of course.”

Players of the original will remamber
the fiendishly intelligent computer player
who would help you out when you didn't
have a chum handy. Now, terrifyingly, the
computer player works against you. The
Brog are working on a single-screen
made for when this happens, with the
computer player visible in a litthe window
in the comer, but aren’t sure whather itll
maka it nta the finishad varsion

We are happy to welcome back the
Bitmap Brothers after their two-year
holiday. As big fans of bath The Chaos
Engine and two-player gamas, we expect
The Chaos Engimg 2 will be utlerty
fantastic.
® JONATHAN DAVIES

WE’RE

SO

It was only after the presses had begun to roll that we noticed, And by the time wa had
lunged for the emergency stop butten it was 100 late. Four years of AMIGA POWER
tradition had bean destroyed in a single act of

An olficial AMIGA POWER

carelessness, AMIGA POWER collactions for ever
maora will be blighted 1o read "AMIGA POWER
AMIGA POWER AMIGA PO ER" when arranged
chranglogically on a shell, If we could have turned
back the clocks and made amends we would have.
but sadly that was beyond even our mighty powers.
Readers, we have failed you.

All we can offer you by way of
compensation is this small "W, which can be cut out
and seliolaped carefully to the spine of your AP45, It
won't be the same, of course, but it might be enough
to deflect scomful comments from friends and
relatives

N Ulni= 211y

While it's hardly side-spiittingly funny, James Scoot of Newbury's Lotus 2 In The
Style Of the M25 scores points — 6/10 of them in fact - not just for omitting
Lemmings being bloodily killed for various reasons, but for the affort James has
put into creating it. He has drawn a splendid JCB digging up the road, and
lovingly written signs warning that the roadworks will not be completed for 57
woeks. The scanery Is pleasant, and he has even remembered to include one of
those imitating speech bubbles that seem to plague all Lofus games.

But if you study the road cones carefully you'll see that they appear to grow
larger s they recede into the distance - the perspective isn't

quite right. James Is thus

on it to: In The Style Of, AMIGA
POWER, 30 Monmouth Street,
Bath BA1 2BW, and you could
win up to £200-worth of games.
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EXI

Re-release? Well,
yes. But of one
of the greatest
games ever.

Runs on: A1200, CD32
Publisher: Audiogenic
Authors: Pater Irvin,
Jeremy Smith

ETA: Fab/March

here's an argument used by
okder game players thal runs

ike this. Oid Spectrum and

C64 games, they reason, were
better to play and mare fun because
programmens didnt have 1!<‘:Sf':.-' graphics
billions of colours and cusiom sound

chips to ick on, No way would
:1:_|||:-_’_*r||.'||_; as tragic as Microcosm have
rearad its ugly head, as you didn'l have
the option of hiding fired, bland games
behind impressive intro sequences. Old
gamas were greal because although they
frequently weren't 100% machine code
they were abways 100% playable

It's a neat argument and helps

explain the llos dewy-eyed nostalgia
that anyone over 25 has for the so called
good old days,” but i's not entirely true
ids and Friday the 13th came out
on the Spectrum, and, as well as having
rudimantary graphics, they wera
comgpletely crap. So thare

But this doasn't entirely rubbish the
argumant though, as greal games really
don't need antirely tremendous graphics
Regular readers of AP can, al this
moment, reler back o AP3T's AMIGA
POWER AN-Time Top 100 and see that
there's a bland-looking little game called

Biorm s B e

Will the yummy new
graphics affect the
way the game plays?

Exile listed as the eighth best gama OF
ALL TIME, even Ihough it resemibles a
cross between Lemmings on the Game
Boy and an antiquated 8-bit platiormer

Exilp, Exite, Exile, Exila, aven the
name sounds greal, IU's like elar (Ir rs7?
Ed) = a liquor once supposed 1o have the
powar of indefinitely prolonging kife, o
expenment, or experience, or excellent
It's the sort of name that, i i1 were an
aftershave, you'd cover a large cotion
towvel in it and then bury your face deep
im0 it 1o Tully savour the delicious
Iragrance buried deep within the cotlon
loops, We lke Exie. We like it lots

The good news from Audiogenic's
Peter Calver comes in two neatly
separate but equally yummy portions.
The first is that the original Exile's getting
a budget release in the new year. “We
still get calls from peaple who bought it
years ago, bul there's a whole new
ganaralion of Amiga owners who will
have missed out on it,” said Patar
“Getling such a huge game on budge!
represents true value, and it's the sort of
game thatll probably clog wp your tips
pages for months to come.” No doubt
Rich Pelley will be overjoyad.

The second sleaming slice of
goergecusness is thal according to Poter
Ihara's also going 1o be a souped-up
A1200 and CD32 varsion of the game,
but mare of that in a moment

The Exie Blurb calls it a “lext-lree
adventure game,” which almos!, but not
quite, completely fails 1o get across the

finer paints of the game, As a jetpacking
hero, you've got to explore the caves and
surface of a planet, not only 1o defeat the
baddie, bul also to save your buddies.
This sounds a bit adventury, as do the
puzzie-salving aspacts imvolving pick-this-
upftake-il-somawhere-elsa'give-il-lo-
someona/usea-il-on-something action as
will ag shoating and bombing things

But hey, there are loads of
adveniure games like this, from top-down
adventures such as Darkmere (AP3T
69%) 10 the brillian platior adventure
Flashback (AP25, 92%). What makes
Exile 80 spocial is that this is just
the slan to the fun, The game
uses real physics, so
gravity takes hold of your
jelpacker and anything
he throws or drops. The
caverms are also criss-
crossed by powerlul
vants which blow things

The original - with
simple graphics and
large play arca.” ™%

1
i¥ le:. "
L

“Neatly
separate
but equally

wmmvl’l‘

In the A1200
version, he's lost
his helmet.

around, but thanks o the physics, you
can counteract the buffeting by picking up
a large rock or something equally heavy
Claver, huh?

Thara's just one huge lavel 1o the
gama, alhough Palar reckor el i you
knew how 1o do every puzzle and where
ta find avary piece of equipmant, it'd stil
take you six hours 1o complete the game
from start to finish. The forthcoming
A1200 version's pretty much identical io
the original in a 51 it ain’t broke” son of
way. alihough the graphics are now 50%
bigger. This of coursg means thal you

can’t see as much of the screen, and

although Peter assured me that
this isn'l a problem, | remain
scephcal, Aparl from that,
t's glossier, it's got flashy
parallaxing backgrounds
and it's due oul very, very
soon, Yippea
® CAM WINSTANLEY

W

We love this game
o much, it hurts.

EXILED...
AGAIN

Snmundmuwhrmmmmwum;nmm
taken by Exile, that Reece Millidge and Chris Mullender from Essex decided

to have a go at a similar game. Using the u pretentious
form-inspired name of Unconscious Minds, Reace and Chris are

sluth-

working on Essence, due to be released by Audiogenic around Easter. Set on
lnumbuuihllmmlmwmlrrmm:ﬂung[rwm.m
goblins, that sort of thing), the puzzies in Essence rely on your character's
abilities 1o turn into varlous things. As well as being a normal bloke, he can
hmﬁrmﬂualﬂﬂabhh{fuﬂuydoomﬂ,lhﬂ.muguhwd,uqulnﬂ
(for running along ropes), a beatle, a large cat and even a rock, which is
always handy If you want to drop on someone and kill them. Although we've
had a peek al the game, it's still early days yet, so we'll have a full preview
with pictures and everything as soon as we can.




FRONTLINES

Runs: AS00, AB0O,
A1200

Publisher: Daze
Authors:
Impressions

ETA: February

1's bean months, p

5, Tha aging back is
, 1o b honast,

But no.
from the grave to
forms the battlefiel

sl o the | C govermmen
hower tan

5, 5ince wa last looked at a hes

Dased wargame

d further and hurther through the
es turned 1o dust in my hands, We
haps assurming that they had been

of the land. You, the player, must Lake it in
and 17 other types of futuris

pe 1o repal their advances. All the things a good wargame should

have will be included. like air support, weather a

B ‘ [}
!Hlﬂh In.
Very nice dee
Mhllh.mml.ﬂ‘l

supply lines,

Impra 5 promise much
better graphics and sound
than you'd normally expect 1o
find im this sort of thing,

gama's strategic hes
list of leatures wa've been

e in giving it 1o someone
eview.

@ JONATHAN DAVIES

THEY WHO
HAVE ERRED

You may occasionally see recall
notices in nowspapers warning
consumers of dangerous faults in
dishwashers and suchlike, Well. Hare,
in what wa hope isn’t to become a
regular column, is the Amiga’s
equivalent.

If you've not only still got an
Amiga 500, but you're using it with
Workbench 1.2, and you've been
playing Cannon Fodder 2 on it, you'll
have noticed that it won't format save-
game disks. You may even be one of
the 3,500 AP readers who have
telephoned us on the subject. Virgin
tell us there is a fault in the game, and
il you write to them al 338a Ladbroke
Grove, London W10 5AH thay'll send
you a pre-lormatted save disk.

Then there's Super
Stardust. It works
fine... unless,
we're told,
you're
trying 1o
install it
onto an
Archos
Overdrive
hard disk. Team
17 are ready with a

solution, which they'll send you if you
refurn your registration card along with
an explanatory note to Kenny Grant at
Team 17, 6 51 Johns Square, Wakefield,
West Yorkshire WF1 20X.

And finally, Zeewolf. As we are all
too aware here at AMIGA POWER,
Zeewoll (and coverdisk demos of i)
won't work on a very limited number of
Amiga 1200s. It's something to do with
the disk drives in them, apparently.
There's nothing we can do about our
coverdisk, sadly, but if you've bought
the full game and are having trouble
getting it to load, send your
disk to Binary Asylum,

28 Brock Street,
Bath BA1 2LN,

TRUE STORIES

Step smartly across the road to

avoid...

KANGAROO

COURT

NO 9

HELLO, THIS IS A
COMPUTER
GAME

THE CRIME: Reminding the player of the
real world.

THE CASE FOR THE
PROSECUTION: Friend
programmar lounges in his

warm, deep leather chair. Before

him lie the disparate elemants ol
Almosphenc Victorian Paint-and-
Click Whodunnit 4, 10is his job 1o
combine them inlo a seamiass whole,
Stirring the crackling logs afire in the
grate, ha bands 1o his lask.

The musician, ha noles, has
excelled himself, Reflecting the period
satting of the adventura, the soundtrack
blends wiltily overdramatic pipe-organ
phrases with sinisterly sedate violin
bowing. A montage of samples
underscoring each scene, such as the
creaking ropes and morosely distant
loghoms in the docks sequence,
completes ihe aural picture, Friend
programmer taps oul his briar pipe on the
hael of his brogues and, smiling gantly at
the connection, ums his attention Lo the
packet of disks from the graphic artisl
Quickly fashioning a viewear program, he
axaminas her work, It is, ol course,
guperative. The muddied palette of the
impoverished areas of the city conlrasis
axcitingly with the bright clutter of rich
housing. Skithul animation breathes life
imbo the characters; friend programmer is
particularly impressed with the way a few
deceptively simple touches imply great
age in the delective’s disguise of a
bewhiskerad colonel

A mufiling bump distracts friend
programmar's attention, He glances
through the window ol his ibrary-cum-
office to see that tha mighty oak has

shed its crown of snow. The

squire's children are alréady
disporting themselves in this
crigply heaped new
playground, squealing with
joy. Friend programmar
gullaws heartly and seltles in
his chair with a sheal of noles
recounting the adventure’s story. Il
is indead an involving read, and the
ashes are heavy in the grate bafore he
lays thi script aside

Finally, friend programmer Scans
through his code. He is rightly pleased
wilh himself: it is an elegant and
comprehensive pieca of work, He

congratulalas himsall on the foresight
displayed in its modular dagign, so
making the integration of the gama’s
alemeants a piffling matter of slotting in
the segments. Fascinatingly, despite
knowing the game intimately, friend
programmer’s brief examination 10
confirm all is in order stretches into a
tharough playtesting, and quiet has fallen
upen the gardens by the time he has
compleled the adventure

Only one thing remains. An
additional task to layer the structure of
the game. Some items, parhaps, the
detective could collect on his travels?
Friend programmer nods slowly. But
which itams would be appropriate? He
paces around his desk. He slops belore
a specific bookcase; his hand idly selects
a certain book. It is a bound volume of
Sherlock Holmes, chocolata-brown
Friend programmer ritfles through the
pages, unconsciously absorbing the
woodcut llustrations of Holmes's study:
elements of his trademark coslume, his
chemical apparalus, the famous
Mearschaum. Friend programmer closes
the book, noting the detective's sharp
profile caughl on the cover. A ightbulb
snaps on in his mind. A furious bout of
programming, and the routine i5
complete. Mow, as the deleclive
saarches the streets of London in
Atmosphenc Victonan Point-and-Click
Adveniure 4, Tor axtra peinis he can pick
up koons shaped ke joysticks, monitars
and labelled blue disks

Sod

THE PENALTY

First offence: 9-16% off

Second offence: 13-21% off

Third offence: Public execution by
having croquet hoops driven into the 1op
of the head and spun using a length of
chain by a gigantic dynamo, baing
released at 15,000mpm 1o slam info an
enarmous cardboard facsimile of Floella
Benjamin fronting a bulky anvil o the
pleasing strains of Roger Whittaker

HIMmoOod YDOINY
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Runs on: A1200, CD32
Publisher: Audiogenic
Author: In house
ETA: Feb/March

hé griginal Loopz

was one of those

puzzley gamas that

never realfy hit the
big time, but then, most puzzie
games fail ta thrill. Oh sura,
Lemmings and Tetris wera
huge, but that's about it as far
as puzziey blockbustars are
concemnad. Which is a shame,
because thera's loads of really
great puzzle games out thare,
Fury of the Furries (AP34, 77%),
Pipemania (AP22, 79%) and One
Step Beyond (AP29, 87%:) to name but a
few examples

Super Loopz is one of those games
ihat has vantured away from the Amiga
only 1o return once more like a prodigal
son. Loopz was devalopad into the
exciting MNintendo game Super Loops by
putting lots of pictures, colours and
animatians in the background, and it is
this version that is now making its way
back to the A1200 and CD32
Tre idea is to creale completa

circuis (or ‘Loopz’) out of sections of pipe
that appear randomly, a bit like Tairs. As
S00n as you've made a loop, i vanishes,
but as soon as you've misplaced a
section and massed up a loop, you've gol

to battle on and hope that a
varish

ol e tamiliar
of the original-:

to tans =

E B g |
- only thiz time, there's

saclion will appear to allow you to zap
away all the clutter,

As with most puzzle gamas, the
basic idea is fleshed out with loads of
variations, from an arcade mode whene
you gel less and less time fo place each
block through to a thoroughly entertaining
two-player mode where you compete o
be the player whao finishes each loop
It all se@ms rathar groovy, and, in a
rare outbreak of common sense, i1's

Qoing on sale at only £15,
which seams 1o maka it the
right pnca far a fun and
playable but not overly
stunning little game. Hurrah for
Super Loopz! Hurrah for
Audiogenic!
® CAM WINSTANLEY

And, um, here's some
'loops’ we completed
earlier. Sort ol.

AMICA RECOMMENDS

If you haven’t bought these yet, we
recommend you do. And we're right.

Acid (AP45 B4%)

If we rated games based purely on the gallons of
adrenaling they catalysed per minute, Roadkill would
b leoking at a score in the high nineties. As it is we
awarded it a creditable B4, marking it down sightly for
baing a ktle ghallow, but being utterly bowlad over by the
incredibly exciting atmosphere it generates. “TAKE HIS
LIFE,” hisses the voiceover. And you simply have no choice.

Virgin (AP44 B99%)
Sensible capiured the hearts of the world with thesr ittle
band af soidiers, frooping through a variety of settings
against enormaus odds, And they seem 1o have done it with the
sequel, too - 72 more levels of the same, with new scenarios including the
noforious Alien Planet. I1's lougher than the original, 5o if you enjoyed that, and dan’t
mind harding ever handiuls mare monay simply for some new lavels, then, er, yes,

Renegade (AP44 95%)

We must have written more words about the various
Incarnations of Sens/ than any other Amiga game, But
we're always eager 1o wrile more. Especially when it's
conceming this latest, best incamation, with its
lactical management facilities, stadium round the

edge of the pitch, and litthe spinning 'S’ in the comer of

the screen. This is the best Amiga game aver,

Binary Asylum (AP43 90%)
The world seems much less of a threat when you're
sitting just above it in a helicopler armed with cannans,
rockets and guided missiles. Zeewolf gives you that
tealing, and also an extensive range of missions 1o tackla,
along with slick 3D graphics, big explosions and complex strategic decisions.
We'd hesitate to recommend it 50 readily to ASOB00 owners, as it will run
rather slowly on their machines, but averyone alse should enjoy it enarmously.

Audiogenic (AP45 B3%)

Oddly, even if you've got an A1200, it's worih going fos

the ASOD version of Bubble and Sgueak. Although you
lose out on the attractive pink-and-purple
backgrounds, you gain a more sensible Blue Thing
who doesn't keep ruining tha fun with his stupidity.

¥ Apart from that, it's tha same intriguing puzzley
plattorm game as it always was, Buy i
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KIT CARS

This is stretching our Amiga-related
knowledge a bit, but apparently
there's a program called Imagine
which is whal programmers use lo
render pictures. (Our neighbours on
Amiga Format confirm that this [s the

case.) If you've got it, then you'll be
able to design a car, render the 800
frames of animation that Skidmarks 2
requires, import the graphics into the
game, and actually drive your
creation around.

Cows on wheels...
towing caravans?
Such is the
sequel to
Skidmarks.

Runs on: A500, AGOD,
A1200

Publisher: Acid
Developer: In-house
ETA: February

linging to the undarside of the
workd, Acid Software has
become one of the Amiga's

Guardian (AP43 90%). As far as our The
Incredible World Of The Amiga feature is
concerned, Acid hay ally put
New Zealand on the

The ‘
fantastic ; difully-animated,
pleasingly-handling but it was
down a bit by irritating disk a
a tendency to
the sequel, of
impartantly the
of enhancements including several
features that have never bee

on an A1200
Starting with a faw raw siatistics,

plus twelve new ones. Thare are now
eight diferent types of car, ing
Formula One ones, Minis, pic
L on wheels, (And if
¥ minded you can even render
own cars and include them in the
game.) And there are 12 championship
avents, incleding a more challenging cne-
y than in 8 ks

tracks and frames of animation
But - and hare tar tha realms

} n the s
four can play using a M
style full screen mode,
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dragged forcibly back onto the screen if
they disappear from view. (Four-way
joystick adaptors are supported if the
keyboand controls prove 100 troublesome, )
Or, of coursa, as before, you can
limk two machines togathar
and do it that way. And,
parhaps for the very
tima in racing game
history, you can low
anather car bahind you,
with your car's handling
ing compromised
srdingly. (Although only
two at a ime can play Ike
this on a 500600, though.)
However, it's 1200-0wnars wha'll
roally banefit trom Skidmarks 2. For
startars, up to eight cars can take part in
each race, with all of them controllable by
human players if you link two machines
together. And in lowing mode the cars are
replaced by caravans, which looks much
better. The graphics genarally ook nicer
on a 1200, with more sublia shading on
the cars.

another
car behind
you

Here's slightly dull picture
of a whole course without
any cars on it.

]

But bast of all s undoubledly the new
range of display options availabla in the
1200 version. In high-res mode the track is
zoomed right out so you can see more of it
on screan at once, but without
cutting down an the level of
detail, And il you're playing
an two machines linked
together, you can place the
monitors side by side and
zpa the game in a sor ol
‘widescreen', with half the
n picture on each monitor.
(We denved much
amusement in the AP office
from playing in this moda, but with
thiz two moniors on opposite side of the
office. 0 we had to trample up and down
the room to keep track of our cars.)
We are filled with hope for Skidmarks
2 Play our coverdisk demo and imagine
the same thing bul with all the exira
features listed abowve and you'll surety
agree, Indeed, we were hoping we might
be able 1o review the finished version this

menth, bul Acid say they
keep thinking of new
things to put in to make it
even better still. Too
many more and the game
will be in danger of
exploding.

® JONATHAN DAVIES

This is terribly impressive. If
you connect two Amiga 1200s
together, and place their
monitors side-by-side, you can
get Skidmarks 2 to display the
lefi-hand side of the course on
the lefi-hand machine, and the
right-hand side of the course on
- yas = the right-hand machine.
Thus the Amiga boldly marches
into the widescreen, high
definition audio-visual world of
the 21st Century.

IT'S IN WIDESCREEN

FAMOd YOINY




Runs on: A500, AGOO,
A1200

Publisher: Gametak
Authors: In-house
ETA: January

am's played
Bioodna! on the
PC, and he
reckons thal to
fully appreciate the bizarme
futuristic satting, you'll
need 10 have read as
many cyberpunk books as
he has. Unfortunately the
nearasl thing I've read o
& cyberpunk book was
probably Jules Verné's
From The Earth Te The
Moon, but thanks 10
AP28's comprahensive cybarpunk
guide, I'm now fully versed in the
intricacies of mirrorad sunglassas, light
fitering through Venetian blinds and
“jacking” into he matnix” withoul having
1o plough through paperBooks
cyberFilled with stupidWords. Cam was
mistaken

Tha other thing Bloodnal is about
15 vampires. They're taking over a run-
down, fuluristic world, and you - a
hacker called Stark — are the only one
who can stop them. But, in an ironic
twist, you've actually been bitten by one
of them, and are slowly lurning into a
vampire yoursell, a process slowed
down thanks to a neural implant in your
head that keeps reminding you you're a
hurman and not, for axample, a creepy
blocdsucking night stalker

Learning from the mistakes of
previous point-and-click adventura

games, Bloodnet allows you o

freely wander 1o most of the locations
from the very stan, leaving your powers
of deduction to work out what's relevant
and what's nol. They've also realised
that labonously moving the pointer
across the scraan 1o look for a two-pixel
passcard isn't any fun at all, so all pick-
uppabla objects are clearly marked as
aversized lcons.

And the other thing is, it's being
promoted as an 18-certificate game,
packed with rugs, socks and shanng
Cam says there are quite a few rugs in
it, but nat much in the way of socks or
sharing. But then, he regards Pulp
Fiction as light lamily wawing, so maybe
his standards are somewhat difarant
He did tedl me that it's one of the Tew
adventure games he's enjoyed playing,
although much of the enjoyment was
gleaned from listening to the hammy,
overacted dialogues (it comes on a CD-
ROM) which presumably will be
replaced by text in the Amiga

EBB TIDE

Some sad news from Ocean: of the seven gamas they had planned for
Christmas, only three actually made it into the shops in time — PGA European
Tour, Jungle Strike and Shaq Fu. TFX has been further delayed. and Skitchin',
Mutan! League Hockey and Mighty Max have been shelved because, say Ocean,
they weren't good enough to release. Skifchin’ and Mutant League Hockey
weren't actually all that good on the Mega Drive either, but we haven't played
Mighty Max, so it's difficult

to say whether that would

have baen any good or not.

PICK A PUC

Anyone who bought Augenblick’s Pucman on the strength of our review in
AP44, and agrees that it's a bit hard, will be pleased to know
that Augenblick do 1oo, Or, a1 least, they're
inclsding a difficulty option in
all coples they
sell from now
on, although
thay swear the
GaMe's No more
difficult than the
coln-op original
And if you send
your disk back lo
tham thayll send
you tha naw
varsion for free
Their address, once
again, is Augenblick,
334 Marion Road,
Longlands
Middiesbrough,
Cleveland TS4 2NU.

.y PSR, version. How this is going to affect
. mean to the gamae is, at this momeant in
o difturb you. nmq, a mystary, as is why I'm
4 wiiting this rather than Cam,
who's clearly better qualified to
do it. Maybe all will become clear
soon. Or naot,
® JONATHAN DAVIES

RECHAUF
BUBBLE AND
SQUEAK

We're big fans of Bubble and Squeak, especially the improved
A500 version (83% AP45). So when
Audiogenic whispered

into our collective ear that

they're planning a sequel,

we were incredibly

pleased, and fell we had to

tell you about it. They

haven't really decided much

yet, except that it'll be more

of the same. Oh, and this

time you'll be able to shrink
Squeak down with special

bubble gum so he can fit

through narrow pipes.

HIMOd YOINY

Looks like they've
had an office
party too.
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Renegade £30 & & & &
2. THEME PARK
Bullfrog £30 % 4 % % %
3. CANNON FODDER 2
Virgin £30 o % #& % %
4. MORTAL KOMBAT 2
Acclaim £30 # & &

DB - -
al =Gl = s oI H

Gremlin Interactive £26 % % & %
6. FOOTBALL GLORY
Kompart £26 * & %
L i 7. WINTER OLYMPICS
WCIF‘ITII paper COME A wWasn 1 an .-l. Iga o US G‘ﬂ‘ld EEE! *
.m:;:::;:: e : % ot the Maga Driv 8. MORTAL KOMBAT
: o ) : 2 ey B Virgin £30 o k% & %
\ kept many : h q ookin-0o 9, KICK OFF
chaeked game player o d ™ punters 1o los 8 Anco £30 % *
: 10. MICRO MACHINES
Codemasters £26 & & &%
11. RISE OF THE ROBOT:
Mirage/Time Warner £40 +
12, PGA EUROPEAN TOUR
Ocean £26 % h*
RIDMAHK
Acid £25 & 4 & &

. kA% HIK
Ocean £28 & % %%
15. BEAU JOLLY COMPILATION
Beau Jolly £35 %% %

16, ALIEN BREED 2: TOWER ASSAULT
Team 17 £20 % %

FURTHER | ooros v e
Amiga's mare than a games machine,” Bi Asyl €30 4 % % ek
READING ;..o 3. JURASSIC PAF

Ocean £28 * %%

swepl onwards 1I"-n..uqh rh{ ‘-ky i ITI'IE'r

“biah blah Amiga Shopper blah issue 18. ON THE BALL: LEAGUE EDITION

45 blah on sale now with stonking Ascon £30 * &

biah reviews of blah Photogenics, 20 POWERDRIVE

Image FX 2.0 (the finished version) US Gold £30 % % #

blah Personal Paint 6.1 blah plus blah

Mojo of Foundation blah Imaging >t
shows you how to blah build your own

Babylon 5 blah cargo pod blah not [ @ HAR I S

ILVDCEET

forgetting blah our full review of blah
Wordworth 3.1 and Wordworth 3.15E
blah blah the real blah truth about the
rise and fall of the Commodore empire
s AP ;" blahplus all of our usual blah
=X U.;;;LJ”] excellent tutorials,

“Mo, that's not right. We leave the
“Amiga Format issue 68 ushers inthe  blah to other magazines. Amiga

1. CHAMPIONSHIP MANAGER '94 SEASON
Domark £20 * % %

2. MONKEY ISLAND 2

Kixx E17 4k 4 &

3. BATMAN RETURNS

Gametek £14

world of communications with & Shopper just gives you the facts. Cut 4, CHAMPIONSHIP MANAGER: END OF SEASON
startling expos# on the Internet, the Blah. Get Amiga Shopper.” Domark £15 %3t
modems and all that. Written by Richard Baguley L

5. DESERT STRIKE

Future's most knowledgeble Amiga Editor, Amiga Shopper f
Hit Squad £13 4 4k %

comms expert, Richard Baguley, AFGB
promises everything you'll need fo
know to ride the Information
Superhighway. Heck, we even review

I E i

CHARTS

some top new modems.

“We're also proud to present
Battle Of The Beal-'Em-Ups, in which i. RISE OF THE ROBOTS
we pit all the new and not-so-new Mirage/Time Warner £35 *
combat games against one another to 2  ROADKILL

find the king of the Amiga beat-'em- Acid £30 * &k *

3. ALIEN BREED 2: TOWER ASSAULT

“Our duo of Coverdisks feature a
splendid (and quite huge) Cannon Team 17 £30 * *
Fodder 2 demo plus a full, working 4. PGA EUROPEAN TOUR
version of Digita's Data Store. You Ocean £30 & % %%
may never be disorganised again. SUMP 'N' BURN

Grandslam £30 %+
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FEATURE

ik the British Empire of the %5
19308, the sun nover sols on .
Amiga Empire, with outposts in
every comer of the globe, Apart
from China of course, And South America.

Anyway, the sama could be said of
the British Empire, so the analogy still
holds. And, like the British Empine of the
19305, the Amiga Empire currantly stands
al its posnt of grealest power and
influence, while at the sama lima leetering
on the brink of a dramatic and possibly
cataclysmic conslitutional crisis

The reason? Well, al this moment in
tme, there are more Amigas spread over
a wider area of the planet than in any
mament during THE ENTIRE HISTORY
OF MANKIND. Wa're seeing games from
as lar away as Poland. Scandmavia and
Croalia, and regularly get latters and
phone calls from readers in Australia and
New Zealand - which are on the ather
side ol the globa, for

of traveloy, if you 23
am Winstanley sets off
edition around...

holding hands

world Is. at this very , 85 mighty with Amiga

as il's ever been, whichisshy welail the  celebrities, and
need lo mark the moment Wwith 8. » revel in your
splendidly patriotic workd map shawing slalus as a

that no matter where you and, you're member of our
probably closer than you think to somecne  very own cliquey
working on'somathing tab, groovy and global

inimitabty Amiga-ish. village >

So seize the day and all
that stulf, for tomorow might
not be the bright and glorious
future that yestarday, erm,
was, (Are you sure aboul this?
- Ed) Put a pin in the place
you live, visit lowns
mentioned here in

the hope of e : ;
e 3_*'5,. b'hg |
~ Wl " . [\ ¥

-~ y n

bumping into
and

possibly

N

& Jd . .
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FEBRUARY 1995

AMIGA POWER

glance around nervously, and look up fo
see dark clouds rolling across the sky,
Rain lashes against the ground, driven by
a fearsome wind. As the earth bagins to
shake, the cows’ eyes grow wide wilh
terror, Suddenly the ground is ripped
aparl as a vas! stona portal rises from i,
shaped as a giant mouth, a bé like that
ona al the baginning of Aladdin, Four dark
figures move showly forwards through the
smoke, silhouatied against the hellfire
behind them. They sit astride bicycles,

“Who has summoned us?" cry The
Four Cyclists ol the Apocalypse (for it is
they), their mighty words rending whale
mountains asunder.

It is us, AMIGA POWER. We
humbly beseech you 1o judge the Amiga
games industry for s deeds during 1994,
and produce a sorl of glorified awards
feature, you probably know the sort of

mesmummdm

“Very well, It shall be 50" They
appear (o converse for 8 moment,
though no words can be heard. Then the
First And Greatest Cyclist speaks:

“But lat one thing be clear, Only
thosa who have significantly touched the
lives of Amiga owners everywhere shall
be considered. Thase who have meraly
turned out tedious copies of games
wa've all been playing for yoars will be
scormed!” A lightning balt shoots Irom his
fingers and strikes down a cow which
has bean standing transfixed with termor
nearby. "Lel judgement commence.”

The lour cowled fligures begin o
pedal forwards, surveying the landscape
wilh their retributive gaze.

“You bastard.”

“What?"

“It was just slanding there.”

“What was?"

“Thal cow.”

erm, incre
animated

but the best thing about It Is the iittie animations when you

It is over. Not the
world, nor the
Amiga, but 1994.
And as we step
lightly into 1995,
let us pause for a
moment to
consider Those
Who Have Pleased
Us, and bestow

P
1 awards upon them.

JJ__,‘-l_ii Li VIS

-
Ohkay, so we don't have
any grabs of expleding
baby scals, wanna
make somathing of ith




BARON /ISCOUNT
MOLYNEUX, JAR STRQNG
EARL OF ' THE _

A long-overdue recognition of Pater
Molyneux's services to the Amiga,
as brought to our attention by AP
reader Beatrix van Oranje Nassau of
Holland in last month's letters page.
He has brought us a stream of good
games, such as Populous, Syndicate

and Pewermonger, culminating in
this year's Theme Park.

RBA

Sir Pierre receives his knighthood for
being our favourite game character
. of 1994, The behatted star of Out
to Lunch remains cheerful no
matter how many errant
vegotables assail him, rounding
up ingredients
“with his little
net while smirking
consiantly. If there
isn't an Out to
Lunch 2, we may
have to kill

o) ourselves.

JJJJJ J_/J_)_)_(
f)R R OF THE!
rﬂfﬂ SEHAMME

John entertained us greatly during 1994,
with a solid conversion of Aladdin and the
fantastic Putty Squad. He truly is the
master of the platform game, and we
hope others follow his example i
rather than simply rehashing the L
same old stuff over and over again.

We also congratulate John on his

recent marriage.

COUNT WILTON,
LORD OF ALL SPHERES

We grant Binary Asylum's Andy Wilton his title primarily

for his use of advanced curved-surface
' .:&aa

technology in
Zeewolf. We were —

|l[|’?
"5 u||]

beginning to doubt I ks good because

that Zeewolf would it is round.
ever appear, o
delayed was it, but
eventually it did, and
it was really good. So
that's okay.

NEW YEAR HONOURS

TR TR E T

e R

- CORT OF THE DOME

~ We've singled out Nick, though his award really goes to

everyone at The Dome for constantly surprising us with
their slippy-slidey, rollercoaster-style outpul. From

"~ the fabulous Bob's Day
" Outthey plunged to
 the dismal Last Action

We have always had a place in our hearts
for Andrew. Not only did he write Lindiums 1
and 2, and Rainbow lsiands, but he also did
Nipper, cur special AMIGA POWER game.
And then, this year, he created Empire
Soccer, which we'ra still irying to convince
some of you is one of the finest foottall

Fightar nats an

earidom for

Keeping us

constantly amused

during the closing

weeks of 1994, He

smiles sinisterly no

matter how may times

ha's knocked down = much
like us, in fact,

PRINCE JENS AND
PRINCESS JAN OF
SWEDEN

We felt that nothing less would

be appropriate for Jens

Anderson and Jan Krongvist, the
people who brought us the
fantastic Grawvily Force 2 on
AP39's coverdisk. Unfortunately,
despite his name, Jan is actually a
bloke. But it wouldn't have
sounded right otherwise. We hope
he doesn't mind.

Great work has been done by
Arran in the form of Jetsirike
CD32, a game which Steve and
Cam have played for many hours.
As well as constructing an
enormous variety of seroplanes
and levels, he was also
thoughtful enough to include the
most bizarre UFO-related bonus
feature which only a tiny fraction
of players will ever encounter,

FEATURE
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mmmmmw botties, bowls
of fruit and angle poise lamps, because they're sasy to
creale in 3D modelling programs. They'll never feature
trees, animals. Henry Moore sculptures or fountains.
Becausa they aren’t. Or people, because they're scary.

THE

COAT

The CD age is upon us, and our readers are
awash with fear. Harry Zimmerman from
Rifle, Colorado and Daniel Uphaven from
Welwyn Garden City are just two of the tens
of people who have turned to us for help.
“How can | have allowed myself to be left
behind?" questions Harry. “What is this
MultiMedia lark, and how can | get a slice of
its high-tech action?” drools Dan. Fear not.
AMIGA POWER shall equip you to straddle
the untamed beast of CD interaction and
ride triumphantly into the FUTURE OF
INFORMATION TECHNOLOGY.

MultiFacets of MultiMedia No 2:
Digital PhotoCapture
Technology

Making the CD seem jam-packed with data is always a
problam, and the best way of doing It is 1o include a
‘reference section.” These consist of video clips transfered
from Pathé newsreels, and smudgy photos taken from
encyclopaedias, local newspapers and builds week by
week into an essential reference Ebrary’ Orbis partwarks.
They're then hastily scanned at a risible resolution and
crammed together to complete that VariFormat ambience.

MultiFacets of MultiMedia No 3:
Digital AuralCapture
Technology

Another lachnologically exciting way of filling up the CD is
1o slap a load of crackly old sound clips on it. That jittery
sequence of Winston Churchill talking just isn'l enough -
you're also going to need his “blood, sweal and lears”
spaach almost (but obviously not quite, see number 4)
synchronised for that full edutainmaent package. So hurry!
It's straight back to that Pathé newsreel with an
inexpensive microphane,

OF MANY

0 - MultiMedia then. What's it all about? Well,

the simplest way 1o explain it is o think of a

sturdy cardboard box. Into this box can be put all

manner of things. A recipe for apple crumble,
say, and a flape recording of someone reading it out.
Anather tape recording, but this ime of the music from an
Asda induction video, a grainy video recording of
somaona lollowing the recipe and a small photograph of
an apple. Now you start the tapes and seal the box.
Prepare soma other boxas, each dealing with a differant
topic. Sheet music, perhaps, or architecture, Now arrange
the boxes 50 you can open one, cimb inside, absorb the
information, and then move on 1o the next box.

Well, that's all MultiMedia is. Just imagine that

instead of the three or four boxes you've prepared, there
are milions of them containing a ‘multiple media’ show for

every concaivable topic - and that you aren’t actually
climbing inside a bax but using your computer 10 access a
complicated digital matrix stored on a compact disc using
a spacial wira - and you can bagin 1o undersiand tha
excitement of what some people are already calling “the
Pathé newsreel of the '90s"

MULTIPLYING THE MEDIUM

MultiMedia is a near-organic phenomenon, with a
language, reproductive system and other things. Let us
examine them,

WORDS OF POWER The language of MulliMedia is a
special language, with magical words that transiorm
unatiraciive, ledious ideas info magnificent, explosive

MAKE MINE MULTIMEDIA

SAUARY 1995

EVERYTHING YOU

shots of things blowing
Churchill's “blood, sweat and tears” speech. It IS the
Pathé newsresl - but on video!

2. CHRONICLE OF THE 20TH CENTURY 1455 pages
detailing every major event of the century. Make it the

centrepiece of a wacky "On This Day In History’ InterActive

4. DREBIS PARTWORKS Reach down behind the sofa, or
examine the mulch in that forgotten recycling bag in the
garden, and you're bound to lay hold of at least parts one
to three. Scan in the pictures, get Leslie Judd to read out
the information, et volla (Monsieur Myope Présente
FunFactorFourFrench!, two-CD set) = Instant interactive
databases on everything under the sun.

&, COPYRIGHT-LAPSED LITERATURE Sticking to
MultiMedia®zing books by salely dead people neatly
avoids expensive litigation over breach of copyright. You'll
only be sued if the books you're ripping off aren't in the
public domain, or if Orbis finds out. Right, kids?
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WHATEVER HAPPENED TO... MULTIMEDIAT

MultiFacets of MultiMedia No 4:
DigiDelayLipSynch

A major part of any DataPackage is the dialogue track
dragging behind the VideoAction by anything up to 15
seconds. This gives rise to pregnant pauses in the middle
of heated on-screen arguments and aqually bizarre chatter
ages after everyone's left the scene. All the MultiMedia
producers we talked to assured us that this delay was
ESSENTIAL and in NO WAY a failing of the curren
generation of underpowered hardware failing to lve up to
unattainable public expectations. So that's okay then.

COLOURS

concapts. The art of using the words is called
SeparatingConjoinedMounsWithCapitalLetters: actually
Separating Conjoined Nouns With Capital Letters, but
Ihrough separating the conjoined nouns with capital letters
an obwvious phrase lent a proper ring of decisive,
progressive, knowledgeable aulhority, You sea?

EDUTAINMENT Edutainment (‘educational

entartainment’ — MeldingStupidPhrases is another of
the MultiMedia Words of Power) is the attractant which
MultiMedia uses o reproduce through tech-hungry fathars
buying £2,000 PCs ‘for the kids'. It's interactive,
enleriaining education that's fun, Fun, FUN! By staring at
a screen, interacting with on-screen ‘characters” and
asking questions through a complex series of mouse-
driven manus, children can discover everything about the

MultiFacets of MultiMedia No 5:

Digital
LowQualityActorCapture
Technology

In the bad old days, would-be thespians had fo struggle on
excruciating daytime TV drama programmes, hoping to be
‘spotted’ by influential executives. Bul thanks fo the
exciting MulliMedia revolution, InterActiveMovies are now
THE place to be seen if you're struggling to ‘maka it' in the
“big tima". Or if you're 1oo fat, old or ugly to appear in
proper films.

world outside that they never see as they're too busy
learing aboul it. A bit ike interacting with ‘teachers’ and
‘friznds’ by putting your hand up in class and asking
questions, only without the crippling necessity ol having to
convarse with another human being. Or leaving your
house even.

INTERACTIVE GAMES By ‘interActing’ (‘interastingly

acting’) with the computer and software using a ‘hands-
on character manipulation device,” you can actually
control the charactar or vahicla in the gama, deciding
when it should move, jumg or fire, Similar 1o an ordinary
game, bul better, bacausa of the 25-minute rendarad
introductory sequence, and the ingenious way the tedious
requirament of constant control is sireamlined to pressing
left or right every ten minutes,

-l

gllgl‘tl':l.:“.# Ll til

o xtP: ; T
Technology ;“1-"»1-1"?-1:
amwmmmuﬂrmmuéw
‘currency’ of MultiMedia — words — and on a CD you can
mmlmamawmmmﬂmuﬁr
and lllegible because the screen is filed with clips of
Winstan Churchill and computer-generaled chess sels or
digitised Margot Kidders trying fo revive flagging careers is
unimportant, Use the printout option, of read the books
listed in the CD's bibliography.

“What’s MultiMedia, then?” Let
another SALVO OF TRUTH ring
out from the AP" InfoCannon®.

INTERACTIVE MOVIES InTeracTIve (inside

terralc)pin throw-rug imperative’) movies are
interActive games, only featuring presumed-dead aclors
mugging in front ol computer-genaraled sets. Sinistary,
even frantic usage of a 'hands-on character manipulation
davice’ will fail to skip past these hammy parlormances,
s0 you'll have to watch them over and over again.

INFOTAINMENT Infotainment (‘infotainment’) is

exactly the same as edutainment, only passing through
adolescence to reach maturity with the addition of blood
and naked flesh, Its dual purpose is 1o sell £2,000 PCs ‘for
the tech-hungry fathers’ and embarrass unwitting
grandparents in shop demonstrations.

You can now discuss MultiMedia with an air of well

informed confidence.

NEED TO KNOW

Winston Churchill!

AND FINALLY...

I-. ) d E I " 5 .. gt ., i h
octopod smbrace of MultiMedia.

MULTISTOREY

Read a book about some cars. In a car park.

MULTITHEATRE

Take the script of a play along to the performance. Thus at
any particular moment you can randomly access the text
| while still keeping open a visual window. What with the

4 '? constant stream of audial information that your ears are

/ intercepting, you really can’t get much more of a MultiMedia
experience than this. Buy a programme for extra depth.

e =

HUI.'I'IMEDIA
mmwmmuamumﬂ
flick through Penthouse or the lingerie section of the
Littlewoods catalogue becauss you can't face the idea of
going without infotainment.

Congratulations - you're now a MultiMediaMarshal of Didge
City! Perhaps you could start work on integrating Virtual
Reality, the Internet and MultiMedia so YOU NEED NEVER
LEAVE YOUR HOUSE AGAIN.

MOd VOINY
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JUST WHO DO WE THINK WE ARE? GAME REVIEWS

Here begin our reviews. Do not buy a 33
game without first consulting them.

But who are we, exactly? Why should

you trust us? And what would happen

if, for some reason, we began

inexplicably shrinking?

JUST WHO DO WE
THINK WE AAARGH:..

Jonathan seom
ed
intrigued by th
€ poggibj
:;‘hmng shrunk, mm::::::{:lq'I
great. | coyjy battle wit,
98 pin ag

- Sy l N
ar:paar behing thej, eyeg, g:::::;starir s
mhon for help by knocig t e

off the rece; e

feceiver,
buttons ang shouting rﬁ:ﬂfﬂg o

g B 7
ks il gl;tt l;ro. His face fedl,
within two minites, i

HIMOd VOINY

TIDE

> ;7.-5?4 hE'.:;SHEn Wa
NK INTO THg  SUo T Ave

s BACKG il

Ih:l:::HASSMEHT. BUT 4 nougg. Is HCH .

ON S 0 alk ke this " iy, o e 1d

PREFER 1 R HOUGHTS | Thjag .ot 294,

O REMAIN This 575
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Game: Shadow Fighter
Runs on: A500, AG0O,
Al200

Publisher: Gremlin

Author: Domenico Barba,
Fabio ne, Fabio
Iqh‘ A

 Around £30
@: Out now

oliow mc on this one. Everyone

fight? If theyeg'not the brother of
anoiherongwho's chosen a path
of the Dark Side, fen they're a pupdl gone
off the r@lls and Brever chased by their
Egod and trusting leacher. Thay'vo
-~ murdered.each othedgsisters, cheated on
Iheir wives antl maybagsjust maybe, stolen
pach other's winaing lottery tickets. These
are all go-odmsmi 1o kll:h. each others

hase fights aren’t
5 fuelled by alcohol,
s of embittered

f anised, three round
matchos whn:h invodve al least one, and
nis hying hall way
t at a sel place
to fight each ather,
rontiers, onky

1o

in
I

without Eddy

lin beal-'em-Ups hates each other,

A fat cop armed with a large
stick wersus a sportsman,
surely that's a loul, rel.

T e

! L “-;1: ) . _
e | ﬁnqm -
***W*ﬁa gt s e i = w

mnmnmumm ppoal, and consequently sucking change
elevated to an art form, and would take a of pockels across the world faster and
mmﬂmmw» mﬁanqum

for both fighters 1o book the tima
tl.lfm M‘HIS Wt.l'rl q}i

r enling: ﬁnﬁl ougin [mdlm‘I
- B story L al-'em-ups oAt
discredited and a5 beal-‘em-upgon o up
rubbishoed then £

ldont care

1 arg ccrlsequc-rﬂly about as playable
05 underwater tennis.

Shadow Fighter steals shamelessly
from hera, there and everywhang, snipping
all tha bast bits from everywhens and
squashing them all into one. There's a
scary bubch bloke wig

Kang is'the kovel
&hild of Marilyn

amlin legend, simply

Monroaand” 1~ pctically finished) have

w Bruce Lea, and to, orld around them and

w ubeshonest. until | taken nnm .&.Ilmugn I've only ever played
played Shadow it w twigk, Supes Steet Fighter 2 in
Fighter, | didnl really garg the areades i{apparently) the world's

il beat-'em-ups existed at greatesl beal-Bmeup. combining shart-

all, I'd always Ihowght thal term playabiity awlessly with long-term

g N w
- .
1l
2t
Ef

t B
£t
- &
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ADOW FIGHTER GAME REVIEWS

)

WE ARE FAMILY

Every character’s got a stupid name can't be bothered to go into. Here's a
and daft reason to fight, which we broad cross section of them though.

BOXING

h GL ES

L)\ FEL /

P A bland, generic, . He has to hunch
e Indenti-kit type of of = over Just to fit
; - i guy. With boxing e on the screen.

ot like : gloves. 3 .

Bianka, a scary

thin bloke who's

clearly a non-rubbery \

Dhalsim, and even a : - CUTE

cute girl with lethal ' . . é TIGER OLD BOY

halr, not entirely unlike - GIRL Just don't talk 1o

a characler from the e Rocaaargghh! him about girls,

disappointing Elfmania. Right lads? / alright?

HADDOCK ' nplyiyto

Than,il g8 a fabits, OMISLpe in on the craze. We've ot qoneto. 1 . COKE (~-A FAT
Snesitighter 2 X and Mortal Kombat - e ¢ em, bul most A\ coLA” - KRAUT
whoever gats tha first hit in gets a point charactars have over 20 sasily- 1 ED) DEALER cop

banus, and Tyt manage T6" Eind.ihree accessible Moves, Jfd thal's with 1 B0g- da| Hot off the streets of Complete with
different blows in succession, You get ﬂl' S &andard one-butlon joystick: Al thel i e W Medellin, Colombia, baton, handgun
“sxcellent” rating and momentasily Sians : ni'mes and kicks are dealt with usiig : he looks mean and and silly haircut.
your oppaonent, allowing you to getalew -m directionsse diractions-plugdire, turns into a panther.

mone punches in. These areadmitiedly vand he special moves tend 10 us&ﬂpﬁ
small things, but they add considerably to swirls of the D-pad with a fire at the right

the game and also break up all that moment rather than the fiddly UP, DOWN, SCRAWNY e HAT GEEZER
tedious punching and kicking stuff. RIGHT combos of MK2, , MYSTIC . X Despite his

With loads of locations and masses BLOKE 1 misleading title, Hat
of characiers to play, Shadow Fighar's DYING GURU Has harnessed Geezer sporis a

good for al least a woeek of nowally valug, Ditlarant moves work:
with you and a Iriend trying out all the distances, so rather thay
possible combenations of characters and attacks and missike/fi
locatons, Thankiully thaugh, once you've
last the initial buzz of playing such a

great-iooking game (lor even an the

humble and increasingly neglected A500,

differant the power of the } massive, but

g close universe, Or curiously non-fatal
some old tat like sword. Nice trousers

there's a number ol an that. too, don't you think?

an

5 a Inthgan,
i§ teach, so his ANGEE of

you've gol mock Made 7.floars, 1@ punching, swinging a BL : BOXER :
parallaxing backgrounds and more colours — drun n, kicking, jump kicking and : . Just like the guy =
on screen than are supposed 1o be § iing his gun. I'm not intog %ups ' Just an average girl. out of that Jean ]
possible) there's still loads to see and do. 5 to know if other ga With electric -4 Claude Van b
The control system's excellent, and _ this kind of flexibility, l,.i I‘l*ﬂ first > powers. In lycra | Damme movie. o
o
* o o . -
BEARDY OBVIOUS b
Denmark is rather oddly BLOKE T1000
represented by a i Behold, he is a RIP-OFF
basketball court. Hmm... s fearsome warrlor, Complete with hal
y Fearsomely dull. ‘hands turn to ;
"h- With a beard. blades’ attacks. b
=1
9"'@' THE »
w-i'a-\ SHADOW D
FIGHTER =
r. Scary and of -
i Eﬁr-' _ level baddy that
= - we haven't =
i < actually got to
¥ :k yel. Oops.
o n @




lime I"va

character, ON sure, therg's

L} of tairly forg i B

s Fella a
they're quite fund

m. Cuté Tiger i .

= lancy if she were real a"n:l aven thibugh
she's a bit weak and puny, especially
against Stout Blond Lass, the fact ey s
shouts “Judith!” and rodls arcund Wil
opponant more than makes up for i
They're already planning a data disk with
elght new characters (To be designed by
YOU. the readers of AP Sed'page 6. -
Ed). but these will keep you happy for
ages, simply because they'ré NOT all
evenly matched. Oh sure, once you've
masterad firaballs and burning kicks; 14
Year Old Boy proves to be rock'hard, but
in a stand up fist fight againgtithe adults,
he WILL get a righteous ki A =

There's a certain ami :

saspens on of disbebiel r'-e.#qrh

fully enjoy the game Whyt = =
doos Cute

AMIGA POWER

_and trusting |
Re hﬂM Fo

'_'_"" Girl's
hair inflict asg

much damage as a puUReh How coma'Fal
seen (i on an Amiga. 'KradPGop can car"_u'ag.nhlmﬁﬂ
The characters have, well)

It you can fault the game on anything, it's

the one-player game, but then again, what

kind of friendless saddo buys beal-'am:
ups 1o play them on their own? Tha

computer player annoyingly acc
special moves all the time, and

L
e
easior lavels it's possible to "Do a Hi (

The Robots” and get halt way th
game using jus! two or hiee of
all the time, which

PUPAZZ - HE'S BAD

deleating. On
theplus side, the one-
phayer miods means you can
Go up against the sinistsr Pupazz
wha's the kind of eharacter tha!'s supposed
Lo beveute, but is in fact outragecusly
créepy and scary, while at the same time
being 2 bil of a lard.

Thesy really have though! of
pverything. Yes, it's hard disk
instalabie (wedl, the A1200 versio wil
be), yes it suppoMs & seeand disk
o, (which is (sl 88 Well! as there's
ol & lobel disk swapning il you'ra
playing against a friend. [ you're
piaying & tolmarnant aganst the
RS 00 In one &l a lime
Ul you've beaten all
lon them) and yes

Wcing back 1o the
thing that Mortal

SPONGGGE!! There's no
getting away from that
ol_u laveurtite -

5 T e and\! fury, with heavy c:ru
 and pediole shaut ing “Judith! .:|l

tm®, the graphics are suparbly anima
and everything zips along at a sizziing
pacel li's a superb game, and when |
CD3Mersion emerges, eliminating alithat
liresome disk swapping it rank alongside
Guardian (the game of chamgions) as a
powarlul reason 19 buy one. Ignone the
Liypa, pour scom on MKZ's bland set of
moves, and buy the

~, UPPERS It's the bast
| A | beat-'"em-up on the Amiga In

“— every respect: playabllity,
graphics, sound, characters, special

moves, everything.

DOWNERS A lot of disk
swapping, occaslonally
( W' ) mismatched one-player
“—" mode and, most importantty,
you can't ‘be’ Pupazz.

THE BOTTOM LINE

To see this on any Amiga’s a joy, to
see [t on the humble AS500's a
programming miracle. Gallons of
care and attention have been poured

Into this, and by borrowing all the

best bits of all the other

beat-"em-ups, Shadow
Fighter's blown the

THE BOTTOM LINE
It's still great, but why

competition clean out of

the water.

AIZ00 not hang on a month
or 50 and wait what we've

got to say about the A1200 specific

version, due out very soon?




Publisher: Virgin
Authors: Probe

Price: £30

Release: Out before now

a'va baen to a praview

screening of Stargate. It's a

film directed by Roland

Emmerlich and starring Kurt
Russell and James Spader, and il's about
this alien played by Jaye Davidson who
kidnaps ancient Egyptians and takes them
12 another planet 1o mine a special
mineral, and it explains how the pyramids
were built and everything, and it's
professionally made and visually
attractive, and it's absolutely termible. Not
at all relevant o Morfal Kombal 2, bul we
had to drop the story from last month's
news pages, so | thought I'd get it in
before the film opaned officially.

FINISH IT
Mortal Kombat 2 is a Iriumphal
corversion. All the characters! All the
moves! All the speech! All the secrets! It's
just enormously dull, that's all. In the one-
player mode, the computer characters
have inflexible programmed responses to
YOUr Moves 50 a scrap is less a pugilistic
challenge than an exercise in whisking
through your moves and seeing which one
‘fools’ your oppanant. And evan on the
toughest difficulty level, computer players
still blithaly walk into Swordbloke's waving
arms and get cut to bits. Bulloons.

The two-player oplion unsurprisingly
plays far better, not least because bouts

*.J"L:.“.-E
o

last longer than 13 seconds, however you
are still hampared by the artificially
complicated moves. In Shadow Fighter,
performing special moves is a relatively
imvisible task because the programmers
have realised the inanity of stringing
together a list of illogical joystick
movements. Mortal Kombat 2, of course,
relies on such moves for its success. (Or
does it7 Apparently, lop-class MKZ players
just bash each other around, because -
tellingly - Ihey say thare's naver anough
time o get in a special move.) But to get
Ihe moves running on a single-bution
joystick, the movements are aven sillier
than before. Particularly stupsdly, the
method to differentiate between punches
and kicks s 50 unwieldy (it depends on
which direction you're moving when you
press fire) it may as well be random. So if
you want, for example, o perform a
Iriendship’ ending, the trick to which is not
1o punch your opponant during the bout,
it's effectively a matter of chance whather
you unintentionalty bilf him as you fail
away. And all this despite there being a
(clearly redundant) menu option for two-
button pads and the original gama
handling them with no problem.

Playing Morlal Kombat 2is an emgty
experience. When you beat your opponent
(having dismissed the one-player mode with
its devastatingly effective single
maove nonsense) thare's no

doesn't damn your &yes and swear to baat
Yo neot time: you just don't care. And such
an impression bodes il for repeated play.
“But practising the special moves is part of
the appeal,’ bellow the appropriate peoplo.
But thera is no mechanism o practisa the
special moves: there's no equivalent of
Pupazz in Shadow Fightar and you can't

even turn off the timer. (And why don'l beat-

‘em-ups allow you o loggle the energy
bars, 50 you can experiment with
combinations without prematureky
ending the maich? Parhaps
because as 500N as you've
discoverad all the ‘secrels’,
interest in the game itself
plummets, eh?) Even the trivial
faults rankle, For axampha, i
you're slightly too far away to
expculs an uppercut, the computer
player’s identical move connects flawlessly.
Or because of the bizarme credis system,
you can only play 30 two-player bouts
belore the game ends. Or the fact thare's
na scoring method beyond showing a
player's consecutive wins. Or the way the
game doesn't recognise two external drives
despite its three disks. G,

In terms of plain odd fun, the Amiga
comversion of Morial Kombal 2 is a slep
down from the grubby but impressively
thought-out original. But both sufier from

being tied 1o coin-op games clearty
designed to be over as 500n as possible,
and that's whene Shadow Fighler comes in
® JONATHAN NASH

A clearly
nonsensical
title, it is
plain to see.

UPPERS Visually
@ exciting, terrific sound (the

speech samples are
fantastically sinlster, and the chunky
effects the most painful since Way
of the Exploding Fisf), ‘weighty’
characters, everything that's in the
coln-op Is in there. The two-player
mode's okay.

DOWMERS MK2is all

about deliberalely

complicated moves, but
squashing everything on to a single-
button joystick has rendered it a
labarious exercise in waggling. The
lack of support for two-button pads
Is inexcusable, especially as the
option's In the menu. The characters
are boringly similar in look and feel.

THE BOTTOM LINE

It's fun, but really only if you give up
on the special moves, And bashing
someone repeatedly in the face is
anly good for a couple of plays. |
may have marked it higher had
Shadow Fighter not

existed, but we'll never

know, will we? Buy

Shadow Fighter instead.

THE BOTTOM LINE
. Less speech and

AB00 music, more disk-
-~ swapping (especially
when you pull off a ‘finishing move')

and, even though the manual says
it's =0, two-button joypads still don't
have any extra effect. Tsk.

HIMOd YVOINY
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EUROPEAN CHALLENGE

Just how hard should | kick this then?

Publisher: Anco
Author: Steve Screech
Runs on: A1200
Price: £30

Release: Out now

ack again, eh Mr Of? Some
games never learn. You may
recall scheming Celt turncoat
Steve McGHl reviewing the
original varsion of Kick Off 3in issue 40,
complaining that all manner of problems in
the game delracted seriously from the
amount of fun that could be had, and
roasting the sound and conlrols in
particular belore awarding it a
respectable-but-flawed 69%.

As with the AS00 version of Bubble
and Squeak last month, it appears that
software publishers have taken note of our
criticisms. Wilth Kick Off 3 - Europaan
Challenge, Anco have altered the sound
&0 the crowd roar apprecialivedy when you
scone instead of reacting with silence.
They've added some more control options
50 that people with a CD32 joypad can
enjoy pressing loads of butions. And on
top of all that they've even decided 1o
throw in all sorts of new leagues and
compelitions as well. For as well as
playing in

England, you can take your team o
Germany, Italy, France or Spain. A truly
‘European’ matif, thare.

PILES

Scheming Celt tumcoat Steve liked the
‘pinbally’ feel of the Kick Off series and,
while | did ke Kick Off 2 when it first
appaarad in 1990 (or thereabouts), Kick
Off 3 loses the sense of accuracy and
urgency that you shoulkd get when playing
a football game. As far as I'm concernad,
football games are supposed 1o flow from
maove 1o move, leaving you in no doubt
thal you're in compiete control of all the
action. When, say, your cenftre lorward
plants a cultured vollay into the
top left hand corner as the
result of a beautifully
lofled cross from your
winger, you have to be

“All over

sure il was as a result .

Slyour gamngsute.  |—you within._ _

{E \'ﬁmn.'fk* ora u ““Pio uf a mga?;emlnmﬂﬂﬁan
or not) you'll be lucky it lfn inules” about all of this is that
you manage 1o time a J e althouwgh | felt | had almost

tackla cormactly, of even
get the ball clear of the
defence. In an atiempl 1o master

control of the ball | tned every conceivable
mixture of options, using each of the

|oypads scattered about the AMIGA

POWER office in tumn and even slowing
tha game down 1o novice level and

j| investing much lime on the practice

screen. It was all to no avail, You can't
apply the right amount of power to a pass,
and the time delay between pressing a
button and the inlended move actually

no control over what was
going on and very litlle chance

to change the outcome of the game |
still managed 1o scora consistently. In
gach malch | put away al least a couple of
goals, and at one point managed an
impressive 4-4 draw against Blackburn
whila playing as Manchester.

So then. This ‘new and improved”
varsion doas indeed take the original
varsion and ‘new and improve’ it, and it's
refreshing to see a company responding
to criticism, but the real problems with

= happening s ridiculous, Also, the Kick Off 3 go much deeper. It's the game
v . computer oppenents always seem to itsetl that's at faull, and no amount of new
;E: ] know exactly what their fellow players options can disguise that.
: are doing and so are all over you within -~ ® PAUL MELLERICK
e _
3 u e =zinglish Cap
. = glish Cuj
; % e 'hm look at thay
. bt e - background. Aee fin1
w ok : “n¥ And that cup isn't
z —_ 1 ....,'1 ] too bad dlﬁhr.l | 8
o N g -
a "QJ_.;;%_:‘;};'.:-' & -
2 I. ey ﬂ'f"' "I-nr:q‘-e#'!? f
o -ﬁ#‘ - o 4
- ik " HManchester
<

=
=
3
_-;&15 5
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UPPERS You can now

use a CD32 pad, a two-

button pad or even a normal
Joystick. There are dozens of teams
to choose from, a chance to play in
different countries around Europe
and the sound even works properly
this time around. Oh, and there's a
lovely rendered-type background for

the menu screens.

DOWMERS In fact,

everything's been improved

but the game [itsell, which
means we're left with an

Impressively-optioned, silly and
uncontrollable, frustrating football
game. Oh, and there's a lovely
rendered-type background for the
menu screens.

THE BOTTOM LINE
It may be ‘new and improved' in some
mmmmnmw
because | think famously
mmmmmmu

s

first time around, I'm
going to knock down the
THE BOTTOM LINE

score substantially.

A slightly toned-down
version with less
colours and less sound
is on the way, we are informed,



Virgin
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Authors: Dave Simmons
(programming), Doug
Townsley (graphics),
Alastair Brimble (music)
Price: £30

Release: Out now

he games that score high marks

in AMIGA POWER tend 1o be

the ones which either cause

huge crowds of usto gather
around the office Amiga for days and
days,. shouting uproariously and nol daing
any work (recent examples of which are
Guardian, Shadow Fighter and Roadkil,
and thase which inspire fanatical davotion
on the part of one or two lone employess,
who sit transfixed in the corner, mutiering
a lot and not doing any work (Sansible
World of Soccer, Pinball lusions, Thame
Park and Zeewol). Sadly, The Lion King
falls into neither of these categories. It's a
very dull game = not a paich on the
splendid Aladdlin [AP44 B6%), which it
superficially resembles.

Like Aladdin, The Lion King (the
game) i5 a platiormer. Like Aladdin, i
opens with a tune from the film that
includes soma pleasant singing, And like
Aladdin, the character you control is
brilliantly animated using special drawings

It's the 3D wildebeest stampede level.
They run towards Simba, antempting to
crush him bencath their hooves.

Why he doesn’t merely run to the side of
the gully and hide in a crevice is beyond
even our mighty cognitive powers,

He prances!

-
e

‘ T e

Lk

2 Sl

.
L

direct from Disney. Simba (your lion cub)
hops aboul almost as il ha's alive. He
pounces from platiorm to platiorm, and
clings on to ledges by his claws with his
legs dangling in the air, It you taks your
hands off the conirals for a while he starts
1o bat passing insects with his paws. He
goas “Eeeek!” if you press up, with the
aim of territying baddies inlo submission.
And ha even suddenly grows up into an
adult lion halfway throwgh the game, and
can then whack baddies with his paw
while going “"RRCCOO0AAART. In fact,
animation-wise, Simba is even better than
Aladdin. All the graphics are pretty good,
actually, not just Simba. There are some
nicely-animated vullures, and the scenery

LEFT! RIGHT! LEFT! LOOK OUT! OH NO!

He musi dart from side to side, seeming,
to the observer, lo sente them behind
him without even leoking or anything.

Simba leaps into the air to aveld a rock.
It does seem 1o g0 on a bit long, this
section, that's the only thing.

is
rever

dull, with
plenty of paraltax scrolling. The music isn't
too bad. You can even choose between
using the fire bution 10 jump oF roar.

MANE

But there the Aladdin similarities end.
Aladdin is packed with references o the
film, bursting with comical charactars and
humarous moments (even if most of them
are crammed into the firsl couple of
levels). The Lion King has a faw
hyenas, but they just
wander about the
platforms looking

bored, and, apart from
having Simba in, it could
be any old gama. Thera's
always something going
on in Aladdin, whelher it's
a comedy knife-throwar
trying 1o kill you, an

He pounces!

exhilarating slide down a washing line, or
& [itthe bonus game of soma sort. Tha Lion
King has long periods where nothing
happens at all. Aladdin (the film) is idaal
platiorm game-fodder - a madcap chase
through the bustling streets of Agrabah
The Licn King is maore aboul rolling
savannahs and hands of Zebras milling
about, and just doesnl feel right as a
platborm game, even with the novelty of a
four-legged hero. Aladdinwas blessed
with the magical touch'of Dave Perry. the
near-legendary designer.of Coof Spot, but
The Lion King isn't

The slick animation masks a
characier who's terible 1o control.
Ranged jumps are




THE LION KING

i

For the king of the
| jungle, the grown-up
] “ " Simba does seem to
jump a bit craply.

UPPERS High-quality
@ graphics, especially the

animation of Simba himsel.

A nice tune at the beginning. The 30
level is good. The first four-legged
game character. Ever. (Apart from
the camel in Revenge of the Mutant

| mean) rather than

i OOR oG Camels, of course. And the cat in
tocion's shaky =141 Paws. For example)

keap getting kiled on the DOWMNERS Not in the

theoratically straightiorward  was frying to dodge a dangerous rock. least bit engaging to play.

| 88 yo Level 1, and I'm sure Its not But that's it, really. Sliek Lots of wandering arou nd

1 ght, and Ihen dropping straight my fault.. And if you're hoping t_:r & faithful manufacturing an_d goud_looks aside, The empty platforms. An invisible cut-off
1 d ards as 500N as you release it - conversion of the consale versions, you Lion King's heart just isntin it. Il seems 1o NSRS g
ame crap and unnalural system as won'l be disappointed... until you try 10 have been designed from the Simba which you mustn't fall past.
“used in Banefaclor. The sound aMects find the rhinoceros and walerfall lavels, animations upwards, with the Ingpiration Deceptive scenery that blocks your
sound like sound effects (it you see which have been missed oul because rapidly evaporating as the time came 1o Bt or 1o obvioUS feesoe, ; 1
what —==1 Virgin “ran out of lime". Howeverthe 3D make [LIUAA play Apart fromyfse 30 Embarrassing sound effects. Only a z
running oW @ | “wildabees! stampede level is o real lewvel, | chdn't enjoy any of it 3 -
A g grassy sloPe- | winnar Having Simba running out of On Level 4 The Lion King starts :tu:“;: 1::(2';?3'::“‘:;?& s =]
the screen With wildebeest charging randomly dropping rocks on your head. Is i ; >
towsinds him from behind is a great that the action of @ game which wants to -
idea. | was actually getting quite be played? THE BOTTOM LINE o]
exciled (albeit imperceplibly) as three ® JONATHAN DAVIES The Lion King comes hot on the £
wildebees! bore down on him while he heels of Aladdin, from the same m
publisher, and has no excuse for not E
— baing just as great (except, perhaps,
= Sar =x being based on a tedious, formulaic

film). At first glance it looks to be on i
& par with its great predecessor. But :
In fact The Lion King's - .
no fun at all, and utterly = =
failed to captivate any of - »
us. Even a bit. = T
<
el
gt =3 - THE BOTTOM LINE
e g i 2 I B : ()]

p 0 ilE » A INSE M A”sf}o The Lion King shall

] E y Y mmh "I T - nol be appearing on

X s P % A~ - the A500. Calamity.
- g - - P
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First there was an in

Runs on: A500, AG0O,
A1200

Publisher: Psygnosis
Authors: DMA Design
Price: £30

Release: Out now

here’s somathing odd going on

here. “Excuse us” said the

world as a body after the dust

settled on Lemmings, one of the
most popular games ever in the history of
all things. "but this really isn't that good at
all, Is it? As s0on as you start a screen,
you pause thea game, examine the level
and work out how |o solve it. The trouble
I8, you then have to implament your
solution using tha gleafully antagonistic
controls and rather overly pixel-pedantic
lem placement”

“Righto” said the programmers.
"Hara's Lemmings 2, with 12 ‘tribes’ of
lemming so you have to get stuck 12
times before you're really stuck, different

e

Step sin: Vase lemellees while trailblazer
ﬁ builds bridge. Success, Pinky.

i
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troduction.
2
o
powers for each ‘tribe’ 1o Q
shake up the variaty, a
vastly reduced number of
puzzies demanding exact lem
positioning, larger levels that
scroll in eight directions and a
definite goal to aim for in end-of-
game medallions depending on the
number of lems saved.”

And now, inevitably, we have
Lammings 3. (None of this trying-to-
pretend-it' s-something-diffierent nonsansa,
thank you,) And, inaxplicably, it's a slap
backward to the cumbersome original,
There's something odd going on hera,

LEMMY CAUTION

Using the peculiar excuse thal “Lemmings =
2 was Just a itle bit too complicated for u
some pecple” DMA have greatly *
simpiified the third game. Gone are the @ @

12 Wribes’. You now have three - the -\
Egyptian, Shadow and Morwegian lams -
which most obviously means you'va only

oS
wm pel stuck

three times for the game to grind 1o a halt.
Gone also are the characteriul individual
‘tribe’ powers. In thelr place is a common
pool of usable objects. The lems have,
however, gained the ability to leap a short
distance forwards, and a 'revert to normal
00N means you can save blockers inslead
of having to blow them up. Thera's also an
option to turn red an object-camrying lem
with the intention of making him easier 1o
pick out of the inevitable waddling mass.
but this doasn't work as you still have to
click precisely on him 1o turn him into
a digger (or whatever). And the
replay feature whareby you can
mark your place in a level and then
slan from that point when you fail
BUT WHICH ISN'T COLUNTED AS
COMPLETING THE SCREEN
ghall be dismissed with the
haughty contempt it deservas.
Objects and monsters
ara the genuinaty ‘all-new’
elements of Lammings 3. The
clbjects, while being nothing
bayond collectable lam
‘powers' from the previous
games (instead of diggers,
swimmars, builders and
sacrificial bombers you get
spadas, lifebells, hods of bricks and

\aﬁ" grenades), have

“B a singular advantage
. .5‘- over their predecessors:
\ you have 1o earn the right to

use them by working out a way to
collect the blessed things in the first place
It's & terific idea, and the simple
refinemant of having a lem only able fo
carry one type of object al a time rockals
the antic factor skyward. Not only do you
have 1o master swapping objects at the
cofrect moment, but you are also required
fo coordinate backup lems to carry on with
the discarded prizes, and fransport
apparently useless items 10 a poimt whare
they can be dropped to a waiting
conspirator balow, Prestidigitation indeed
The maonsters aren't as successful.
Whoever thought that the tricky trickster
terrors of Lammings weren't enough and
whal the format really needed was a bit of
fast-paced, military-




"Drnpped to

he lags behind the lem you're targeting,
re-blocker him whan ha's in the clear and
then turn your attention to the escaping
lem. And it's no use thinking you can now
lat that bam drop down to the appropriate
point and biocker him into position so
you're sure he's building (or
whatever) in exactly the
right spol, because

you can'l. Lammings
Jwon't let you
- change a blocker
a waiting into anything but &

conspirator
below”

Th.

Strut, lemmings. St like a

,- s noticeably thinner girder,
{0 B

timing shootout action needs badly 1o be
killed. (And their family. No, hang on. -
Ed) Werst of the monsters are the maolas,
They're a damned nuisance. Ostansibly on
yaur side (you're meant 10 block their path
with bricks so they get angry and burrow
into the earth, ricochatting off walls to
form helpfully criss-crossed tunnals) it
takes g0 much exhaustively-planned atfort
to get them to go where you want (as
opposed to rampaging off in an entirely
usaless direction and getting themsalves
trapped 5o you have to restart the level)
that you just wish them all dead. (And
their - oh, never mind. = Ed)

LEMMY GOGO

The substantially bigger graphics of
Lemmings 3 are troublesoms. Clearly you
have lass tima in which to react before the
lems blunder off a ledge, but the lems also
tend to overlap exactly 50 you don'l know
if thera's one hidden behind the lem you're
concentrating on. Far more serious s the
finicky cursor. It must be centred on a lem
1o work, which means it's impossible to
select a lem trapped in a small space, say,
betwean two blockers, because he's
constantly changing direction. Instead you
have to ‘revert’ ane of the blockers, let the
trapped lem walk out, click on the ax-
blocker fo make him change direction so

‘revartad’ walker.
The idea is that you
reverl’ him and then
manoeuvre him into
position by changing his
direction a couple of times.

But when you're zipping around

the leved trying to keep track of 20
lemrmings at ance (which, afler all, is cne
of the points of the game) you're bound o
farget in which direction any one lam wasg
walking to start with. So you nip back 1o
one near the end of a ledge, ‘revert’ him,
slash the cursor down (o the icon sirip 1o
salact 'usa’ S0 ha can plunger his way
across the cailling of that mighty pit, tear
back to the ledge to discover he was
actually walking the other way, Iry 10
change his direction, realise you're still in
‘use’ mode and walch helplassly as ha
falls off the othar and, laking the
ireplaceable plungers with him.

Aarghh.

Or is it? After all, we are 1old this is
the kind of thing on which Lemmings
playars thrive; that the fun isn't over once
you've worked out the puzzie and that, in
fact, unpausing and agonisingly working
through the solution in compatition with
the mousa contral, little lemmings and
cacklingly bloody-minded traps is by far
the best part of the gama. And it must be
true. Otherwise why would the
programmers have simply lorsaken the
skill-skewad wiles of Lammings 2 for a

': Jump, lemming. Jump like 8
surprising rise in price.

e

return to the outrageous contrivances of
the original? Remember, you asked for it.
Apparently.

LEMMY
OUTERHERE

In conclusion, then: leave wall alona. It
you've never played Lemmings before,
buy Lemmings 2. If's friendlier, funnier and
enormously more antertaining than this
throwback to the mouse-battering
infuriation of the orginal. You don't want to
have to deal with bullding life-saving
towers for diving lems without a clue as 1o
how high they should ba o pass the
border of death while leaving enough
bricks to reach that important ledge and
have two left over 1o crush the laser-
triggaring pressure plate and fill in tha
hilariously imperceptibly collapsing
witlkway. You don't want to send a digger
lem back and forth until he's in position lo
leap that uncovered gap because you
can't switch directly from a ‘use’ lam lo a
‘jump’ one. And you certainly don’t want 1o
pin your hopes on a single toolad-up lem
only to slip up and blocker him, not safely
along the ledge as you'd planned, but
accidentally on its cusp where you can't
possibly turn him around in time once
‘revarted’ which means RESTARTING
THE LEVEL AGAIN

And if you have played Lemmings
before and truly believe in your hear this
all sounds tremendous fun and dant mind
al all tha impenatrable hard drive-
installation procedure that insists you use
(eugh) the “CLI" to create directories and
things before it deigns to load, or the
alrocious save game routine which allows
you to wipe out your hard-won positions at
tha press of a button without 5o much as
a by-your-leave or are-you-sure-you-want-
to-do-this, then go right ahead and buy
Lammings 3. | wash my hands of you. You
and your wrelched ilk.
@ JONATHAN NASH

@D

® DOWNERS

THE BOTTOM LINE

-
-
=
Lal
-
=
-

THE BOTTOM LINE
Qut at the same tima,
5 we are told, with less
levels, slightly
smudgler graphics and less crisp
sound. Watch the skies, and all that
sort of thing.
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Bless you.

Trawel the landscape looking
S for sameone to punch.
! Runs on: A500, AGOO,
A1200
Publisher: Ocean
Author: The Dome
Price: £26
Release: Oul now

10 you.) Viary

_:3 over seven leel tall
and weighs about

-
fike an inaffectual midgat
This is présumably a
device o maka his
opponents in the game

A GOOD OLD RIPROARING YARN

21
P

Every beat-'em-up needs a convoluted plot. Well, actually it doesn't
but Shaq Fu's got one. And not only that, it's got a crap one as well,
[ star charlty game when -  But instead of me wibbling on about it for a couple of hundred
g o | words, ot me put you though the same torture the game does. Hat

tar ’ ;

]
[l % "W's downtown Tokyo and I'm checkin®
o I_.‘ﬁ“ sights on the day of my all

.\ ¥
.". .
k

|
i 1

I F ] Y

3: "Greetings big warrior. You are the
ont¢ from the stars, | presume? 1
thought I'd never live to see the day!”

2: "1 stumbled upon a small Kung
Fu dojo with an old man inside...”

& "I'm an all mar if
what you meal L
Wi have a game tonight...
Y would you like to come?
IF's going to be quite a banle

FEBRUARY 1995

I fighting! But | wish you well._.you must hurry
now i you are to save the litlle boy Nexu.
Thart is, it ic ana?”

AMIGA POWER

§)

T: “Ne time ;n explain! Go through thiz portal -
find Mezu - and save him before it's too late.”

€'s a big bloke, our
Shag. (Mr O'Neal

sirange then that
r',_ somaona wha's an inch

3001bs (or 21 stane
in old money| ends
up in a beat-'em-up locking

ook really towgh and imply matches of
great challenge, wheréas of course in real
Iifer Mr O'Neal would simply crowd them
INtO a corner, tawear over tham meanacingly
and kick them in the head until they died

BLIMEY

Every game has a gimmick. Shaqg Fu's is
that the graphics have bean digitised
using a mathod called ‘moton caplune
which appears to ba digitising but with a
special name. Its an imprassive lechnigua
which doas indaed land the animation a
‘human’ quality. Unfortunataly, with such

a large number of animalion frames tha
characters need 10 be small in order to
mave quickly, and even then the game
misses oul the odd frame in order 1o place

6 "not sure what you mean™l'm
E - ) L AN just sightsecing before my game. |
1 What are you talking aboui?"

L




you in the right area doing the nght thing
al the nght time., It all works though. Just
Sort of

3

There's a comical plot o
Shag Fu. So comical in
act thal | have resenved

a special placa
In the review
o explain i1
Essentially, i's

VOLU VErsus

-
‘..‘"
EVEryone you

meal as you

travel across a
landscape in
anather
dimansion looking
for the axit, but at

“Are you feeling okay?™

least you can choosé who

you wani 1o fight. There are

three sections to the map, with
about Inve or sl locabions and
fighlers in each. You can visit the
locations in any ordar you like, and
once you've compleled them all a
magical bridge appears (o take you 1o the
next saction. A good idea, mathinks — it
breaks up the manatony of fighting the
sama characler until you beal him, and
also gives you a feeling of [slghlly)
controlling what's going on. If you can't be
bathared with all this though, there’s the
usual wo-playar mode and a tournameani
option for three 1o esght people. And that's
the information out of the way

| SAID NO

In tha fine tradition of the mighty bengs of
AMIGA POWER, | don't really enjoy beat-
‘em-ups unless they're a bil special. |
dislike Mortal Kombat 2. for examgle,

3 of the tedium of getting the

5 working, and enjoy Virfua Fighler
because of its accessibilty. | didn't enjoy
Streel Fighler 2, lor inslance, because of
ihe tedium of getting the moves working
and liked Shadow F or bacause of its
accassibility Thara's a pallern dL"-'U-Ui;'II"I_]
here, Shaq Fu has a few good features o
it, but the ‘feel’ and the way 11 handles
combos (the lifeblood of & decent ighting
gama as far as I'm concerned) are nothing
shoet of shamedul

o A .
3 basic moves all
wark as they should

* siraghtiorward enough to

do, and thankiully the
gpecial moves ane

execute, but when you iry o
throw them all logather into a
cohesive altacking
combination, it all goes hombly wrong
Lat's say vou wanl to punch someone and
thian move back 50 you can jump in with
your special move, Althowgh you can do
all these things separately, Irying o
combeng them means E\“.?Fjl'l"llr!g aparl
from the initial purch will faill. Even your
fastest move (the back flip) can't move
you back quickly encugh, and the distance
you jump 15 way 100 long in relation 1o the
characters. By the time you've got 1o the
right place to pull off your special move,
your opponant is edher on the other side
al the screen or has thoroughly beaten
yau up

The keys to success in Shaqg Fu are
either to gel in a few quick hits and then
bide your tima for the rest ol the match, or
lo trap your opponant in the corner of the
screen and, er. kick him in the head until
he dies. So much for the loundation slone
of beat-'em-ups: that YOU SHOULDN'T
BE ABLE TO BEAT EVERYBODY WITH
OME MOVE. Nngh

GAME REVIEWS

‘TIS DONE

With Shag Fu, it's the old story of playing
on aulomatc just 1o see whal happens
néxd. (In this case, what absurd thing the
next character will say as he lies crumpled
on the floor) | don't wish 1o keep harping
on about a particular game, but you'd be
barking mad even to congider buying this
whan Shadow Fighter is on the shehes

@ PAUL MELLERICK

UPPERS Choosing your

next opponent in the story

mode is a good idea. The
accessibility of the moves (special
ones included) means it's easy to

THE BOTTOM LINE
Is there any difference?
' Not one jot (except of

course it runs a bit
faster). C'est la vie.
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Runs on: A500, AGOD,
A1200

Publisher: Core
Authors: Barry Irvine,
Mark Jones, Simon Phipps
Price: £30

Release: Out now

ime's a fairly absiract concept in

Magazing Land, you know, For

instance, even though this is the

February issue, it comes out in
the middie of January, and I'm actually
writing this a lew days before Christmas,
this game baing the last thing I've got o
do o this issue betore heading home 1o
Wigan. And it being Christmas, I've
decided lo devate a little peace and
goodwill to my treatment of this game.
Believe me, it needs it.

Be left in no doub! though, even
though I'm geing to try and be fair and
impartial and all that, | hate this game
Iotally, I'm playing it in the last weak
before a big holiday, whan | should be
playing Gravily Force 2 or our Shidmarks
2 covardisk damo and having a good time,
but in fact am shouting at the screen,
throwing my joypad at the floor and calling

it a ("Melon fudding, chicken socke! fridge™

- Ed) of a game, while the menopausal
lady who periodically sanitizes our
telephones looks on in shocked silence,

Kl i .'\lv&.:“.u*n."
. - -
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R < ald dear gives you a...
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It's a time of peace and goodwill though,
s0 nice things first.

The game does indead recognise a
second disk drive, and is handily arranged
on the disk to cut down accessing. The
game's split up into different locations,
and you only have to change disks when
you mova from oné location to the othar,
rather than fiddling around mid-level.
That's good.

__There’s no tedious 18 page novella
through, or stupid animated

g sequence 10 explain the tired,
worn oul old fantasy setting. Instead of all
that tosh, there's the skightly cryptic
meszage ‘torn from limbe' and then bam,
that's it, you're in the game as either a
scantily clad butch lemale warrior or a
completety dressed and slightly less butch
male equivalent. That's good foo.

CAMEMBERT

The game looks a lot ike The Chaos
Engine, with the same forced-perspective
almest-but-nat-quite-looking-directly-down
view thal means you can walk behind
objects and be obscured only slightly, It
works well, and combined with objects
casting shadows, gives a real depth 1o the

playing area with lhlu
graphics cha auer'.-
progress 1hrnum

mounlains and va

5

AREA 5

Drason Isle
The Gafcewas

Quake before the
fearsome might of THL
PASSCODE FROM HELL.

Prese Fire To Séare

PASSLOED

Hyl1YIwb—-LkqxXAGLTA4A9

pienty of varied and nice graphics to look
al This is also good.

Even with all the peace and goodwill
on Earth, that's pretty much it for nice
things 1o say about , 50 we'll
move neally on to bland, middie-of-the-
road aspecis orm. Such as the
setting, for insia . regular readers
of AMIGA POWER, and Kangaroo Court
in particular, will know that we're no great
fans of sattings thal include elves, pixies
and goblins, and Dragonsfona's got more
taverns, beards, rogues, Raxinfraxins and
Saxinraxins than most. How hard can it be
to set an advanture game in an altlernate
past where the Roman Empire never
Tedl, or whare the pairol engine was
developed during the Dark Ages?
Not hard at all, so why this
repetition of a world invenied
by JRR Tolkien to entertain
his trench-bound son during
WW17 If you like this kind of
thoughtless mush, then take
heart that since this is the
season of peace and
goodwill, I've nat penalised
the game for being set in a
whole world of clichés. But be
aware that you're a very
unpromising individual.

Bad things next:

IFumhat system sucks. You face

A great darkness h*nce mur.escenied upon the land. Wake us atpm.

your anemy and have 1o swipe the sword
at mxactly the right moment so the baddie
walks into your swipe, A few hits liks this
and they're toast. However, mistime the
swipe, and the baddie closes on you,
josties you and injures you. To stop being
hit, you nead 1o run away 1o gel soma
space and repeat the process, but if
you're backed up against a wall, hedge or
another baddie, you'll keep on getting
jostled. hit and damaged. Sure, there's a
psychic missile attack, but you have to
stand still for five seconds whila it charges
up, and can
mowve

[~ S0
W
&




do with the gate? Hey? Hey?

ﬂu,mimmmuﬂ

-ﬁgmu ve released it. Pathetic.
#® Further compounding the agony of
= paddies constantly regenerated in

n-;mls | played, meaning that after
wading through a pack of bad boys and
taking the arbitrary damage that this
imvolvad, | had 10 do the same again on
the way back. Terrible.
@ After searching all the visible areas
fruitlessly for hours, | discovered a secret
roam accidentally, and was horrified fo
learn thal they're an integral part of the
game. Aaarghh! I've already witnessed
thi tedium-filled harror of having to search
somathing like 60 floor titas in Vathalla
And The Lord OF Infinily to find out which
ona the scroll's under, and now I've had to
push my character along all of the edges
of the maze until he walked through the

Bhidden doorways. This isn't entertaining.
or clever, of taxing. Il's a heap of clapped-
oul, rusty old offal.
@ Talks with wizards. Exchanging herbs
for scrolls and blokes gasping out half
massages with their dying breaths. Yawn,
@ Bugs. I'va been playing a boxed copy

and it'll consistently crash out
when | iry and examing a certain
object in a cortain location. Also, |
can find my way into (but not out
of) a secret room beneath the
loliage that | can't get out of and
that kills me slowly while I'm in
it. That can't be right.
@ There's a password sysiem from hell,
Not only is @ach password 20 characters
long, not only are there numbers, capital
letters AND lower case (causing immense
frustration when it comes to the ditference
between 0, O and o) characters, but to
add to all the frustration, YOU CAN'T USE
THE KEYBOARD! Incredibly, you've gol o
twiddle the cursor round the screan ralhar
than simply just typing it in. Unbelievable.
@ You encounter a broken bridge with a
two food gap in it, but you can't jump over.
A mushroom blocks your path and you
can't go round. Tiny streams and clumps
of grass block your path, even though a
real parson could clearly step over or go
round, and buildings are much bigger
inside than out. What's the point of having
a realistic-looking setting if you're confined
lo tha route chosen by tha programmer
and enforced by on-screen cbstacles that
a two year old could navigate?

WINE STAIN

Oh sure, there's loads of i, but so what?
I've only played through the first three
levels and hall-heartedly used level codes
to get pictures of soma of the others, as

nathing in tha first third of the game
encouragad me to play on or explone
further as it's entirely devoid of
atmosphere. intérest or appeal.
S0 do | want a dull sub-Zelda-aaqua

tade APG with niggly problems, a dot-
to-dot plot and lerrible combat system?
Mo thanks
® CAM WINSTANLEY

s
ey

Looks a bit like
The Chaos Engine, good
disk management and
simple puzzies - perfect for a little
brother or cousin perhaps?

Read the
last half of the review.

Failing both as an arcade romp dua

to the crap combat, and as an
adventure game due to the annoying
hidden bits and over-simple puzzles,
Dragonstone’s got little or nothing
going for it. Even some kind of
interesting or unusual setting
wouldn't have saved this one from
being incredibly tedious

and mundane. It's a true
take-it-or-leave-it game.

Hence a score of...

THE BOTTOM LINE

AY1200 The same.
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Runs on: A500, AGDO,
A1200

Publisher: Empire
Authors: Creative Reality
(code by Neil Dodwell,
graphics by David Dew)
Price: £35

Release: Out now

hig 15 what | was thinking whalg
playing Dream weab,
“Of course. They're the

chaps who did The Fury
Nemesis the Warlock and everyone's
favourite illiterate adventure Skding”
(That's ma sudden ¥ remambanng who
Creative Reality are.)

“Oh dear” (That's me realising the
inexplicable pauses when the game locks
up but the cursor is still movable batora
evarything unpredictably snaps back to life
are going 1o continue to happen about

EOCITION:T
L

oC
EMTMOUSE 5T

every 15 seconds throughout every
session | play. Perhaps it is ‘decrunching
data’, or something. It can't be loading
from disk | kraw, because then it helpfully
turns your cursor into a disk.)

‘Oh dear” (That's ma realising this is
one of those point-and-click adventuras
Ihal, far from having the courtesy 1o lell
me which objects in the picture are of
valua whin | paint 1o them, 15 in fact going
to regale ma with an excitingly lengihy text
description of every single object
supparting character and plece of sconerny
in thi game universe and then pul a 'use’
oplion in the top-right of the screen. It's
only when | click on this ogtion that the
game admits if the object (or whatever) is
of any use or whether it has bean put
there sodaly 1o ‘enhance the almeasphara’
And not, for example, for the purpose of
iMensely annoying ma because I'm now
forced laboricusly o check evarything
(and that is, of course, everyihing) so as
fo be sure not 1o miss that vital object or
giveaway clua.)

“Oh dear” (That's me realising that
this is one of those paint-and-click
adventures thal demands pixel-peract
cursor control, Cllllrﬁus!y, the programmers
have clearly realised the folly of this
because lhere’s an invaluable option o
have a window display a blocky close-up

= That's unplcasant.

Like this insubstantial pageant faded,
leave not a rack behind. We are such
stuff as dreams are made on, and our little
life is rounded with a sleep. It says here.

of my immediate surroundings. They have,

however, declined the apportunity of
realisation 1o, say, repair the damage by
redrawmng the graphics or throwing away
al least some of the near tatally pointless
clutter in every screen)

"Oh dear” (That's me discovering
thal after Irying to use my in-game
computar by clicking on the keyboard and
reading the excitingly lengthy description
only to discover it's useless, clicking on
Ihe mouse and reading the excilingly
lengthy description only to discover it's
useless, actidentally clicking on the
mause mal while trying to click on a disk
but reading the excitingly hangihy
descriplion amyway only 1o discovar it's
useless, and clicking on the monitor and
reading tha excitingly lengthy description
only to discover it's my virtual girllriend's
in-game computer and | shouldn’t be
messing with har stulf, that I'm supposed
I use my in-game computer when | find it
by clicking on its monitor screen. )

“Oh dear” (That's me realising that
whenever | click on something, the game
arbitranly decides I'm standing too far

away 1o see il properly and so | have 1o
confirm | want 1o go over to it (which may
imvolve my character walking round in an
unnecessary circle) belore | get the option
o examine it.)

“Oh dear” (That's me realising |'ve
nod yet left the first location.)

COBWEB

Oh dear” (That's me laler thal morning,
having gone 1o my character's flat. Upon
leaving my virlual girliriend's housa, my
character mused, "l can't halp feeling I've
forgotten something.” This turned out to be
the mystical key hidden in her microwave
cooker. At my character's flal, I'd used his
In-gama computer o discover ha'd bean
fired from his job at a bar. I'd instantly
travalled to the bar ready for a jolly good
argument, only fo find this is one of those
point-and-click adventures where, instead
of gething multiple-choice questons and
answers, | maraly click on somaane and
the game conducts the whale of an
embarrassingly banal, badly-written
conversation on my bahall)

“Oh dear” (That's me realising I'm

PHEW. THAT WAS CLOSE.

But what iz this inside the next room?

Phew. That was close.



Hello, that's an interesting ledge.

Carmying 100 many the main map requires
objects and will have 10
drop some. | do so only
to discowver the ¢
placas averyihing
specified in a sir heap on the
floor, so if 've inadvedently discarded
something important I'm goeng 1o
pick it all back up again later. Except |
can'l, because I'm carrying too much. So |
ghall have 1o crawl the cursor about the
heap pixel by puol, pat

me to walk sioically
through irrelevant sireets
and hotel lobbles, using lifts
go 1o one floor and
passing locked rooms whose
inhabitants never answer the doorbell
bafore reaching my intendad destination. )

Oh dear” (That's me being fold
trying 1o ‘use’ the suspiciously loose lift
cantrod panel isn'l going 1o work
Apparanily I'd be well advised 10 ‘'use
tha 15 second catalo 1o pass, until tha somethang sharp hare. Phéw, I'd been
game has decided I'm painting to & bit of careful to pick up that excitingly lengthily
the ohject | require. Foriunately, since this
15 only an ‘adull’ advaniune stam
drags of society even the dregs of society
shun as dregs and leatuning graphical
wiolence and murder apleanty, | Can rést
assurad that the pile ol objacts will never
be siolen.)

Oh dear” (That's me
the artificial size of the gamea. To separate
the inferesting bits and 50 make It appear
larger and maore comiplex than it is, each
N

nave 1o

ianily waiting for

toning on 1o

sel of locations o which | can travel via

i
Level five. Out of :I:l After three
| days' play. Including the payses.

| ) —

described knife from my virlual girlinend’s
kitchen for just such an occasion. Now I've
exposed some wiring. Mow I'va had 1o
use' the knile again with a separate ‘use
command to cul the wires. I appears the
lift is now safe 1o climb on top of, Lucky |
dedr't fall for the old ignonng eéxposed
wiring Inck, eh?)

“Cripes” (That's me being shot by a
guard when | ‘use'd a fire axe 10 braeak
through the doors of the floor above.)

‘Oh dear” (That's me having
reloaded my saved pasition and
attempting to drop my axe 1o show the
guard | mean no harm. The screen now
shows my axa lying on the floor nest to
me holding my axe. | recall a similarky
shoddy bug from earkier on, when aftar
seeing a cnime boss and buying a gun, |
return 1o the bullding 1o be told the crimea
boss 1§ impatienty waiting for me. | get
shot again,)

Criminy.” (That's me having ‘use'd
tha axe, unexpectedly swinging it al the
man beside me I'd assumed was he
fellow I'd been chasing around 1he caty bul
who in lact urns out to be anolher guard
This throws the aim of the man with the
gun, and I'm able to shoat him. | reflect on
the inganuity of this scene. From bursting
through the doors 1o the man liring at ma,
v been given a few
seconds 1o call up my
ime@niory and maka a plan
It's a real-time acton
sequence in a point-and
click adventure - THAT
WORKS! | am pleased.)

CAPTAIN
WEBB

“0Oh dear” (That’s me in the
next part of the game. I'd
lound the man | was
chasing and killed him, only
to be dragged o a place
whigre someons axplamead
the plot of the game. Since
the poent of the first part is
thal you are wandenng
around in bewildermant
comvineed you are Qmng
mad, only a cockroach would spoil things
by revealing whal is raally going on. In the
nast part of the game | am to kil ancthear
man. Bul where is this next viclim? There
appear 1o be no new locations on the
map. Bul wait, | go to my characters flat
and use his in-game compuler 1o read an
embarrassingly banal and badhy-writlen
naws raport thal mentions the victim is 1o
appear al a televisian slabon, reminding
my character thal he knows where the
station is. It is now visible on the map,
replacing the locabons used in the lasl
section. Still. It's not as if they're needed

———

TR

- — —

- * Tmﬂm The Itl:lgll'll' between-level animaied

sequence. Watch out. Oh no.

1o, for example, create a cohesive
rounded ‘feal’ to the game rather than
reducing it 10 a senes ol alool sections
with everything you nead 10 solve them
contained within. Or anything.)

“Oh dear” (That's me in the siudio
alter cunningly gaining entrance by
shooting the secunty guard. | am upon a
high ganiry above the set from where my
enemy 18 broadcasting. A fused winch
supporting a gigantic crale points (o my
method of dispatching him. But after
having just shot a harmiess oid ledlow, |
decide instead 1o fire at my enemy from
above. But the game decides | had better
nol use my pistol at the moment, even
though nobody has shown the slightest
interast in my blasting down the eldery
secunty guard. )

Oh dear” (Thal's me realising thal
instead of bypassing the blown fuse with,
say, an identically-sized piece of metal, a
wire exposed at boin ends, a knile, a
screwdrivar of (rather cleverly | though) a
chewing gum wrapper excitingly described
at length as being tin foil, 'm meant to
examing a brochure o dscover a securnty
pass and use ihis 1o enter a slorercom
confaining a single brand-new fuse.]

“Oh dear” (That's me realising that
I'm haliway through tha game and the
puzzles are indeed going lo remain at the
same lavel of falled-text-adveniure
feablenass, The games stops lor its
irregular rest break. | throw myselt wearily
at the guns of some guards.)

Enough
® JONATHAN NASH

UPPERS The <)

way the handwriting

in the accomp g
diary regresses to a childish scrawl
is effectively creepy. The plot turns
out to be satistyingly odd as well.
The action scenes are surprisingly
well done. It's hard drive-installable.

DOWMNERS Risible puzzles.
Hootingly badly-written
text. Cringingly eager
scenes of explicit sex and

violence. No, really. lrrelevant

objects, locations and sequences
that are there solely to show off the
graphics. (I'm suspicious that it's
the graphics that came first, and the
game later.) Dismal controls.

Inexplicable pauses every 15

geconds or 50 on the hard drive

version. Fearsomely dull.

THE BOTTOM LINE
A phenomenally punishing game

whose only saving 24

grace is the initial
mystery of your
predicamant.
THE BOTTOM LINE
Less colours on the
UL graphics, but,
apparently, the sound

ILEFRER]

shall remain the same. And they
won't even have to cut back on the
game itsell. What good news.
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COMPLETE
CONTROL

If we were to say that Complete Control
aren’t the pages you’ll be wanting to
check out to see what'’s hot Amiga tip-
wise, starting here with some naughty-
but-nice small tips, continued over the

page with a great Jungle Strike guide
and then part 2 of Cam’s Cannon Fodder
2 tips, and coming to a climax with the
most helpful helpline this side of Clare
Raynor, then we’d be fibbing most

heinously. (Eh? - Ed)

-4 ¥ = - .
_-JIJJA_FJJ B ~_)~..J\._.|._l 4
{Empire)

Hera's a handy tip, with no amusing intro at all, for Empire Soccer which makes beating the
computer a far easer task, as sent in by Stephen White of Tyne and Weir,

Select the ten minute game (plenty of fime to hammer the opposition) and hold down
the Fire button at all limes ~ so even when your player gets the ball, ceasa running bul keep
the Fire button pressed. The opposition will immediately slide tackke you, but almost always
MMNMW&MWMHMMMW{WMWH
red) card (and sant o). Continue this therefore until only three opposing feam members, the
goalie and two figld men, remain (you'll be lucky to gat any more sent off). You can now nun
rings around them as you should still have your full quota of eleven players. And if you can't
win now, then you've been hanging around with Steve McGill for 100 kong,

It's another sending off.

o=
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14 PAGES OF INVALUABLE
PLAYING 'I'IPS START HERE

Last Resort
Sim City 2000
Theme Park ......

Empire Soccer .
{That's enough ﬂps - Edj

Jungle Strike

_);XJ JJJJ_J_.

(Core)
W all know the A1200 cheat from last issue, of course (Enter your name as ‘| AM
EXQUISITELY EVIL or 'FLEV1T into the highscore table for Gore mode and level skip
with the F keys respectively.}, but here are the onas for the CD32 version.

Enter your name as ‘MARY WHITEHOUSE' on the high score table for ‘kill the polar
bear mode, or enter it as ‘KANNIJADE KREW' to becoma invincibla, and lavel
skip with the two buttons on the top of the

goes blank press C a few times. Once
the game has loaded, select a new
mﬂmﬂmmnhhm

mmmmum

' ﬁim
mu,wunlhnlwmﬂ 3
cash in your bank account,
eliminating the need for annoying
loans with the irritating credit

end another penny, just as
the writing ~ Binns told 1o do in his big guide
mmmmmm hhﬂlﬁm b
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(Renegade)

Completely great, or a bit cack? It
depends who you belleve, because
Elfmania was one of those games that,
in spite of the fact that virtually every
other magazine on the shelves from
{"Currant Bun"- Ed) to Good
Housekeeping (all right, maybe not
quite that far) reckoned Elfmania o be
completely great, we reckoned it was a
bit cack. Some said we were wrong,
some sald we wore just being our
usual cynical selves, and someone
even said “in that case, I'm not paying
for the pizzas,” but admittedly that was
about something completely different.
5till that hasn't stopped Steven ‘Prize
Winner' Hyde of Nottingham sending
in a tactical guide for us all to share.

GAMING TACTICS

PRACTICE - A good way to practice is
to start a two player game and
practice against a static opponant.
This obviously won't help you much in
learning attack patterns, but should
get you co-ordinated with the controils.
THE MAP - The easiest way to do this
is to go around bashing all of the
weedy characters (that is to say Taike,
Tenko and Janika) until you get
enough money to buy Seven or
Kosken, then link the wins together by
beating the rest.

THE CHARACTERS
JANIKA

Long range kicks, good special
weapons, but weak and short

(Gremlin)
Well, it may be a

bit old, yes, but
Andrew Stoke of
Newcastle-Upon-
Tyne has come
across a secret
alien to play against
which you may not
know about. Of coursa,
you might. Bul we were
kind of hoping for the sakes
of this page that you wouldn't.
Amyway, on the disk operations

on fire.

punches.
PLAYING AS =The head-butt is
particularly useful for dodging
weapons and punches. A good
method of beating opponents is to
kick them in the face and quickly
activate the special move.
PLAYING AGAINST =
Keap your distance.
Kicks from
anyone are
effective, along
with Seven's
sword, Matikls
axe or Kosken's
punches.
SPECIAL MOVE - Hold
down Fire and press Away.

TENKO
Long limbs mean good kicking and
punching range. Weak though,
PLAYING AS - His long reach is his
number one feature, so keep maving,
kicking, punching and
ducking whenever
_ appropriate.
PLAYING
AGAINST - Don't
stop moving and
kicking, but be
¥ ready to avold his
- special move.
SPECIAL MOVE -
Hold down Fire and press
Away.

TAIKE
Fast, effective special move, long
range kicks, bul weak.

Look ouat! That rock's

screan, salect to play a loaded game, but when

wou are asked 1o inse your game save disk, leave in disk two and click the laft hand
mouse bution, When the saved game list now appears, click on slot ona (title Babylon 5),
and you'll get the extra hard opponent we promised.

PLAYING AS - He's got a speedy
recovery, so you'll be wanting to get in
close and bash and kick as fast as
possible.

PLAYING AGAINST
= He zips about
like & total
madman, so
prepare yourself
for his lightning-
fast tactics. |
SPECIAL MOVE -
Hold down Fire and
press Away.

SEVEN
Good points with this fellow include
his leng range sword, special weapon,
and speed.
PLAYING AS = The Ken of the EH Mania
world, Seven Is the best all-rounder,
fast, and a dab hand with the old sword.
PLAYING AGAINST - Very hard to beat,
because of his pokey-
pokey sword, so the
best tactic to
adopt is to one of
jumping around

NFe

.. the place.
A" SPECIAL MOVE -
. Hold down Fire and

KOSKEN

Slow and dumpy, but powerful and
hard to injure.

PLAYING AS - With the exception of

Matiki, just punch your cpponent in

(Maxis)

the face and go in for the attack.
PLAYING AGAINST - Again speed s the
key, and he won't
know what's hit
him. Head butts
are particularly
useful for
dodging his
lethal slap.
SPECIAL MOVE -
Hold down Fire and
press diagonally Up
Towards.

g
2 6

MATIKI = His axe is short range
only, but otherwise he is a good all
rounder.
PLAYING AS - Blaze away relentlessly
with your axe when in close, kick
when at a distance.
PLAYING AGAINST - He has an
annoying tendency to
chop your head off,
but the smack in
4 the teeth/special
4 1 move routine can
yF-. prove quite a
;r boon.
A" SPECIAL MOVE -
14" Hold down Fire and
press diagonally Up
Towards.

DON’T FORGET
Two things. Firstly, please send
all your tips to:

Complete Control,
AMIGA POWER,

30 Monmouth Street,
Bath BA1 2BW

And secondly, never agree to

superglue your head to a
railway line, not even for a bet.

Fans of the original game ought to be familiar with Glenn Braley of Poole's way ol
thinking hare. Start a new game, any year on Hard level, type ‘FUND' (in capitals) until
your cash is at S60,000 (replying “YES' 1o all queries), then nip into the budget menu,
into bond repayments, click on 'REPAY BOND' and say "YES' to ‘repay bond at 39", You

should now get §50,000 every yaar.
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our different vehicles, nine
different campaigns, at least fitty
missions - THE LIST IS
ENDLESS. And unless you know

F

someone who's been through the game

time: and again you're going to have lots

of problems with Jungle Strike. | have

been through the game lime and again,
and shall be your mighty guida to
success and glory.

CAMPAIGN 1:
WASHINGTON DC
PASSWORD:
00000000000

Washington DC s under attack, and the
president’s Iife is in danger. You must save
both for the fun of it. You're going 1o do a
ot of flying around the city, so take a note
of whera the fuel drums are and keep ong
eye on the fuel gauge - you don't want 1o
ba too far away from a fual
drum whan you nead it most.
One of the pelrol stations hides
a useful armour crate, so blow
up the stations after you've
looted their fual, This
intreductory campaign gets
you used to the feal of the
helicopler, but it's still capable
of causing the unwary a few
minor problems,

e And how

Previously unmentioned sons of villains
killed at the end of the previous game
giving you trouble? Let Paul Mellerick
apply the SOOTHING BALM OF
RIGHTEOUS VENGEANCE.

Mission 1: Protect the Monuments

Start with the monument directly above
the launch pad and use a Hellfire and
three Hydra missiles to get rid of each
HARV. The unit to the west of the
monument conceals an armaour crate, Now
rush to the other two monuments befone

they are destroyed.

Mission 2: Terrorist HQs

Typécally, thasa lemorists haven't planned
ahead, 50 you've only got to worry about
soldiers with AK4Ts and the odd twin-gun
which won't give you too much trouble.
Use your chain-gun to lake out the AK4Ts
and Hydras to blow up the twin-guns. You
need to destroy three HOs to complete
the missicn, but collect all four
commanders and you'll gat a bonus.

Mission 3: Car Bombs

Watch out for the station wagons (the car
bomibs) bacause they ara very fast and
will also fire at you as you try to shoot
them. You haven't got a lof time to desiroy
them once you've found them, so get in
close, and let fly with a tew Hydras to get
rid of them as quickly as possible.

Mission 4: Agent Akbar

Not 50 much of a problem this mission.
Just locate the house and circle around it,
firing your chain-gun to take out the
AKATs, You can shool the police cars if

. .“ ok
helicopter is bigger and
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you like, but you'll lose points for it. Shoot -
the front of the house when everything is Enemy Sniper
clear, and then pick up the man who runs  As you escort
out to uncover some usefid information. the motorcade
past a building
Mission 5: Motorcade you might see a
Neither rain nor skeet nor terrorists with bloke running out. This is the enemy extra life loft
bazookas can dissuade the president from  sniper. Eliminate him, And that's the first behind when

driving around in & big car. The foal. campaign over with. you blow up a
Before beginning tha mission, make sure gun boat.
mﬁf ;f ;qlTlewbmw amn:;:hraldm CAMPAIGN 2= Mission 1: Rescun Navy Seals
corner of the map 1o intercept the SUB A“ACK Fly 1o the east to pick up the Navy Seals, careful not fo
melorcade, and fly slightly ahead of i, PASSWORD: using your chain-gun on the AK47s. Now it the plutonium self, If you miss
destroying the buses and AK47s you 39 drop them next to their halicopter, 8o they  a boat, you've still gol a chance 1o recover
COMme AcToss. RMPDT SPM can switch off the elactric fence. the plutonium as it's driven away in a lormy:
e — Easy, Right. Mew vahicle on this level. It's a use Hydras for this.
Dl . raaly hovercraft, and it works in a slightly Mission 2: Electric Fence
different way fo the helicopler, being on Shoo! the guards surrounding the electic ~ Mission 4: F-15 Pilot
h the ground and everything. So take your fence island (o prevent a nasty batwean- Shoot the AK47s and rescue the drowning
time to master it. Also watch vehicls firefight, then land and steal the pilot wha can then be used as a >
handy hovercraft replacement wingman, Destroy the F-15 =
to prevent it from falling into enemy hands, ©
Mission 3: Plutonium s0 forcing tham 1o go out and buy oneon 2
The praviously unmentioned son of the the international markets. Or something. T
_ villain killed at the end of the first game is L]
: using boats to smuggle plulonium. Either  Mission 5: Nuclear Subs £
: shoot the boals from behind with Hydras,  Disable the subs with a mine placed m
or ming the water in front of them. Be directly in their path and fire Hydras at o
them until they blow up. Then stop.
n
; CAMPAIGN 3: m
TRAINING :
: GROUND 3
: PASSWORD: 2
9VMPK39WAHS <
ik
Back to the helicopter for this one. :
Mission 1: Training Camp 7

Don't take on the first mission straight
away, firsthy fly down (or south,
compass fans) and blast the car to >

o
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Worry about those little
cars before you think
about the radar thing. &
simple tactic, but very
effective indeed.

=

gain a speed winch. Hydra the gun lowers
in a precautonary manner, and then use
the chain-gun to desiroy the tenis, so
securing any power-ups baneath

Migsion 2: Landing Zone

Go to the clearing and retrieve the man
Examina tha map o find the landing zona,
and destroy the guard tower to prevent
attacks as you drop off people taler on

Mission 3: Mobile Radar 1

A Sheridan tank is a Bad Thing. There are
large numbers of them on this lavel, so
USe your chain-gun to destroy the radar
units, saving your Hydras (and possibly
Hallfires) to rowt the tanks.

Mission 4: Communication Expert
There are plenty of huts to blow up, and
although soma of them do have people
inside for you 10 rescus, use the map
screen to suss out which particular one
houses the communication experl. A
usaful tip when you've dropped him off at
the telegraph poles is NOT 1o

biow the -

X )
A D i

o =

Mﬁ

poles up, because you'll nuin the mission
and have to start all over again, Just like |
did the first time around when | thought |
was baing clever. Oh, and as you fly out of
tha north-wast corner of the area you'll
5@ a tank. Destroy it for an extra life.

Mission 5: Tank Depot

Pricritise your responsive monitored
contingancies, and destroy the active
(moving) tanks before the dormant
(stationary) ones. Make sure you drop off
all the peopla you're carrying at the
landing zone, then find some amma and
fual before antaring the depol. Complataly
obvious yes, but | tell you this anyway.
And if you sea anyoné running oul of the
tank, be a love and pick him up. You might
gel some armour points out of it,

Mission &: Mobile Radar 2

Exactly the same as it was on mission

thrée. So do exactly the same as you did

then. You need only destroy two units to
complata this mission.

ity il

i %““ﬁ T.liauun 7: Training
' i’ Abitof
y t% reconnaissance
e

4 before you actually

business of
attacking things is in
¥ order on this
ﬁrﬁ% mission. Plan your
. g aftack, then zoom
in and demolish
the huts, capiure

In case you can't sex what's
going on here, just to the right
of the helicopter is a bloke.
The Green Beret, actually.

| That's one Training Camp
down, now find the othery
and then sorl out that
Nuclear Reactor thingy.

those

commanders,
collect those vital
codes and then, as
il by magic (£ Paul
Danieds) the nuclear
reactor will appear
On your map.

Mission 8: Nuclear
Reactor

The reactor is, of
coursa, supremaly wall-
guarded. Destroy the
lowers, Galling guns
and tanks as you see fit, and then blow up
the buildings. Keep blowing them up until
you dastroy the one with the nuclear box
control thing in it,

CAMPAIGN 4:
NIGHT STRIKE
PASSWORD:
XTHCOXTLMZF

Who turned out the lights?

Mission 7: Weapons Commander

Up until now, in true Strike style you
should have taken all the missions in the
cormact order. Wall, now’s the tima 1o
change all that and attempt mission seven
bafora you start, Capture the commandar
and maka him give you the location of all
the fuel drums and ammo crates,

Mission 1: Watch Towers

MNow you've goi the location of the fuel
and ammao, on with these missions.
Unlike, for example, Towar Assault, you
can't turn up the brightness on your
maonitor to make things clearer, but the

fiashas from your
chain-gun fight up the place
adequately. The towers are arranged in a
circle, so follow them around. Destroy the
towers for a rewarding explosion, although
you're only really required to pick off their
gun crews.

Mission 2: Green Beret

Examine map. Pick up green beret from
appointed place. Go to village north of
appointed place. Destroy ACAR with
Hellfira rockats, Drop off green barael.

Mission 3: Helicopter Pads

The pads are guarded by helcopters (na,
really) so take things slowly to give
yourself planty of time to dodge any air-io-
air missiles. Destroy the halicopters with
Hallfires and shoot up the pads with your
chain-gun, looking out for hidden prizes.

Mission 4 & 5: Scientists and POWs
Both the scientists and the POWs are held
in the same area, so treal both missions
as one. Just remember to shool the
guards next 1o the cells bafore you rocket
them open, and watch out for the odd
AKAT popping his ugly lithe head up from
somawhara in tha
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Mission 6: Weapons Plant
The bast way to attack the plant is from
tha top downwards. Concantrate on tha
ACARSs first, and then destroy everything
you sea, whether it's moving or not. Oh,
and you can see thal the place is sorl of
split into two halves, yveah? Well, just north
of the lower half (soma would say in the
middle), you'll ind an extra Ife hidden
under ona of those pad things.

CAMPAIGN 5:
SAN PULOSO CITY
PASSWORD:
VNGZKRV75GG

Here's the second new vehicle - the

Assault Cycle. It's big and it's heavy but

it's got good weapons. There's a speed

winch hiddan in butldings by the hostagas

on mission one, and an extra life in the

buildings north of the UN landing zone.
There's not much fuel or ammo

on this

- A e SR TR

leval, so take cane, Thara's
some extra to be found under
the bwildings, 5o shoot all thosa
YOU 588

Mission 1: UN. Rescue

Lots of hostages to rescus, 21 to
be precise, bul remember you can
anly hold six at a time. You need only
rascue 18 1o finish this mission, but
thosa other three could come in handy
later on if you need axtra armour.

Mission 2: Drug Plant

Use the chain-gun to destroy the buildings
In ordar 1o consarva your rockols, and
then pick up the men inside. Retrieve or
destroy the drugs, it's up o you.

Mission 3: Counterfeiting

Again the buildings don't take much lo
biow up, and again anyone running out of
the wrackage should be picked up inslead
of shot, but check behind you for
reinforcements showing up.

JUNGLE STRIKE COMPLETE CONTROL

Power Grid

At this stage of tha
game you don't want 1o fly into a Danger
Zone (or you WILL pay the price) so
approach from the north and just chain-
gun the powaer lings until thay blow up
Thete's a building to the north of power
lines that will give you two (count ‘em)
ammao crates.

Mission 5: Armoured Cars
Don't follow the game advice here.
Inslead, take your helicopliér and deslroy
the labs in the downiown area, wheare the
counterfeiters” hideouts were, which will
flsh out the cars. Fly south, Just above
the landing zone s a police station. Land
here 1o get the assaull cycle. As with the
hovercrafl, play around with it for a while
{o master the controls, and than hunt the
cars. Ming thair paths as you did with the
gunboats in campalgn two (remember?)
for maximum effect.

Mission 6: Detonators

As you blow up the cars, soma of them
will leave a detonalor behind. Slowly
drive toweards and ovar the datonalaor fo

@

pick it up ~ not 100
fast or it will blow up.

Mission 7: C4 Explosives

You've finished with the bike now, so
return to the hedicopler. Use your Hydras
1o destroy the MLR unils defending the
warehousa, then chain-gun the building
and pick up the C4.

Mission 8: Drug Lord War Room

Find the war room and destroy tha
patrolling lomies, Land. Your co-pilot will
run into the building 1o set the explosives.
While he's doing this, shoot the
reinfarcemeants. Pick up your co-pilot and
revel in the explosion of the sinister war
room. Return 1o base.

The files are now closed upon Jungle
Strike until next month. Meanwhile, you
could, say, Iry playing the game yourself,
or possibly concoct a plausible schame by
which tha helicopter pliot could have
plcked up his wingman using a winch
designed to be operated by that vary
wingman and which he therelore couldn'l
have reached. Computer game logic, eh?
We love it.

® PAUL MELLERICK

0
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And we're off
again. This month
has seen Cam
clawing painfully
through a few
more missions,
making him realise
just how difficult
CF2 is compared
to the original. It’s
for this reason
that we're now
telling you that
this is a guide,
rather than a
solution to the
game. Even if you
follow these
instructions
perfectly, it’s no
guarantee that
you’ll finish each
phase, as the
baddies are so
rocky tough that
all it takes is one
missed baddie to
end your plans for
world domination
and leave your
team in a sticky,
squelchy pool of
their own viscera.
“ But anyway,

@here goes:

LANMNMU N FUOLRFEN £

' CLANNGON

MISSION 6

Phase 2

Many levels in CF2 put you in
the firing line from the start by
having a few misguided fools
running straight at you, and
this ona's no excoption.

Blow them away, and then
head straight up the bank until
a third soldier on the far bank
spots you and starts to swim
towards you. Blast him as he
flounders in the water, then
cross the river (1) and halt the
team at (2).

Split one guy off to charge
the enemy rocket (3) and then
put a couple of guys in the
battering ram (4) to protect
them during the dash to the
grenades (5).

You can take out one hut
(6) trom this position by
lobbing a grenade over the
bushes, and then it's just the
tricky matter of dodging the
hail of incoming fire and
blowing up the remaining three
huts (7) to finish off the phase.

MISSION 7

Phase 1

This one’s SO0000 hard, incredibly
fiddly and takes ages to do, so bear in
mind that this is the least dumb way of
doing it that | came up with, rather than
the cleverest or cleanest way. Due to the
rims on the elevated sections, you can't
fire rockets very far, but thankfully, the
explosions are big enough to take out
doors when you shoot directly down at
them. Rocket two doors at (1) Splita
man off and stand him above and to the
left of the door (2) to make the turret (3)
take a shot at you, blowing the door off.
This leaves you two rockets for two
more doors (4) before you descend at

(5). The narrow corridors force you lo
advance in single file, and a single
enemy soldier can gun you down in
seconds, so leave the team at (5) and

send a single man to clear the way to
(6}, then bring up the team and grab the
grenades (7).

There're now five targets (three
doors, two turrets) but only four
grenades, so after bombing two more
doors (8) send a man to stand by the
last door (9) so the turret'll fire at him.
Hopetully the explosion will take out the
turret as well as the door, which just
leaves the turret at (3) to bomb to finish
the level, and for what it's worth, it took
me over 20 goes to finish this.

A
-




Phase 3

There's a redneck yee-
haw way of doing this
and a sensible approach,
which Is the one I'd go
for, simply because It
galls me to leave anyone
left alive in any level of
Cannon Fodder. if you're
foolhardy and reckless,
Just jJump in the battering
ram and activate the
pressure pad at the other
end. Job done.
The cleaner way of
doing it is to pick up the
rockets and grenades (1) and then inch forwards carafully with your pointer at
the extreme left of the screen. Every time a turret comes Into view (2), blast it
with a rocket and then run back a bit, just in case it fires at you. While you're

CANNON FODDER 2

R 22

Phase 4

Head left and shool the
launcher (1) before
slopping at (2). A funny
dalek thing will spot you,
take a few shots and
ultimately blow itself up like
the stupid knucklehead it
is, so wait until it's dead
before rushing in to shoot
everyone and grab the
rockets (3). Take out the
turret (4) first before
blasting the doors, then
shoot the two launchers (5)
guarding the final door (). It's as

e “pr %
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doing this, there's a smattering of soldiers to shoot, but this one really shouldn't

be too much of a problem.

You only need one man to finish this
level, so split one off and KEEP
MOVING all the time. Simply charge

BN
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down the level shooting all the rocket
launchers (1), pick up the grenades (2)
and blast all four doors (3). Easy-
peesy lemon squeezy.
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You need every single grenade in this
phase, so don’t start lobbing them
around with reckless abandon,

Pick them up at (1) and then use
one to blow up the door nearby. Split
off one man without grenades
and stand him near the door (2)
whilst keeping an eye on the
enemy launcher (3). As soon as
he fires at you, head down and
watch his shot take out the door
for you, then kil him for his
troubles. Kill the next launcher
(4) before getting in the turret (5)
and taking out the nexi door with

W

v
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it, then finish off this lone soidier's
valiant run by killing the final launcher
{6). Reunite him with the rest of the
team to blast the last door (7) and

grenade the roving car (8) from (8).

(7), which can be
machine gunned

S66L AHVYN
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MISSION 8

Phase 1

The story jumps implausibly back to
modern day Beirut, to a phase that's

everywhere, and they're s0 small and
well concealed that you can’t really
see them at all, even if you know
where to look. We've shown the first
few for you (1) but the best plan is to
decide where you're going to go, and
then spray the area with gunfire before
you move, as your shots will detonate
the mines and avoid one of those
unpleasant and embarrassing “Oh no,

MISSION 9

Phase 1

There're quite a lot of enemy
launchers in this phase, but if you
follow this route, most of them will hit
nearby trees and blow themselves up,
&0 that's all right then.

Take the first enemy launcher (1)
for example. if you make a bee-line for
the grenades (2), he'll blow himself up,
which leaves you free to keep an eye
on the helicopter, which should fly
around a bit before settling down. The
moment it does this, waste it by rolling

Avoid the roads
completely as
they're heavily
mined, and head
siraight down
from the start to
the edge of the
oll, before making
your way along
the coast to the
grenades (2).

1o the
litthe lsland they're

a grenade under its skids, and then
head straight down to the bottom
before setting off for the left hand
edge of the map. There's a turret you
can use (3) but | wouldn't bother if |
wers you as it just exposes you to
enamy fire. Instead, simply keep to the
bottom, shoot the mine at the corner
of the bullding (4) and keep going
towards the launchers (5) who've
hopefully managed to blow
themselves up. All that's left is a mad
dash through a clump of enemy
soldlers towards the final door (8),
which is guarded by a launcher.

on is a bit hard due to the fact that the
attacks from above don't really stop,
8o the best way Is to split the team so
there's always someone out of the
water who can fire back. Once you're
on the island, you can take out the hut
on the other side (3) by going to the
extreme left of the island and throwing
a grenade - it'll just about reach. Once
again, split the team to allow each
section to give covering fire as they
head back to the mainland, then
cautiously make your way up o the

F B P i
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top to blast the remaining two huts (4).
As in previous levels, don't charge
straight at an enemy soldier, ‘cos he'll
probably kill you. Instead, move at an
angle to him by clicking to one side of
him, and his shots should go wide.
As | sald, the main problem Is
still the mines, so even if there aren't
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Phase 2
Hard, Hard, HARD! Success or
failure of the antire level depends
on whather you can get a single
bloke into your jeep belore an
enemy jeep flies in from the side,
rams you and explodes, torching
you in a fiery, arm, fireball. But
since there are two men in the
team, you simply don’t have time
to hop into the agonisingly close
jeep. Somehow, you've got to get
ona man into the jesp, and the
only way I've found is to head up
and split them on the move. The
enemy jeep will appear and start
to chase one of the team, so send
him te his certaln death over to
the left then switch to the other
man and bolt him back to the jeep.
The obvious down side of
this is that the decoy bloke dies
undaer the axles of a powerful four

-y o —

Phase 2

Of all the levels of CF2 we've covered
80 far, this one looks the most
realistic, don"t you think? Like an

average street in a little Beirut market

town perhaps? It's because it looks
like a real street, | think.

Anyhow, the level starts with
your team staring down a tank barrel,
which is not a good siuation to be
In, in real life too. if you stand still,

by four, but ¢’est la guerre, right
kids? Swing the jeep behind the
building (1) and out of the
compound, then along the road
and over the ramp (2). Run over the
enemy launcher (3), then park up,
grab the rockets (4), and hop into
the turret. There's a special, extra
thick, grenade-proof door on the
litthe bunker in the cormer (which
explains why you need the turret)
and when you've done that, you
can have soma fun by swinging

CANNON FODDER 2 COMPLETE CONTROL

then you'll get blown into bloody
tatters, obviously. However, if you
sidestep it, you'll be able to nip
round the side of it, grab the rockets
(1} and carry on down the street.
Blast all the passers by and blow up
the doorways (2) and then turn
around and wonder what the flip
you're going 1o do about the tank.
You can't actually destroy the
tank with your rockets, but if you can

the gun round and blasting all the
enamy soldiers that are pressed up
against the fence like the front row of a
“popular beat combo” concert
audience. Not that this alds your quest
or anything, but you can’t pass up on
a chance like this, can you?

Get back in the jeep and drive
back to (5). To finish the phase, you've
got to take out the two bulldings in the
compound, but unless you've been
obscenely lucky, there'll still be a few
cars and maybe even an armourad

lure it to the end of the street, there's
a slight chance that you can take it
out with a long range shot from the
turret (3).

Alternatively, you can run round
the back of the buildings (4) and
shout rude words at the tank crew,
forcing them to fire at you, hitting the
building and killing themselves in the

5.
Those tankies, hey?

personnel carrier still roving around
the compound. i you can get the APC
up against the fence, there's a good
chance it'll blow itselfl up, but to get
the jeeps, you have to sneak towards
the compound entrance, blap off o
missile and hurriedly retreat until
they're all dead.

Remember that you must save
two rockets for the buildings, or you'll
have to escape from the phase and
start it all again, which would be a very
bad thing indeed.

HIMOd VDINY
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Then, that’s right, you need...

THE LAST

RESOR

Mizzen drooping? Crew mutinous? Parrot giving you the hump? Then write to
PIRATES POWER and leave Rich to answer game-related Amiga queries. Ta.

with Rich Pelley

What's the point, eh? Of life? Of love? Of Banana Bubbles - the
cereal that thinks it's a milkshake? I'd be the first to admit that |
haven't got the foggiest, having never fully come to terms with the
insignificance of my life compared to that of the planet, having
never felt able to wholly share my feelings with another human
being and having decided that the last thing you fancy in the
morning is a bowl of Rice Crispies that tastes of banana. But one
purpose that | have fathomed is that of The Last Resort — you send
us in some letters, and we print them. So please carry on.

CADAVER

*| am stuck at the and of Cadaver,

89% or 50 in, unable to kil Dianos.
My orb power is 245, I've been through
Dianos' Lair once o collect the extra ten
gems, but should | really think about
collect some more before laying waste
on Dianos? And should | be able to open
the locked door leading from the Greal
Tower at the start of the level? ZERQ
magazine (RIP) published a complale

LOOSE E

“I have been doing TRAPS AND
TREASURES for months but |
cannot get off level two. Can anyone
show me the way to success?”
Mrs J Jackson, Ashby-de-la-
Zouch

“I've been investing an awfully
large amount of time into
the great tank-'em-up that is

playing

PACIFIC ISLANDS, but | can't for the
life of me complete the mission on
Banaba Island, the one where you
need to clear the forest of the enemy,
protect the bridges and destroy the

communication equipment. Whatever
I do | just don't seem to be able to kill
off enough of the bad guys before my
time limit gets the better of me. And
where will | uncover the hidden tanks
in the forest? Can some tank-
obsessed maniac please help me in
my hour of need?"”

Miles Dinneen, Wellington

Q “I keep getling attacked by
aliens at the start{ish) of

REUNION. How can | stop this?"
Dale ‘Dimrill' Rird, Cannock

“0On DARKMERE | can get to the

Dragon Queen, but on level one |
can't find a way into Granny's house
(1 Holan Street), and on level two |
can't get past the pile of stones.”
David Hollingbery, Maidenhead

“Can anyone help me get past

level 48 of BLOB (as opposed
to just giving me a password)?”
Jonathan Cawley, Leicester

“In MANIAC MANSION, what do

the Dime, Can of Pepsi, Yellow
Key, Glass Jar, Sponge, Paintbrush
and Manuscript do? Also, how do
you get into the door through the
dining room, and where's the gas to
power the chainsaw?"
Adam, Norfolk

NDS

“And I'm not entirely sure how

to get past the purple tentacle in
the same game as above. Do | turn
off the power to get him out of the
lab, and then nip in with a different
character or something. Or what?"
David Hollingbery, Maindenhead

“| cannot answer some of the
riddles in AMBERSTAR, namely:
a) What is the most beautiful flower?
b) Wha is the master of the hut
outside Twinlake?
and c) all the ones on the Riddle
Master's island.”
James S, London

“Is there a cheat for SABRE
TEAM?"
Adam Chidgey, Gosport

“Although | have tried my best,

the BATTLE ISLE series is still
getting me down a bit. Passwords
are what I'm after; on the original |

solution eons ago but, needless to say, |
can'tfind it anywhera,”

“Ahem — you don't say? But

anyway, to defeat Dianos you'll
have to cast both Mindblast and Banish
in his general direction. To cast Banish
you'll need to be touching tha guy ~ this
palpitation drains your stamina, but
provided you've got a decent Orb
pawer (and 245 sounds fine fo ma), by

can get to level sixteen with just one
player (password: River) and level
18 (password Europ) with two, and
likewise level 24 (password: Werft)
and 8 (password: Magma) on the
Scenario disk, and 24 (password:
24) and 6 (password: Ebton) on the
'93 version. Can someone out there
who cares please let me have a
complete set of codes?”

D Wood, Essex

“I've had MICRO MACHINES for
ages, but can't get any further
than level fifteen. Does anyone have
anything to say?"
Tom Brown, Northallerton

“In LEISURE SUIT LARRY 3 all

my Larry has is a towel, scap-
on-a-rope and knife. | have used a
grass stick disguise to get $20 from
the girl on the beach, and
subsequently blown the cash for a
view of Cherri Tarl. As | see it, my
options lie in a) Patti's bar, b) The
hotelfcasine reception, c) Fat City
and d) The forest area near the
Comedy Hut. Is this right? Or am |
barking up the wrong, erm, leg?"
A Sears, Reading
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CASES CLOSED

Thanks.

THE SETTLERS
Jordan Eaton of Cleveland
found that his miners seemed
to be perpetually on strike, and was
fully prepared to hear out any
suggestions you AP readers might
have as to why this was.

“There may be a chance that

you have set your miners
digging for something that isn't
there - for example they may be
trying to excavate coal in a area
where all they will find is stone. To
avoid this sort of thing happening,
take a little time at the start of the
game to see what the sts
suggest it would be wise to dig for,
and only go for what you are told is
at an average supply or above.
Then, before doing any actual mine
building, plant a flag on where you
are above to erect, connect up a
road, click on the flag and then on
the man with the board. Soon you
should see a man with a large
board tapping at the ground - if he
sticks up a board with a yellow spot
in the middle then he has located
you some gold, if the spot is red
then he's found iron, black and it's

tha time you've cast Mindblas!, made
physical contact and cast Banish, his
head should be ripe for you to swipe and
carmy through the middle door, complating
the game in the process.

SIMON THE SORCERER
“How do you steady the plank
down the trap door in the

Swampling's house. Also, how do you

get into the Dwarven mine?”

Daniel Gore, Wallsand

To steady the plank down the trap

door in the Swampling's house you
must nail it back info place by using the
hammer which you should have bought
(aleng with the white spirit) from the
shopkeaper in the village. And to gat into
the Dwarven mine, you'll need to ba
carrying the barrel of beer (which you
nicked from the bar by asking the barman
for a drink and using the wax whilst he's
distracted), wearing the beard (which you
lopped off the sleeping dwarf in the pub),
and know the password (il's ‘Beer’).

HOOK

“How do you gel the pirate’
Q uniform. I've proceeded to the
washing line with the pole, but that
doesn't do much. Basically, I'm uttery
stuck.”
Wendy Willlams, Essex

“What you need to do is 1o knock
on Mrs Smeedles’ wash-room
door. but — and here s the trick - swing

back on the rope before she gets a
chance to open it. Now go back all the

coal, white and it's stone. The size
of the dot is proportional to
quantity, so build your mines
accordingly.

If the above does not turn out
to be your problem, then the only
other explanation for your lack of
miner activity is that they have got
too much food and so are just
sitting around eating all the time. Or
they may of course just have run
out of raw materials. You did read
the manual, didn't you?"

Phillip Marsay, Oarlinerton

“Also, although not actually

answering the question in
hand, here's a little mine-related
cheat that is still worth bearing in
mind. When the message appears
telling you that a mine can haul no
more materials, disconnect it from
the road system (so no more food
is brought in) and you should find
that it will haul seme more produce
whilst using the food it has stored
in it, food which is normally wasted
when a mine is burnt down.
Mark Pursglove, Sheffield

DESERT STRIKE
Mark Blackbumn of Cleveland
was after some codes to gel

way around 1o the slar of tha gama and
you should be able to snatch the jacket
with the pole. Just as | said in issue 31.
And again in the complete solution we
printed in issue 33

LEMMINGS 2

Q “Can you pleasa tell me if there are
any cheats for Lemmings 2, Chase

HQ or Shadow Warriors.”

Anthony Gaucl, Canada

Well, let's see. From the star: Yep

(In order to select any lavel on any
tribe and have sixty lemmings on each,
go to the comer of the menu screen and
prass both mouse buttons until you heat
a lemming faintly squeal "Lel’s go”. You
now have only to complete the final
lavel of each tnba to complete the
game); there is (Hold down the laft
mouse button and joystick Fire whilst
typing ‘GROWLER'. The T key will now
reset your time, Also, pressing Space
rapidly when you area supposed o be
pressing Fire to start a game is
rumoured o increase your fop speed fo
over 1000 miles per hour. And pressing
Space on the music selection screen
may also give extra turbos. If you're
lucky): and You Betcha (Type ‘GIVE ME
INFINITES' for infinite everything),

INDIANA JOMNES AND
THE LAST CRUSADE
*| cannot get past the first of the
three trials leading to the Holy Grall,
Another magazine told me to “walk to the
large rock”, but this was not hedpful.®
Richard Everitt, Tewkesbury

him past the level with the
Madman's yacht.
“Try these out for size:
Campaign two (Sand Buster) -
LGJAGRJ
Campaign three (Embassy City) -
TLIWOAG
Campaign four (Nuclear Storm) -
JTEKOMK
(And don’t forget that you can enter
the code BQAQAEZ for ten lives
and infinite ammo. - Rich)"
Liam 0'Grady, Norfolk

LEMMINGS 2
Everybody who purchases a
copy of Lemmings 2 seems to
get stuck sooner or later. And
Dominic Conneally of Plumstead
was no exception.

“EGYPTIAN LEVEL FIVE: Bash

through the palm tree, scale
the wall to the right and slide down
into the space below. Your green-
haired cliff-diving pal should now
have enough room to turn around,
quickly bash through the wall and
pour glue over the first gap beneath
the entrance. Make him a runner,
and as he ventures to the right,
bash through the second wall, jump
the second gap and (in order to

You should see two areas near the

comse split by lines — walk lowards
this in order (Eh? - Ed) and press the
blades to reap your safety. On the
second test, in case you encounter
problems, the only sale tiles 1o get you
1o the other side of the cavemn are the
ones which spell out the God's name,
changing from game to game. And in
the third, for when you get thera, move
the pointer to the culcrop of the rock
above the opposite tunnel entrance.

SHADOW OF THE
BEAST 2
*| need help. | know it's an ancient
game, but are there any cheats for,
wail for it, Beast 27"
Karl Wild, Sheffield

You jest? Surely? You mean, you

really don't know it? Ask the first
pygmy about TEN PINTS' and you'll get
infinite lives.

ZEEWOLF

"&ll was going well until | gat to

mission two. | can free the little
blue guys by destroying the little tanks
guiding the blockhouses, locate the
landing ship thing but can't sal my
chopper down o pick them up. Ideas?"
Keen Rock Barrett, Milton Keynes

"To tell the truth, KB, no | haven't,

However, one interesting thing |
know about Zeewall which you may ba
interested to hear of (if you havan't
already) is that if you enter the
password as 'FRAMPAGE', your

maintain as level a path through as
possible) start bashing as close to
the third partition as you can get.
Next make him a runner and jump
the small gap before the exit. And in
order to free the trapped lemmings,
stomp through the ground to the
left of the entrance and pour glue to
the right to flow through the tunnels
created by the basher and form a
patch over the two remaining gaps.
SPORTS LEVEL 6: As your first
lem walks down the slope to the left,
make him platform across the
narrow gap using three tiles. All but
one of the lems will be trapped -
Superlem the only lem to have made
it past the platformer to the top of
the screen and from right to left into
the ground above the entrance. As
he now walks to the left, fence
through the earth and
across to the exit. Now, using one of
the trapped guys, rope diagonally up
from left to right at an angle of
approximately 45 degrees into the
top right corner. When the position
is correct the lemmings, having
reached the top of the screen, will
turn around and crawl up through
the metal ceiling towards the exit.
I'm not sure whether this is the
correct method, or just a bug in the
game, but you can save yourself
bother by crawling through a ceiling
on Sports Level nine as well."
Michael Pickering, Hull

chopper will be exchanged for a lightly
armoured fighter plane, capable of
tighter luming circles and generally
maré manoauvrabla than the helicopler.

Also, in case you were wondering,
hera’s how to complete the mission we
cunningly gave away two issues ago,
courtesy of Lee Reader of Essex, a
reader. At the start of the mission,
collect the Allied Tank and drop it off at
the enamy picnic, Fly over to the right a
bit until an 'Enemy destroyed’ message
comes up, then pick up the tank again
and fly north. Drop your tank next to the
convay, fiy to either of the bases and
shoot down all the planes and choppers
= if they take ol then all thayl be
heading lo one of the bases to another
round the coast, so take them oul there.
And Is that it? You belcha,

9 §66L AHVNHESS H!Tﬂd YOINY
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BATTLE FO
THE ASHES

Runs on: AS00, AGOD, Battie for the Ashes is a cut-tdown version Than thera's this bit

A1200

Publisher: Audiogenic
Price: £10

Release: Oul now

of Graham Gooch's World Class Cricke!
You can play only five day, unlimited over
test matches, and you have two leams at
your disposal; the current Australia and
England Test sides. However, this doas
mean It all fits on one disk
But frankly, I'm
disappointed. This is the
fourth version of Graham
Gooch (after the original
Second Innings and Tes!
Match Spectal and they've
still not debugged it. For
instance, sometimeas when the
ball is played behind the
wickel, the wickel keeper runs
after it himsall instaad of
leaving it for a fielder, As soon
a5 he calches up with the ball
P throwes it wildly out of
bownds for a four. Dimwit

where, if the ball is played
behind the wicket and ane of the slips
picks it up, instead of, say, underarming it
1o the wicket keeper for an easy run-out,
hell race the entire length of the pilch with
the ball in his hand to knock off the bails
at the bowler's end. Blind fool

Then thera's this bit where, if a
fiekder could get a batsman out by
throwing the ball to the bowler, he insisis
an throwing the ball to the wickel keapar
Irritating pillock

Than there's this bit where... Oh you
gel the dea

After four games have bean brought
oul with these problems, these slighity
irritating (and, it has 1o be said, initially
endearing) faults have become enraging
botch-ups, causing ma 1o hur my special
Bug ta the floor. And it's the Bug that |
reserve for playing Sensible Soccer, that |

Tulevualionsl 94

Rk Fha INE AofilEs + WRKIWRED 94/ %o DATA DDISMK

love as much as Ife itsell, so you can be
pratty cerlain that I'm genuinely annayed
when it hurtles towards the floor.

I've enjoyed playing these games
greatly. Truly, they are cricket = BUT ON A
COMPUTER - and if you can cope with
the slightly sloppy programming. you'l
enjoy them oo
® STEVE FARAGHER

THE BOTTOM LINE
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Runs on: A500, AG0O, Intarnational teams as well as

A1200 English and Australian county
Publisher: Audiogenic sides. And that's it [8
Price: £10 ® STEVE FARAGHER e

Release: Out now 1
THE BOTTOM LINE |
As well as Battle for the Ashes, :
Audiogenic are releasing this data disk
which requires either the original Graham
Gooch's World Class Cricket or last year's
Test Match Special to run. It won't work
with Battie for the Ashes

The disk provides you with updated

-
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=
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-
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DELPHINE CLASSIC COLLECTION <+ LUCAS ANTS CLASDSIC COLLELCTION I i i1 I 4 || I | .

THE DELPHINE :
CLASSIC COLLECTION

Runs on: A500, AB00, that consistently come up with great ideas?  the inspiration gnome for a good few years.  They're all lumped together under the

A1200 Sensible Software, yes. The Bitmap In no particular order, you've gol adventure banner, but Anather World and
Publisher: US Gold Brothers, okay, Bul how about Delphine? Flashback, Future Wars (an alien (in particular) Flashback have al least as
Price: £30 As this compilation demonstrates, they've irvagion/time-travel jaunt that was the much fighting and shooting fun as solving

Release: Out now been courting the daughters of company’s first crack at the point-and-  of puzzles.
: click market), Another World (the This balances the collaction pariactly,

simpler precursor 10 Flashback), and also shows whal clever chaps
Operation Stealth (a Jamas Bondish Delphine are. Personally, | think Fuiume
point-and-clicker) and Cruise For a Wars and Op Stealth sufier slighthy from
Corpse (a point-and-click whodunnit),  their age and lose a kot in comparison to
the newer and tabbar Cruwisa For a Corpse,
but even 50 your £30 is paying for three

Losbalbos b i bl first-class games and two that are never
knocked it over, fool. less than good.
® PAUL MELLERICK

Pop quiz. (Incidentally, how did Dennis

Hopper climb on 1o that fuba train without
being squashed against the tunnel walls?
But amyway.) How many programming

THE BOTTOM LINE

-
-
-
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-
=
-

THE LUCAS ARTS ==
CLASSIC COLLECTIONS,

- = -
e h:‘j e .n-.- I-:J..-'.a-l;lm 4
Runs on: A500, ABOO, Amiga company's back catalogue, Also Alten Mindbenders PR oS _—.
A1200 as with the previous compilation, these (the second one), ’ P u- —
Publisher: US Gold games are blanket laballed ‘adventures’ Loom (the one that -__:-";.,.r s
Price: £30 But this time, they're right really got it all together R
Release: Out now Lucas Arts ara, of coursa, the pobnt- and paved the way for Y "
and-click adventure game company ol Monkey Island), Monkay 4 -3
Similar to the Delphine compilation, the champions. The compilation features Istand itsel, and Ingiana = -. =
Lucas Arls box is @ sorl of poignant strall Mariac Mansion (the first funny point Jones and the Las! Crusade L = | a
through the now-moved-on-from-tha- and-chicker), Zak McKracken and the It's fair 1o say not all of thesa | ¢ . | :n-
are stunning classics, \ !
although taken as a set it's ~ — — v
Mot everybody got the N e Y= fun to see the way this genre (I {-: = CA LT g
hang of the new county = : ;"35 developed from the m
dancing classes. i - ussy, verb-heavy, text T
advenura-influgnced Maniac
Mansion 1o the elegantly
straightiorward, user- n
friendliest Monkay sfand ; m
@ PAUL MELLERICK THE BOTTOM LINE ;
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Runs on: A500, AG0O,
A1200

Publisher: Empire
Price: £35

Release: Out now

Funny old things, budget releases. If
they can sell it once at a lower price,
they'll try to sell it fve times. Take, for
example, Gunship 2000. In AP43's
budget section we said 1t was a
Irigheningly hard heficopter flight sim
that was nonetheless great fun, with
encugh options, missions and all-round
flight-simmy siufi 1o keep everyone happy
And here it Is again as this compilation's
lzad gama

And with it out of the way, the other
Iwo games are revealed to be wargamas
Mo, wait, come back. Rebuff that quiet
shed hidden within a dark lorest. Mot all
wargames are bad, Just most of them
Fortunately, it's the not-bad type that
appear here, representad by a pair (and |
don't really want 1o say this, but | can't
stop myself) that Changed The Face Of
Wargames As We Know Them. Campaign
(AP20, 83%) combines hardcore flashing
square'movement phase stralegy with
driving a lank around and shoobting things
battia sections, and it works
extremely weall if a little too
slowly. I's probably the

lo a wargame
that will

naargst Ihll'lg thers is i
—
- ak

" LERPDNS
Heawy arillery, light

. : compilation,
7 infapiry. Sounds painiul. offering a =90
L" . Vi BaouP size good variety of | Ot gt 5 aowecs
. - game types. And o
_,[ o AL as well as being The Aardvark A101,

& used extensively
at Waterloo,

entertaining (and
appeal to daspite the crass ad line
NON-Wargamers, of *A century of supert
and far betier than its sequel. History Line  military wartare™) the trio
(AP22, B87%) 5 a no-apologies hexagon- of games and Histfory

HERWY mR TILL

based game that’s certainly the slickest Line in particular do have
example of its type and thoroughly a few things 10 'say’ on
engrossing to play. Easy to confrol. too. It the thomy topic of war.

aven looks pretty, Like Campaign, though,  Edutainment, eh?

it's sluggish on a non-AGA machine and @ PAUL MELLERICK

needs two drives for the best resulls
Combat Classics 3 is anothar well-

balanced
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TOWER ASSAULT +

Team17/£30
AP45 46%

Tower Assault CD3Z's intro is
everything an intro should be.
Okay, 50 the window is rather
small, but concentrate and after
a few seconds you don’t notice.
And a few seconds out of a
SEVEN-AND-A-HALF MINUTE
intro isn’t too much, is it? Yep,
over seven minutes of rendered
ships, pitched battles, lasers,
explosions and even some
lovely acting (I'm not a film
critic, you know}, which all
rolls together to produce the
best and most interesting
Intro I've ever seen. It's up
there with some of the best
PC CD-ROM titles monaey

can buy.

Which makes it all the
more embarrassing when the game
finally appears. Jonathan Nash gave
Tower Assault 46% last month,
infuriated by a host of shortcomings,
none of which have been remedied on
the CD release. By way of

compensation
you do get the original Alien Breed 2
(AP32 81%) on the CD as well, but
then you're charged an extra £10 for
it, and they haven't even taken oul the
tedious, pointless first level.

® PAUL MELLERICK

THE BOTTOM LINE

Tower Assaulr: Urgh.
€D 32 Alien Breed: Mmmm.
Rendered intro

sequence (and outra,

apparenily): Lovely. All in
all: Urghmmmmavely.

In motion this
looks amazing.

o~
W
INTYEIE

GAME REVIEWS

f

MARVIN’S
MARVELLOUS
ADVENTURE

21st Century/E30
AP45 26%

No glamorous rendered Intros here. Manvin
is exactly the same on CD as it was on
floppy - a bright and cheerful platform game
utterly devold of any form of challenge.
You'll ramp through level after level,
chuckiing at the rainbow-hued graphics and
gradually succumbing to the onset of brain
death. And before terribly long you'll have
reached the end, and will let out an

anguished cry: “l have been duped!”
® PAUL MELLERICK

< THE BOTTOM LINE

The same as the disk
€D 372 version - pretty but

vacuous -

and not even any cheaper 26
or anything.

INTDE3d

Team 17/E30
AP42 B9%

Great gama, this. Loads of top
shooting action ‘inspired’ by the
classic Asteroids. But then you
already knew that, didn™t you? Still,
this CD version has (yet) ancther
rendered sequence for you to sit down
and watch. But if you're expecting a
monumental example of a CD intro akin
to the sure-to-become-legendary Tower
Agsault one, you're going to be
disappointed. It's a bit of mess.

The images are nice and the
animation is great, if a bit robotic, but
there seems to be some sort of
problem with the editing between
scenes. Instead of holding the image
and the loading in the next scene,
there's an awiul black gap between

SUPER STARDUST

each scene, destroying the film-like
atmosphere that intros like this are
supposed lo create.

Still, you've got the whole game
on one compact disc, so there's no
need for any of those tedious disk
changes we dislike so much. And
there's a brief and pleasant animation
between each level showing the boss
blowing up or whatever, including
arguably the best explosion scene ina
computer game = to date.
® PAUL MELLERICK

THE BOTTOM LINE
You know how much

like the game, and
tD32 zkmhotmuch

you like it, so if you've got 89:
-

HIMOd VOINY

AHdYnuaad

a CD32 you can now |oln
in the fun as well.
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what are Hmu things®
| Strawberries or what?

Online PD

Wedl it's, erm, Dynablaster, really.
Only this is the cheapo PD version.
But before you rush out and pick up
this bargain priced, top-quality game,
there are a few things you might want
to know. For those who are unaware |
of the premise behind Dynablaster, And, hlm“mpla
you're In a maze. You've gol some games being primarily designed to be
ﬁrhu‘-"hn profit, there's even
a litthe options menu that lets you
“ﬂ“ﬂfhin gs to m :

Online PD

Flayer 2 Wanna know how

The best thing about Monopoly? :'"""" A 19048 you're doing? Look
Suraly i’s got 1o be buying hotels and | ek v,
then watching all the money roll in as Peverly Hills Hote
the others all land on your valuable (or e e

not) property. Well, imagine Monopaly Wby Ly Mot
with evarything alsa taken oul and
you've got [siand.

With between one and three other
playars, roll the die, move around the VERDICT: Asimple concept, and
board and buy hotels, Keap improving indead a simple game. Still, i provides
them o bump up your eamings, and try some fun, and If you can get a couple of
1o make your opponents bankrupt. olher people interested you can up the

The board is pleasantly bright, and stakes and get the old adrenaling
as the hotels improve In size and stature,  pumping. %%
the graphics complement the action.

Unfortunatedy it's all a bit slow, switching
from ona pan of the gama

Press left Housebut

L AL ML




e
l KLONDIKE

Online PD Klondike or whatever you want to call

it, but with some subtle differences.
Okay, o it's basically a card game. The most obvious of these are the card
And just the one gamae at that. Butthis  sets. The game lels you choose from
special AGA version has so many 20 different card sets (you get two with
features, and is so well put together, the game, but there are other disks
that it would be a shame not to play it.  available) and some of the them look
It's @ normal game of Patience, or great, The Star Wars one is especially
good looking.

It also has loads of options to
switch on and off and three difficulty
levels, and when it comes to starting a
new game, just clicking on an icon
sure beats shuffling a new pack of
cards and dealing them out. If, like me,
you like playing cards but don't like all
the effort Involved (Sheesh. = Ed) then
you'll love this. And the card sets add

a greal novelty value.

VERDICT: It's very pretty, and
does everything it should do, and it
plays a mean game of cards into the
bargain. Ace! ® &+

It's cards.

hahe

WHEELIE

F1 Licenceware Knowing this, you've now got to
nagotiate the level ahead of you,
It's time for another classic (le, old, picking the right course thraugh it
but remembered fondly by someone,  while avoiding hedgehogs,
somewhere) Spectrum game to be kangarcos, floating eyes and all
given the Amiga PD treatment. sorts of other stupid obstacles. But
Wheslie is a simple lef-to-right belng simple doesn't necessarlly
scrolling maze game, with the player  make it any good. The controls are
sat on a motorbike, Pressing leftor  fiddly and unresponsive, and the
right on the stick will alter the speed  tedious level designs don't help
of the bike, and if you slow down matters. It's time we left most (if not
enough, you can turn and drive the all) of these Speccy games in the
other way.  past where they belong, and

concentrated on new game
== Ideas instead. Unless, of

*] course, someone fancied
doing a version of Back fo
Skool, or Exolon, or
Cybernoid or...

VERDICT: 1 wasn't very
.- | good when it first came out,
| and still lsn't now, *¥%

009 T ad. o0
.. "-*I,.‘ _.'#"_ " *?

Watch in amazement as he

J—

1 i (WHO? WHERE? HOW? )
.'. :;; '_’:.,': ;;--,:".'. - ",p-.«.':‘.'..!'-,;"-‘ Right. So you've read the reviews. Don't believe a word of
i slltstfuaoaiiesdae what I'm saying and reckon you quite fancy playing them

leaps incredibly badly scaled - @1
dﬂﬂ'l'luﬂlmﬂs.
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Eoe LL yourself, do you? Fine. If you want to know where to get

o them from, ring the following companies for more

tcoRE-00003 BT e information. Online are on (0704) 834335 and F1 can be
@ &< MR CET-0004 @nmm(m:i‘m _/J
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Will they ever give Natural Born Killers
a certificate allowing it to be shown at
British cinemas? We think they should.
But this is your page for your views so
write in and tell us what you think. You
could jot down a little something about
Amigas too. If you like.

® Address your letters to: Do The Write
Thing, AMIGA POWER, 30 Monmouth
Street, Bath BA1 2BW. Or ‘netsurf’ us
at: ampower@futurenet.co.uk.

“ABSOLUTELY
SPLENDID
CHRISTMAS"™
Dear AP,
I'd ke, it | may, 1o point out the followsng
useful piece of informaticn

A subscription 1o AMIGA POWER
makes an absalutely splendid Christmas
or birthday prasant.

Thank you

Yours hello-Daniel-lly,

PS Mum, if you're reading this, by spooaky

coincidence, my own subscription is aboul
16 run out. Mot that I'm hinting at all. In any
way.

And, with Valenling's Day coming up, don’t
forget that an AMIGA POWER

SUBSCRIPTION also makes a fiting
modem alternative lo ‘boring’ chocolales
and flowers.

“ME AND MY TOP
MATE CARROT”

Dear AP,

Sorry, | don't understand. Has “Do The
Write Thing” been transformead into the
NME lafters page? I not, why all the crap
about Kurt Cobain? “This has sariously
changed my opinion of AMIGA POWER,
and | might not buy your mag any mangs,”
wrole a distressed 'Nirvana Fan'. Whoa!
Seripusly changing your opinion about
something — have you had permission
from Melody Maker? Also, | hate to
disappaint you, but you not buying AMIGA
POWER is hardly going to send Fulure
Publishing into recaivership, so don't throw
yoursall to the Bons just yet

Nex1 up on morons' comar we had
Roy Harris from Bolton who, if you
remamber, was deeply upsat about
Andrés Escobar and the resulting AP
comments. Mr Harris stated *l am a
football fan and | failed to see the funny
side of i." Blimay, a foolball fan who didn't
pel the joke, whatever next? A veggie who
doasn eal meat? You mad fools,

And finally.., Tedious lootball
management games, and aren’t they
crap? Now if you could get a game wherg
you actually see the players sod ol
runnming around and that, it would be
great. Mind you, I'd naver have time to
play them anyway as all my time's taken
up posing for pholos and making up totally
wacky names for me and my top mate
Carrol Tree Rain Curtain Head Dude.
Thesa number crunching games simply
devalue human fife and it's like, we're all
just numbars, two dimansional and flat and
they'ra like, winning. You know, Mr Big.
Mo, Big Brother, that's him, He's bad,
man. 5o lat's stand united against the avil
from within and make this a viclory for the
common marn. A viclory for something that
matters. Amen
A Partly Toasted Cheese Sandwich,
Kent

A provmizing stan. but we can't help
thinking that you lost it @ fitle bt near the
and. Five ouf of tan

“] NO AMIGA ARE
BEST”

Dear AMIGA POWER,

I don't often buy yowr magazine, but today
I thought | may as wall. | go! home and
placed Aladdin into my AGOD and it didn't
load when | opaned the magazine and
Ipoked inside it said A1200 OMLY on the
front of the disk in minuta print it said
A1200 only. Lwas thinking of buying a
Super Nintenda so | could play Aladdin but
| no Amiga are best. After this experience |
ghall never buy ancther AMIGA POWER

in my lite, and as for giving up on SNES,
no way,

Yours,

Stupid Ford, Bournemouth

PS | would be grateful for an apology of
s0me Kind,

An apology? We should apoiogise fo you
becausa you didn't spol the enormous
AT200 ONLY label on the front? We
changed the A1200 logo fo A1200 ONLY
for folk like you who can't make the
synaptic leap that a game labelled A1200
will ONLY WORK ON AN A7200.

“IT REALLY HURT"™
Diear Everyone,
| went to e Punt and Dennls last month
and they ware really funny, which
surprised mé ‘cos they werd grap an the
telly. I'm looking forward 1o Daécember
because I'm going to see Catér USM in
the Vic Roomsin Bristol. And @lso it's
Christmas in December! My gififriend has
bought me The Seftlers for Chilstmas, so
roll gn the 25th!

| erushed my finger in a machine at
work last waek and it really hurt. Oh, by
the way, regarding your review of blah
blah, yackity shmackity, moan, moan, etc,
Ha hal
Lots of love, but no funmy business,
Mark Lewis, Bath

Thal's mice. We're happy for you.

“NOT HAPPY WHEN
DROWNING™

Dear AMIGA POWER,

I've compiled a list of tha TOP 5 CIRCLES
In Amiga gaming:

1. SYNDICATE After a hard day's



butchary, thare's no better sight lor sweaty
{but happy) cyborgs than the big red circle
on the radar map. Home time! Jellied eels.
2. EXILE The litle circle that bounces all
over the place in this game is in fact
Flufty, a friendly alien chum, Fiufty likes 1o
o Into cracks and retrieve objects lor you
Flufty iz fireproot but is not happy when
drowning.
3. PANG This is very satisfying for me. If |
shoot the big circlas, thay split into smaller
circles, therefore achieving greater
enjoymant.
4, IK+ Good value for moneay in this game.
Plenty of circles bounce around angrily,
iring to knock the player over. There is a
friandty shield to hedp fend off thair
advances.
5. CENTREFOLD SQUARES - Several
circles in this game. You'll have 1o excuse
M NOoW.
Yours sincerely, Alex Smyth, Sheffield
PS | can never wait for the next issue of
AMIGA POWER, so | put a sticker on front
of the magazine with the day's date on it

¢ Mgl day | ehange it for the new date,

erafo Inﬂlmlssm ol

g ﬁijhupbasaaﬁdmhllv on the
BNt ahthe mag? It would have 1o be fixed
ol securely Gos kids'd nick ‘em.

Slmamwmwmu
s&y T'm a fungi fangier. But thal would be
iy, 50 | wouldn't go that far,

iu against discussing printer
the Amiga? (Ub-oh. - Ed) In
e, everyong who owns a

8r sooner of later wanis to print out
g - even pearhaps write a letter 1o
are going to tum away from

if their nesads ara nol catared for.
take money from advertisers
pply printars and ribbons,

ietc, and yet don’t want 1o have

' - what's wrorq with the
.thnrl article giving help with

sy 3 magazing which aven

s, tet alone their problem,
50 you have a great oppornunity to extend
your markat.

| own an Amstrad and subscribe to

PCW Plus which is ever ready to solve
ANY problems as well as reviewing
software, including gamas. So whara is
your problem? My son owns an A1200

and a bubbleje! printer which he s having
problems installing. Witnassing this, and
reading your magazine, | have 1o say that |
am not impressed with Amigas, and on
this evidence of poor support for
cusiomers, would nol advise anyone to
buy ona!

Yours sincarely,

Limpid Boyle,

Isle of Man

Hela?

“VEGETABLE IS
GOING"™
Dear Cucumbers,
Futty Squad was reviewed in Seplember
by your good sahvas, yet as | wnita this,
I've not seen it in any shop, anywhere.
Rise of the Robals is in the shops,
yet you haven't reviewed it. WHAT THE
VEGETABLE IS GOING ON?T
| refuse to buy & game you've not
revigwed,
Alex Tomato, A northern shire

Normally we're sent review copigs of
games a few weaks bafore their releasa,
gning us tme lo evaluale them properly
and tell you all about them in advance.
With Rise of the Robots, however, we
wara given the option af aither travelling to
Mirage's HQ and spending a few hours
‘revigwing” if under their walchful eye, or
wailing untl a jusl & couple of days bafore
it want on sale and daing the job property
i our own time, We waited, obviously,
with tha ingvitabla resulf that Rise of the
Robols was topping the charts several
wiaeks bafore our review appeared. Sory,
but there wasn't much else we coukd do.

Ag for Putly Squad, Syslem 3 tell us
they ve held back the relsase until they ve
finishad the Nintendo and Sega versions,
50 It won't be oul unill the new year {which
I8 now, in fact). Do buy a copy, though, as
it’s great,

“WHAT IS STUART
CAMPBELL?”
Dear AP,
Baing ona of your newest converts (AP
has got 1o be one of the funniest mags
around), I'd just Ike to say that if's good fo
seo that the spiit of Your Sinclair lives on.
Before | spill the beans, though, a couple
of questions:
® Who or what is Stuart Campball?
® Are all your latters mada wp? Is this
one?
® Do you knaw roughly how many people
buy AP when they haven't got an Amiga.
of am | the only one? Maybe you could do
gpecial APs without coverdisks for us
Amiga-less poopla and drop the price,

But | digrass., I'm writing in 13 angwer
what seems 1o be a righ! chestnut of a
protlem with the word na- (Snip. - Ed)

Who's Stuan? He's, you know, Stuari,
AMIGA POWER has NEVER made up a
fetter. And as for your last question, we
neither know nar care o Fnd out. Next!

“THAT STUART HAS
GONE"™
Diaar AMIGA POWER,

MNow that Stuart has gone | would like
to say thal ha is a whimsical tattoo on the
butlocks of humanity

Now that Steve has gone | would just like
to say that he is a grainy polyp of
humanity.

Johny Tough,

Westward Hol

“REALLY BURNT MY
CUSTARD"™

Dear AMIGA POWER,

Good evening. I've been a loyal AP fan
gince issua 12 and it's sl as funny as it
was then. I'm a normal, everyday person
and |'find the letters page severely
funneeae, but just recently some AS00
ownars have really ‘bumt my custard,”

Now then, the A1200 has been
arcund for cver two years and about hall
of all Amiga cwners have one, so why
shouldn't AP put A1200 demos on the
cover? | mean, the ASOD ks almost sevan
years old and it shows. Times are
changing, and these days, if you don't
keep up with technology. then... you get...
left bahind (sorry)

It's the same with PCs. If PC owners
don't keep their machines up to date, they
can'l play the lates!, coolest games, So,
AS0Q owners, you have three options:

1. Upgrade to the latest technology and
play cool games

2. Don't upgrade and then whinge a lot
whitle your AS00 sinks into OBLIVION.

3. Enjoy the demos on AP that DO work
on your AS00.

I'm sorry for being so nasty about
AS500s (after all, | used to have ona) but
then again, life is nasty. HAH HAH HAH!
Goodbye.

Signing off,

Birkling, Chesterfield.

Harshly put perhaps, but pretty much
underfining AMIGA POWER's sentimant.
We can only reporf on the changing face
of the Amiga game scene, which Is siiding
mare and mare fowards the A1200. What
can we do if fewer and fewer AS00-
compalible games are produced? We
can't write the fipping things ouwrselves,
can wea?

“BITING THEIR PEN
TOPS”™

Dear AP,

I'd just like to say that if Bulifrog make a
Syndicata 2, thay should add a two-playar
option and the weapons they promised
ages ago. I'm sure that running arund a
city shooting your friend with a shotgun
might not sound thal greal in real life, but
in a split-screen it would be, quite (terally,
bloody good fun. Lastly, | thank you for
putting such excellent games on your
coverdisks, Grawity Force 2being by >

AHYNHEHE3Id HIMOd YOINY
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e for now
chard Stokes, Shrewsbury

“1 LOVE HER"™
C pocepoeease wish

rESIMas as

leve har

a lat

Andrew Lawrence, Croydon

Aw. We hope you had a smashing
Chrigtmas, Mrs Lawrence.

“SANDWICH
ANONYMOUS OR
PEANUTTETTE"™
Dear AP,
wril this letter to ask for your help
Whather this letter will raagh you is
unknown to me. | tied this letter io my dog
the other day and et him ascape through
@ vantilation shatt. Why your
Because it s all your fault, | 1| had
never maca that first Breakfast Sandwich!
Damn you! Damn your Breakfast
Sandwichl | AM ADDICTED TO THEM! Do
you know what | have to do to get them? |
steal money to buy the ingredients or, if |
can't find any monay, I'l shophf instead
AHer many weeks in a jam-induced
blur, | decided to try to quit, but where can
| get help? Thare are no Breakfast
Sandwich Anonymous or Peanutietie
go cold turkey. |
( rsall and my dog (for company)
n the downstairs idet with a padiock, | fell
asleep hungry and when | awoke | found
yself in 1he kilchen eating a Breakiast
Sandwich, | falt s dirty, 50 unclaan, and
cried mysef 10 sleep
The naxt night | locked mysalf in the
toilat and ushed the key down (he Dog. |
nead halp. 111 don't get help soon, I
break free and OD on Breakfast

halo?

Sandwichas. Help!
Trent Reznor, Cumbria.

AMIGA POWER cannot accap! hability for
njury or Winess caused divectly or indireclly
by recipes printed within its pages. Your
statutory rights are not affecled,

“CANNON FODDER:
THE MOVIE?"™

Daar AP,

It Streetfighter 2: The Movie is a big
success (which it will be) and they go on
1o make a sequel, what will it ba called?
Streatfighter 2, 27 Streetfighter 37
Stresathighter 2: The Movie 27 Streeftfighter
2 Championship; The Maovia? What?
What?

Al great films have compuler games
mada of them, and now they'ré going the
other way round, o what about Cannon
Fodder: Tha Movie? And how about plays
and things becoming games? How about
Macbeth: The Game ar Anton Chakov's
The Chearry Orchard?

The Mad Potate, Belton

“ALL OF THEM
SHOULD STOP"
Dear Mr Davies
Tha subject in question is coverdisks, |
was appaled when a friend of mina
recantly staled that he only bought
magazines for the coverdigks. | parsanally
buy Amiga magazings, espacially AMIGA
POWER for the reading contents within. |
now believe that Amiga magazines, all of
them, should stop giving away coverdisks
lor about three or lour months. This would
show whao the loyal readers really wera.

| hope this suggestion has opened
ihe discussion further and will acl as a
catalyst for many other letters
Yours faithfully,
Dale Nerman, County Durham

An interesting idea Dale, but isn't thatl
gaing a ke too far. We like fo think that
evaryone buys AP bocause ir's funny and
infarmative, and thal the coverdisks are an
additional bonus, but is that how you all
think? Do rai,

“HELL IS IT? IT'S
BLOODY FREEZING™
Dear AP,

Actually, I'm missing my old AS00 a bit. |

Squeal piegy! Squeal'

don’t suppose there's an ASOD emulator
for the PC is thera? | wish to complain
about university. I's nat fair, you have 1o
ur awn cooking hare, | wish o
wplain about that. And I've gol a cold. |
wish 1o complain about global warming
oo, Where the hall is it? It's bloody
freazing here

Well, I'd better be off now, as I've run
oul of things 1o say, except that whatever
Isaballe Reas 5 on, | could do with Soma
Particularly in the momings. Is it Red Bull
energy drink by any chance?

How's Bob?
Steven Bosanko, S.Bosanko@east-
anglia.ac.uk

GO

We don't know whal Isabelle Rees is on
and as far as we know Bob is just fine
Last we heand, sha was récovering micely.

“A FEW HUNDRED
PEOPLE AT THE MOST™
Daar AMIGA POWER,

What happened 1o Spodiand? Ara The
Hidden still working on it, or have they
given up? It did seem an interesting game,
80 if thay ever finish i, will it be on your
coverdisk?

On the subject of coverdisks, | think
you should drop then in favour of PCMCIA
smart cands, just 1o make all the AS00
owners feel even more alienated. After &
few months of that you could move onlo
CDs, parhaps onas which only work on tha
CDTV 50 that anly a fow hundred people
at the mast could use tham.

I realty don’t undarstand why all the
AS00 owners complain about you, You
give tham a gift and all they can do ks
complain thal A1200 owners get a bigger
gift, and balore anyone asks, no | haven'
got an A1200, just a 600, but | can
appreciale that a blank disk costs about
the same as the extra that you charge for

axtra coverdsk issues, and I've noticed
that A1200 only games generally come on
@ separate disk from the others

And finally, do you all like Marmite?
Persanally | hate it. | really can't stand it,
but pretty much everyona | know loves il
Bye for now
Adam Noble, Hove

Most of us love it fo and always have,
Slavie has grown lo ke it and Jonathan
Nash hates . Spodland ? We really don'’t
know, but will no doubtl tell you if anything
interasting ever happens

“*A FERRET IN THE
POST BOX"™

Dear AMIGA POWER,

A couple of days ago. | posted you a really
brilliant letter. Every loyal AMIGA POWER
reader has al least ona truly brilliant letler
in them which should be released before
they die. And this was mine. Sadly, some
vandal had put a larral in the post box and
It ale all the leners. Since my letters come
straight from the heart, | don't have a copy
and | cannot remember what | wrole
because | fook a blow to the head
immadiately after posting it. | cry mysell to
sleep most nights now. All | can dao is light
a candle evary moming and think of what
might have baen. This has got to ba the
saddest letter you've ever received

Alex Smyth, Shaffield

It depends how you define sad, Alex. If
you maan Yesbile minded and pathatic”™
then the saddest one we aver had was the
Amstrad PCW owner complaining about
our lack of printer support. If you mean
‘emotionally draining” then yours was fairy
sad, as this lear-drenched page will tastify,
And what do you know?

On tha! nata, we're out of space. For
the leflers. Again, Bye bye then

AND ANOTHER THING...

Why can’t you tell Future Publishing
to make your magazines waterproof
s0 | can read them in the bath?

Neil Thormnely, Sunderland

Why do you think?

Ta very much for the mouse mat with
the huge novelly breasts on it
(Letters, AP41). Rodent manipulation
since has been a joy to behold for all
concerned.

Steve Browns, Chepstow

No problem whatsoever,

Sensible Software nick Stuart
Campbell from you and then refuse to
writle games for the Amiga. Some
cheek, huh?

The Chairman of the Mary
Whitehouse fan club

Yeah.

On page 61 of AP44, you showed a
screenshot of Cojutepeque and a
caption that read “It's the Colombian
Premier Division.” Now as any

football fan can tell you, Cojutepeque
do, in fact, play in El Salvador,
Mick Aitken, Datchworth

Spanner.

Can you send me some of that Red
Bull stuff, "cos it's illegal here in good
old tolerant Holland. Toleramt? Maybe,
but not very consistent. Cannabis is
(virtually) legal, but an energy drink
isn't,

Thijs Vissia, Apeldoorn, Holland

Sorry, but we've moved on lo F-Max.

AND THAT
ADDRESS,

don't forget, is:
Do The Write Thing,

AMIGA POWER,

30 Monmouth Street,

Bath BA1 2BW.

Cyber Otaku Matrix-Jacking Guru
Overlord High Wizards can email
us at: ampower@futurenet.co.uk
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ANIMAL POWER

harmiass

PURSUIT OF FINANCIAL SUCCESS. No
thought has been given to the DISTRESS
caused lo RIGHT-THINKING PEOPLE
EVERYWHERE.

We GUARDIANS OF MORAL
VALUES stand alone among the powarful
organisations that could PREVENT THIS
COMPUTER GAME CARNAGE in
TAKING ACTION. Cther decretal bodies
have SOLD OUT to the software
companies and DENY ALL KNOWLEDGE
of the slaughter.

JOIN THE ECOLOGY WARRIORS
OF AMIGA POWER IN OUR MIGHTY
CRUSADE TO DISCOMFIT THESE
SINISTER CORPORATIONS by
REPRODUCING and DISSEMINATING
this IMPORTANT FLYER.
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A CALL TO ACTION BY AMIGA POWER

Hey, kids! Do YOU know that YOUR favourite software
company is probably EXPLOITING AND MURDERING OUR
WOODLAND FRIENDS? It's trve. BUT TOGETHER WE CAN
PREVENT THE CARNAGE. Just follow this five-point
action plan to THWART THE CORPORATE FIENDS.

1. Douse CARDIGANS with CAMPHOUR or PEPPERMINT and drag them
ACROSS popular routes to shops known to be selling games such as
Banshee, Sub War 2050, Cannon Fodder, Llamatron and Bubble and
Squeak in order to DECOY SHOPPERS WITH A FALSE TRAIL.

2, PICKET shops known to be selling games such as Banshee, Sub War
2050, Cannon Fodder, Llamatron and Bubble and Squeak. MARCH UP AND
DOWN bawling a TUNELESS FIGHTING SONG, such as “Two four six eight =
what don’t we appreciate? Games with animals in them. That you have to
kill.” Or “APee says no to scurvee. And games with animals in them that
you have to kill.”

3. i you SEE someone going into a shop regardless and buying such games
as Banshee, Sub War 2050, Cannon Fodder, Llamatron and e and
Squeak, HARASS THEM. Follow them OUT of the shop, SPRAYING them with
a HIGHLY VISIBLE shade of PAINT. POINT them OUT to passers-hy. If they
attempt to leave by car, BLOCK THEIR PATH. LEAP on their bonnet to

o RE THEIR VIEW. Film them with a video camera. Use COMPLICATED

E G EQUIPMENT to digitise their likenesses into a specially prepared
VE of the game they have bought. OBTAIN THEIR ADDRESS via

] nd':tmllho-ih-ﬂllﬂwiﬁnulmm asking how THEY
where

like appearing in @ game
THEIR HOUSE while making it clear they bear FULL responsibility.

people have to KILL them. SET FIRE TO

4. WRITE to your MP demanding an INQUIRY into games with animals in.
THAT YOU HAVE TO KILL.

5. DRAW ATTENTION to the few bad apples by BOYCOTTING the produce of
couniries WHERE PROGRAMMERS LIVE until the software ACCEDES
TO OUR DEMAND TO LET WOODLAND CREATURES LIVE FREE FROM FEAR.

REMEMBER - OUR WOODLAND FRIENDS ARE
UNABLE TO PROTECT THEMSELVES IN GAMES.
IT IS OUR DUTY TO DO SO. FOR THEM.
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Wanna pack a BIG GUN with enough Well you got it all - but only if you
ammo to level a city? You gol IL...! join Spine, Joint and Rily,
'-lllhl.mm otherwise known as the SKELETON
Psykogenix mutants and get pald? You KREW, In their first oulRAGEous
ootit.! blastiest!!
Wanna blast your way through the
savage secrel zones, deadly Krewiraps, Up to Iwo players.
mad'n’bad bulldings and hideous
end-al-level Psykos comprising 6
HUMUNEOUS levels of 30 isomelrik Available on:
karnage - and wear a spectacularly Mega Drive,
sexy, hyper-hi-tek, Blg Ordinance Amiga 1200
. Neutralising Exo Skeleton lo boot? &CD32
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