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“It books possible that we'll soon be able to

completely forget about poor old Overdrive,”
wee said in our preview. But, it oppears, Team
17 have done so already. Poge 34
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GAMES READERSHIP IN BRITAIN FOR SIGNING
Suzonnch Angee-Spariog YOUR NAME WITH AN INTIAL We ore your
40 e sage friends. S-u-b-s-c-r-i-b-e.
e e, S THE BOTTOM LINE
Thate Windew:, Syoee B 5 Definitive, derivative, dirigible, dill
: ; pickle, D-Day, dostordly, Denis Diderot. Some of
e these words are 10 be found i the
Simo T Fabsher mmml;ﬂ:blﬂuﬂmw games listing :f{ The Covuld this possibly
CHCULATON DRECTOR Swe Horthey om Line. With o supporfing vocobulary
WALLEAS DAECT Gerog Inghem nearly dozens. :‘ H‘; 5‘9"::'“7'"
Mich Alezonder =
mm & ADVEATISING “'nmn'r o CI::::FI:':: we have
WG4 POWER .
e g AR Shor AT ONORh pal by awaited for months?
e 1 250 23! ; Or what? Page 30
Tol 01225 T84
Fan 01225 46019

We don't understand football management
games. We give them oll to Steve the Prod Ed
ond he tells us what theyre like. Just os be's
done with this one. Good old Steve. Page 40

The game of the cortoon film of the comic of
the overstressed spelling of the word
‘explode’. Are our fears to be

cllayed that the publishers of Total Carnage

have once more cretinously destroyed o dream
licence? No. No, mot ot all. What a ridiculous

question. Poge 36
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YEARS OLD AND HE'S STILL ALIVE. DAMN HIM.

TIER 2

First there was the BBC A, and
then there was another one of it.
And then David Braben wrote
Elite on it, and then he did
another one of that one. And
now there is an examination of
the one after that one. Page 18

SWIZ

Sensible World Of
Soccer - rotten with
miserably shoddy bugs,

or right all along?

WE

ADJUDICATE. Page 24

< SHADOW FIGHTER
PLAYING GUIDE

Unike ‘other’ ‘guides’
(Gremlin’s, for example),
we’ve taken the trouble

;} i]k to ‘be’ Pupazz. Page 54
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Clinging insecurely to AP48
are two disks. Crushed by
guilt, fearful of an uncertain
future, but with so much to
offer, they would weep with
relief were you to sample even

just one of the many fantastic demos and

games with which they are filled.

AMer a lew minutes of playing sur spectacular demo of Super Loops, you'll probably be
wizhing that life could be as neat. If only it was simply & case of waiting for the right
shaped piece of loop’ to appear, slotling it into position and watching the completed
‘leocp’ disappear, with your score being adjusted sppropriately. Unforiunately, it is mot.

Tan("K" - [d) s a battle for survival, in
which you must think of nothing but
yoursel as you strive te conguer all. It's a
bit like an old Atari VCS game, but betler.

PLUS!

We were unimpressed by this tarted-up
wersion of Gravity Force 8, but would
wadry terribly were you unable to try it for
yoursel. And the music's quite good.

SPACE WAR &
MEGA SQUAD

GOT A FAULTY DISK?

@ Oh no! Are you sure? Before you go any further, try the procedures described
in the panel over the page. If, after all that. you dio have disk problems, chuck it
in an envelope along with an explanatory letter and a padded self-addressed
envelope (don't bother with a stamp), and return it NOT TO THE AP OFFICE but
to: AMIGA POWER Disk Returns 48, Discopy Labs, PO Box 21, Daventry NN11

SBU. If you send it to us, we will die.
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READ THIS BIT FIRST OR NO-
ONE WILL TAKE ANY NOTICE
OF YOU WHEN YOU SAY THAT
YOUR DISK DOESN'T WORK.

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

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

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

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

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

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

® Have a good time.

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 exla'mal drives.

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

AMIGA POWER Disk 48 Returns
Discopy Labs

PO Box 21

Daventry

NN11 5BU

® Wa'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 feed
them to the neighbour’s dog. So
send them to Discopy. Please.
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Arcade puzzle games (good ones at
least) are marked by two peculiar yet
contradicting themes - thay're addictive
and yet they're completely paintless. In
arcade games you know you've got lo
shootl the aliens because if you don't,
they'll shoot you, and this is invariably
Justification enowgh, but in Super Loopz

wEEed Ol

RME g

Author: The Farm J—@ /

Although we were somewhat critical of
Rockelz (AP4T, 61%) in the review, we

thaught it was only fair thal you could try it

yourseld, if only to prove that we are
ALWAYS RIGHT
The ling of dots running across tha

Author: Audiogenic _;!@ J

you've got lo create vast and
complicated loops out of
pieces of pipe just, well just
becausa you're told to

There's a time limit on
row long you can falt about
Indscaled by the tube at the
top, and each fime you
blow it, vou lose a life
Joystick control's & bil
fiddly at first, but after a
game or 50, it's fast and
easy. FIRE and RIGHT tumns tha pisce
inrough a right angle, joystick diractions
move the piece around the playing area
{obvicusly) and FIRE and LEFT places
the placa

Completing a loop removes it from
the board, 50 it's up lo you whathar you
sk making huge loops or go for
numercus small anes. The only piece you

can place a piace over an existing one is
the extremely rare green ane, which will
ramove any unfinished loop that it
touches

Whenaver you make a full loop the
apes hoot and holler in the background
This, apparently, is by way of
encouragemeant

middle of the config screen shows
your cradit, which you can spend
on boasting your fuel, shields and
s0 on (the red bars in the left
comer) or bigger weapons from
the gréan screen, Choose a one
player game by making player
one the CPU on the PILOT
oplion, and altar the controd
mathod by toggling through the
keyboard/|oystick icons

Based (as is seemingly the trend
this maonth) on spaceships, you can aeither
whizz clockwise round the course
Toliowing the little arrows, or just shool at
each other. Passing the start triggers the
clock at the bottom of the screen, S0 you
can race around 1o see who can get the
lastest lap

Beautify)
hl:ll’rpunm_J eh?



(K" = Ed) MEGCASQUA ‘AD

Authors: Kenlucky Periscope Koljonen, Telescopic Lindstrom, Author:
Jam Paijanen Clay Hellman

Despite the ominously exiended name, Tan{"k" — Ed) proved 1o be the surprise office hit | As we gleefully
of the month, Looking suspicioushy like the tank games from the Atan VCS Combat car, gathered round the
the game throws you inte one of four mazes with your mates and sits back 10 see who'll | office Amiga to

survive, The trick’s to work out the-angles “rigorously playtest®
for the bouncy bullets and then pour a this manth's sedection,
stream of indirect fire into your hapless JD painted out that

{o@ without ever coming clase 1o anyone you'ra onto a bitof a

Thi numerous oplions ane losar with us this

superbly flagged so that even the most month il you're a real

imbacilic player could undarstand tham, Norman No-Mates,

20 we'll waste no more time or space on because most of the games need someone 1o play against. We being naturally

furthering your education, and meareky graganious folk favour multi-player games, and hey, here's anathar
suggest you play this. Immediately You can play it in two modes, but by far the best one's tag, where you're ift” unh
your opponent ticks you back. As long as you're it then your clock keeps ticking, and i
it gets fo the set time, then you've lost. We found the time setting of 200 lo be a bit long,
0 try 100 for a fast gama.

The other mode’s duel, where you've got guns and try and blast each ather. This is
pretty much standard fare, but the fearsome thrust! inertia routines add a bit of spice as
you struggle 1o get round those tight bands

F_amv a4
READ THIS EXTREMELY IMPORTANT BOX
We hear your criticism, and wa listen to it. For instance, many people with
standard m nes moan aboul our A1200 demos on the coverdisk, and while
we think this son of thing i mainly sour grapes, we're prepared to make a
to them. For oné month anly, wa've made it didhcult for A1200
owners by putling on two gamas that wont work siraight away. All A1200 owners
wanting 1o play Master Blaster or Mega Squad have to hold down the mouse
buttons as the machine boots, then change the chip set 1o QRIGINAL and
disable the RAM CACHE belore talling it to BOOT
If they don’t do this, both games will crash, and if they think the disk's
’ broken and send it back without readin .4 this box, we've authorised Discopy to go
Blimey. raund 10 their house and poison their pats. Such is the amnipresent and
Bouncing bullets! unfailingly harsh wrath of AMIGA PO v"."EH

CONCESS5I

WAR Author: The Alpha Brothers The idea’s so simple that
wolvas, owls and even small
Authors: Jell (FPelkau? We've been “surfing the Net” this manth  insects or monocell protozoa
Detham? — Ed) and Brian you know, thanks to the new system could relate 1o it - survival of the
(Jehdrau? Jethrow? = Ed) installed into our Apple Macs by fittest, Armed only with an infinite
Future's legendary Israell ex-tank supply of bombs, you've got 1o
commander Avi. (Al this is tfrue. = Ed) run arouwnd the maze and blow
Az you'd imagine, the future of everyone alse up, so that you're
communicatien’s by and large pathetic, left as the victor, Altematively, and
butt hidden amongst all of the dodgy this is a tactic thal frequently
“sniff.my.handbag” and tedious “teen works, you coubd just sit in your
babas. swimsuit.photo” addresses, there  comer and wait for everyone else
are one or two interesting locations and to kill themsalves. R b
even a few useful ones, Such as an Although billed as a five player using the arrow keys =
Amiga games section gama, it seams thal you need a joystick Anyway. here are the power ups 5
Gleaned from literally thousands of  expansion for players four and five, and  that materialise as you blow up blocks, B
morenic SEUCK and dawdling AMOS if you've got one of those, you've 50 now that we've provided instructions
games is Master Blaster, a gama that's probably got the ariginal Dynablastar and the game, all you have 10 do is b
almost, but not quite, as balliant as thal anyway, 50 most paople will b rustle up soma friends to desiroy. Let ©
If you've not noticed the spaceship theme to sominal Ubl Soft classic Dynablaster. rastricted to hwo joystick and a player iha bomblest bagin, ﬁ
this month's disk demos tying into our Ebfe J 7
praview, then hara's the clincher. David H
Braben's fastidious obsassion with the “u "% o
physics of the universe s paid homage to in % H >
this version of the original grandpappy of all g i H ;
video gamas. = = -
The trick's to go with the gravity from ™ h‘J 5
the huge sun and slingshot past it rather -
than fighting against it and getling sucked in, BOME: Adds FEET: Speed SUN: Makes TELEPORT: CLOCE: Delay SUPERMAN'™: =
but if you feel that the gravitational pull's another bombto  up. A couple are  each explosion Teleport to explosions. Lets you push ﬁ
axcessive, then move the mouse up to the your arsenal. more than go an exira anywhere, Press  Hold down fire single blocks
top of the screen for a myrad of pull-down enough. square. fire to reappear.  until youwantit.  out of your way.
menus. Oh, and press HELP to get rid of the @
Intruse screan massdgeas
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“Oh, you guys,” grins AP reader
Roy Nesbit of Crewe, killing
himself. And then, suddenly...
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scwing maching -
that's our guess.

Avoird the jeliyfish.
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Where? There -
on the stair.

i e o i, . i i
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]

Shockingly, your
contrel panel réveals
you o b naked.

TRUE STORIES

have “real-time still alien g 0 | spill out aliens

If something
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Roland the Robat
guards his Red Cross
parcel jealously. | A
® JONATHAN DAVIES
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Runs on: A1200
Publisher: TEA
Author: Mark Sibly
ETA: Socon

agle-eyed players ol AP4G's
Skidmarks 2 demo will have
spotted a game called Gioom
buried deep within the “Read
ma" message. They may have wondered if
this was perhaps cryptically referring to yel
another potential version of Doom - but on
the Amiga
Yas! It was, Gloom (probably just a
working title) is being programmed by
Mark Sitly, the New Zealand-resident
hero who put together Guardian,
Cwarkil and also Biitz Basic 2, which
was used 10 develop Guardian and
Skidmarks 2. Mark's nol absolutely
sure what he's going to be doing with
the game at the moment - wheather
he'll ba publishing it through Acid or
looking elsewhers, (So take nota, any
software publishars lacking their own
varsion of Doom.) But it's almos!
finished and just needs a law mara
levels designing and some music and
sound effects putting in
We've been playing a three-
lewel demo of Gioom, and have
found it to be enormous fun
although rather closer to
Wollenstein than Doom. You can
alter the size and detail of the
display, but even with everything

Runs on:

Publisher: Ga
Authors:
ETA:

ust as low-gquality American
cartoons of the late 1980s
would end with a “maoral
message” (after narrawly
escaping from the evil Dr Doom, the
cute puppies would gather round and
one of them would say, “Gee,
Snuggles, | figure we'd never have
done it it we friends hadn't stuck
together and helped aach other out,
which atter all is what friends are for”
and another would reply, “Sure,
Chips, and we should also always be

turned up to maximum and the piclure
filling the whole screen it moves smoothly
You've got a powerful laser cannon
which can ba upgraded in five steps (there
don't seam 10 be maching guns and
flarmethrowers and things, unfortunately),
and baddias swarm all over tha place for
you 1o shool. When they die they exploda
superbly, scatering limbs and bits of
innards all over the place. Extra fun is
provided by openable doors, switchas
telapons, and fiandish ticks like hiding
baddies in the lift thal you need to use at
the end of the level, just like in Doom.
There's a split-screen two-

This is the two-

player challenge
maode, in which
Yeu pursue Player
T around an
intruging ‘Heaven
and Mell’ themed
maze. You do,

player mode, 100, which can be played
either co-operatively or as a head-lo-head
battle. The latter is spiced up by the
sneaky design of the levels, which give
you lats af little comers 1o hide in, and a
range of pick-ups that ket you do Ihings ke
lpoking through walls and tuming invisible

“This is more akin 1o Extreme
Violence, or Aari's old tank gamas and is
Awasome fun,” reckon ark, although
we'll be suggesting he includes a serial
link option like the ane in Alien Breed 30,

It's a bit early to say wi | be best
out of Gloam and Alien Breed 30, Alien
Breed 30 seems to have (he more
sophisticated level designs, with its
staircases and things, but the baddies do
explode really well in Gloom. We'll just
have ta see. ah?

® JONATHAN DAVIES

sure to do as
our moms and
pops tell us,
probably”),
Gametek claim
that players of
Brutal will
“benefit more
from
identitying
with ‘Kung
Fu Bunny'
and his quiet
wisdom than
from the blood-thirsty
characters in current ‘beat-'em-ups’
which are a cause of concern to many
parents”. Phew, eh?

It's cartoon-style game,
appropriately enough, so characters
get humorously flattened and
stratched about, A number of true
beat-'em-up innovations are promised,
Including an elght-player tournament,
an action replay facility, and a system
whereby you start off with a
limited number of moves
and then earn new ones as
you attain higher belt
grades.

Gamesmasler
magazine's review of the
Mega-CD version (penned by
crudely-reanimated ex-AP
staff writer Tim Tucker)

thought the game E
worth just 40%, =
complaining that it was z
sluggish and

e .d"flu'_-

unplayable, so we'll have to

hope the Amiga conversion makes
significant improvements, But we've
seen nothing so far apart from these
PC screenshots. And remember, kids:
raviows of Amiga
games based on PC
screenshots are

Raised on this tough streets of
chicago no doubl. ]

o™ 2 12

WALATE 23

the refuge of scoundrels. And it's who
you are that matters, not what other
people think of you. Or something.

® JONATHAN DAVIES

I23ARATE (B

A cosmic momenl.
Yesterday.




TRUE STORIES

Runs on: AS00, AGDO,
A1200

Publisher: Team 17
Author: Andy Davidson
ETA: Autumn

&'ve brought you news of
15 in the past,
ting that it would
available in the shops
shorily. But since then the game has
grown into something beyond Team 1775
oniginal expectations. They now believe

Atensc siand-off bohween
1 Hash and Lisa. Or are
they, in fact, awarc of each
othery’ cxistance *

Worms will be so spectacular that, rather
than releasing it straight away, they're
holding it back until the awlumn when
games traditionally atiract more attention
from chilly, house-bound Amiga owners. It
will then be redeased amid a publicity
campaign of devastating proportions,
perhaps rivalling aven that of Rise of the
Robots itsedf,

The version of Worms we werne
shown this month, despite being in such
an unfinished stala thal it probably
wouldn't be ready until the autumn

intricate

with

mare cle

blend of Lam

Cannon Foa
.Ii"!h{:ll,;gh

ad Tan
Imagine, if you
omly-generated
landscape, like the ones in
Scorched Tanx only more intricate
with trees, bridges
other obst

quivalent to
the “tanx’. Thera can
be up to 16 of these
split into fowr teams of

frees”

w.
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AMIGA POWER TELLS THE TRUTH ABOUT GAMES. We are not afraid to reprint
the scores we have given in previous issues because WE ARE ALWAYS RIGHT.
This THE DISSEMINATOR does, along with the scores of our supposed rivals.

*r]
®
(=]
a The One
= Aladdin 92%
-y All New World Of Lemmings  89%
PR ATR 85%
Dawn Patrol -
T Dreamweb 85%
u Jungle Strike BE%
3 Kingpin 78%
) The Lion King %
o Rise Of The Robots 59%
< Sensible World Of Soccer 90%
o Shadow Fighter 91%
= Skeleton Krew 44%
= Tower Assault BE%
R alhalla: Lord Of Infinity B1%
Valhalla: Before The War 44%

@ llustrated on the cover of the issue it's reviewed in, possibly as an ‘exclusive’.

Study it closely, comapre it with your own experiences of games, and perhaps
identity DISTASTEFUL PATTERNS. Then save yourself £7.94 each month.

Amiga Action AMIGA POWER
2% 86%
8T 50%
8B% 38%
B B0%
a2% 24%
a0 %
B4% 47%
a93% 59%
ar% 5%
95% 95%
902 a1%
91% 59%
1% 46%
4% 19%
4% 19%

SCOTTIE
100

A fierce battle is about to begin
between Amiga Format, AMIGA
POWER and “Nelly’. This is why
everyons is on 100.

nily
grenades, dragon

BE THANKFUL

If, that is, you are honoured in the list
of AMIGA POWER competition winners
below. If not, be better.

THERE’S A SHIP LIES
RIGGED AND READY
IN THE HARBOUR
COMPO

Asking you 1o list the 17 songs which
would form your ideal music
compilation in AP45 revealed more
disturbing facts about AP's readership
than any official survey we've ever run.
A few enlries shone through, however,
and a huge pile of Team 17 games,
along with every game they release

during 1895, will be sent to Matthew
Sayle of Biddulph Park. A small
selection of Team 17's wares also goes
to Laurence Browne of Luton, Richard
Dixon of Huddersfield, Jonathan Bopp
of Switzerland, Dave Brown of North
Shields and Carol Doherty of Harrogate.

AN ANAGRAM?
THAT'S HARDLY IN THE
INNOVATIVE
TRADITION OF AMIGA
POWER COMPETITIONS
coMmPO

i you were hoping to win one of the ten
Marvin's Marvellous Adventure T-shirts
we wene giving away in AP43, you'll be
disappointed. Unless, of course, your
name appears in the following list:
Viceroy Arcas of Ramsgate, Deepak
Thuse of Streetly, Jeff Anderson of
Tasburgh, Philip Bell of Newcastle
Upon Tyne, Oyster Casey of
Peterborough, Richard Crass of Hull,
Oliver Baker of Oswestry, Giles Keith of
Birmingham, Ruth O'Donnell of London
and Paul Barker of Nottingham.




Ignore the Total Wormags'
g0 at the botiom of the
scTREn. It i incommech

BAZDOEA

day at a rally school in Wales courtesy
of US Gold to the entrant who's car went

the furthest. Despite this, competition

was fierce, with some really quite bizarre

entries. After extensive testing, we
decided to award the first prize to

members of AMIGA POWER
e of tha game
DAVIES

exact replica of a Lancia Deita HF
Integrale rally car, tragically losing
because he failed to observe the rules
and used the wheels from a moded kit.
The rest, who also each get some
Powerdrive bils and pleces, are: Frank
Evans of Bootle, Donald Ashmead of
Portsmouth, Bill Davidson of Norwich,
Tumpike Wills of Newport, Tim

TRUE STORIES

LET THE VOICE
OF ODDIE BE
HEARD - AGAIN:?

Meanwhile, the patience of A1200
owners awaiting the AGA-specific
version of Shadow Fighter (AP45, 91%)
has been rewarded, vaguely
disappeintingly, with a game of solely
cosmetic changes. Continuing the
tradition of looting ideas from previous
bitfum games the programmers have
changed the colours of the characters’
outfits, added layers of parallax
scrolling and generally made
everything look slightly sharper. Oh,

and (fior some inexplicable reason) the
‘special moves' for a few of the
characters have been changed. And it's
hard drive-installable.

As with the A500 version, Gremlin

haven't et a ‘recommended retail price’

but deduce confidently you should
expect to pay about £25. A fair price for
the Beat-"em-Up of Champions, the
CD32 incarnation of which, incidentally,
is expected in March. We predict
epicedial music.

M Fighter AS00: “APAS, T1%°
B

L

Shadow Fighter A1900:
“Slightly sharper”
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Aamiz2 RECOMMENDS

These are the games we have been Runs on: A1200, CD32
= G Publisher: Team 17
playing the most this month. We Author: Alan Carter

ETA: March/april

suggest you do the same.

oes the Amiga raally need another
crickat gama? Eerily, yes it doas
There are only two serious
contenders at the moment; Graham
Gooch, which would be brilliant if 1§ wasn't full
of bugs, and It’s Cricket, which we reviewed

(AP47 90%)

The Game of Champions has Ny last month and found to be a bit patchy. So if,
sustained a few compromises in being for example, Team 17 suddenly announced
transferred from the CD32 to the A1200 that they were doing a cricket game a1 budget

- a slight thinning out of the graphics, a

price 1o tie in with Arcage Pool and Kingpin,
tricky mouse control option and no music - but

Steve, for ona, would be pleased

makes up for them with far-superior packaging and simply being such a And that's exacily what's happened. Final Over doesn't boast anyihing
fantastically exciting game In the first place. Truly ane of the Amiga's finest particularly innovative. I's got all the standard cricket game features = things like
shoot-"em-ups, and a game YOU MUST BUY. differing abilities for all the players, sampled sound effects and so on. Indeed, | go!

Steve 1o thoroughly scrutinise the list and the only thing he could find that seemed
vaguely new was the way you can vary the power of hits when you're batting
But the main thing is that if Team 17 can manage all this, and inject the resulis
with the same sense of fun that fills Arcade Pool (it not, perhaps, Kingpin), then itl
finally be possible to play cricket properly on the Amiga. And for only £13, toa.
(AP47 90%)

® JONATHAN DAVIES

Bloodnet surprised us greatly last
month, transcending the
replacement of the PC CD-ROM
version's speech with text, thanks to a
rivetting plot, cunningly devised puzzies

and a well crafted atmosphere. Jonathan Nash,
we're sure he won't mind us revealing, devoled over a week and a half to his
review of this game, largely because he was unable to stop playing it.

(APA4A7 91%)

Shadow Fighler is the game that proves that a)
beat-'em-ups can be fun, b) they can be fun on
the Amiga, and c) they don’t have to be
conversions of tediously over-promoted coin-ops.
Shadow Fighter has its own collection of unique characters and moves, an
intuitive control system and fantastic graphics. And it really is enjoyable in a
way that things like Bedy Blows and Mortal Kombat 2 somehow fail to be,
Another game which you must buy, for YOU HAVE NO OTHER OPTION.

THOHPSON - Tono Vg DEFRETTAS
b T114/5 (T . .Zaks

& ==
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We laughed out loud on first hearing Paul Hamilton of Exeter's unorthodox

entry, Valhalla in The Style Of a dance music track. Titled “It's a skull”, it has
0 (ARSS coverdisk) been created using voice samples from “the Amiga's first spsech adventure".
p Ah yes. We've been playing Gravity Force 2 The chorus goes “It's a skull, it's a skull, it's a, it's a, it's a skull”, and the verses
- again a great deal recently, the reason being in between consist of lively and humourous exchanges between Infinity and the
k¥ thal we've been evaluating - wait for it - an Prince, with a particularly good joke right at the end. We only wish you could
E AMIGA POWER special edition of this, the hear it, and didn't hesitate in awarding Paul 810, which transiales to C160-worth
a greatest two-player game ever devised. It's got a of games. Regrettably, however, In The Style OF's fine print does state that all
< long list of great new features, including remote- enlries must be Deluxe Paint
controlled bombs and gun turrets defending the bases, readable. Although this is e,
i and Il be appearing exclusively on an AP coverdisk very soon. Be thankful. | ] I i e .1_.'_|
w Ly ]
T
- JUNNPE2S
< (AP47 70%)
e While we couldn't honestly suggest you buy A
= Base Jumpers - at £26 it's simply too
< expensive for what turns out to ba a thin

and fundamentally flawed game - we do
urge you to have a go on it If you get the
chance. The idea is that you and up to three
friends clamber to the top of a skyscraper and
freefall off the top. And that's what's so good about it.

O




| SPERIS LEGACY

Runs on: A500, AGDOD, A1200
Publisher: Team 17
Authors: Binary Emotions
ETA: June

APRIL 1995

AMIGA POWER

O

eam 17 arent now gong 1o ba
releasing Witchwood
(previewed 50 lang ago that |
can't actually find the relevant
AP, despite several minutes of frenzied
thumbing], their Zelda-like adventura
game that was supposed to appearing
about now. The reasen s that they'd been
concentrating on getling the PC version
fnished, and naglecting the Amiga
varsion hormibly, when suddenty The
Sperts Legacy turned up in the post
"Phew,” they thought. “We'll do that
instead.”

Like Witchwood,
The Spefis Legacy 15
an overhead-viewed
RPG/adventure
closely modelied on
o console games like
- Zelda, The Secret of
Mana and Final
Fantasy. It's being
pul together by a

based programming
team called Binary
Ematiens. In charge
5 Andraw Jolly, with
whom | spoke

brand new Salisbury-

Runs on: A1200, CD32 (and
hopefully AS00, ABOO)
Publisher: Gameatek
Authors: Creative Edge
ETA: April

rammatical arrors dismay us,
especially the swapping of
vart and noun forms when
talking about, for example,
film licences. Trepidation was therefore
writ large upon our faces like this:
TREPIDATION when further information
arrived on the game we first glanced
over back in AP41. Headlined ‘Baldies’,
the blurb firmly names the game as
Baldy, describing its object as
commanding tibes of ‘Baldys'.

A thunderous phona call to
programmers Creative Edge resolved
the situation. "“It's called Baldies,”
demystified spokesbloke Dave

Wightman tremulously. “You do know it's
now being released by Gametek and not
Mindscape?” Of course we knew, for we
are the mightiest beings aver to produce
a computer games magazine, What,
Wightman, has been done 1o the game
since we last saw it?

“It's still the same,” was the reply,
“but better. It's hard to describe, there's
s0 much in it. What did | say before?”
“It's a kind of cutesy, wargamey, thinky,
sirategic, arcaday thing.” “Yes, that's it.

“Hudle,” he: said

| asked him why they'd chosen 1o
beqin with a Felda-type game

“Well, becausa thare aren't really
any on the Amiga. The only one that's
come oul recently is Dragonstona, which
isn't very good. And besides, we really
like them. We've got a SNES in our office
which we play them on.”

So is it going 1o be copied straight
from Zolda?

“Mot exactly. We've pitched il
somewhere betwean Jeida and The
Secret of Mana, but we've added
refinements of our own. Conversations
with other characters are based vaguely
on Monkey Island, for example, with lists
of aptions lor you 1o choose from. And the
puzzies are more complicatad and subtie
- there's more to it than just picking up
objects and giving them to peaple.”

And he speaks the truth. We've
been playing an incredibly early demo of
Speris Legacy, in which you can't do
much more than wander around talking to
peaple and killing things. Conversations
are indeed Monkey Island-styla, although
we ware iImmansaly annoyed by the way
that, after you've chosen what you want o
say from the list, it's then repeated again

The idea is to conguer the workd with
your tribe of ‘baldies’ by killing the other
players’ fribes. Your basic ‘baldy’, the
warker, is the only type who can breed,
which is how you build up your triba.
Then you can turm ‘baldies’ into new
types — soldiers, buikders and sclentists -
and use them in your plans. For
axample, tha builders make now houses,
which is where the worker ‘baldies’
breed, and the scientists invent traps. Do
you remember Spy vs Soy?”

Oh yes,

“Well, the traps are like thal, Say
you start off by making a landmina which
can kill one enemy ‘baldy’. Then, once
your scientist has learmt’ that, he can go
on to make a mulii-directional claymore
mine, and then a huge bomb._*

Sounds a bil like the evolving
inventions in Maga Lo Mania.

“Yes. Your workers can do that as
well, impraving houses from the original
huts up fo casthes. It's son of a cross
batween Mega Lo Mania, Populous, Sim
City and the ease-of-use of Lemmings.
But better. There are over one hundred
lavels, sat on ‘themed” worlds like North
Pole World, where you have 1o come up
with imventions quickly to keep your tribe
from dying of exposure. Or you can
invent things to advarsely affect an
opponent’s tribe. Or you can surround
one of his castles with iraps, and then
drop a ferret on its rool to chase out all
the warkers.”

Er, lovely. (But at least it's clearly
not going fo be a ‘cute’ game, Phew.)
With four tribes fighting for survival, it's a
mulfi-player game, sursly?

“We're working on the natwork

on the screen belore you're allowed 1o
see the reply

Binary Emotions cenainly seem o
know what they're doing, They've
capiured the atmasphere of the best
Japanese RPGs perfectly, with neat
graphics and conlaxt-sansiive music, and
there saems to be no reason why Spers
Legacy shouldn't be really enjoyable

Whal's really important is the
storyling, though: the game needs to
unfold almost as if you're reading a book
and not go dull in the middie or anything
It they can get that right, we should
witness an infense battle batwaen this
and Krisalis's similar (ihough currently
shightly delayed) Legands.
® JONATHAN DAVIES

P
=+
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version now. ItT probably have to be a
cul-down game — the serial link's just too
slow to move all the information around
bacause a Iribe can consist of thousands
of ‘baldies’. The sama goes lor tha A500
varsion = there'll be less ‘baldies’ in a
tribe, alihough you won't notice the
difference. The CD32 version will have
plasticing animation culaways when you
make a new invention or something, and
like on the A1200 you'll be able lo zoom
out to see more of the map.®

Splandid.,

“And there are vehicles, and you
can fry opponents with your ‘cook cook
cook' power.”

Thanks.

“It's really gruesome.”

Mo, really.

Wightman did try to send us
through a demo of the game using the
InfermationSuperCanalRoute, but his
technical knowledge easily equals ours
and hall of it went missing in transit,
Thase pictures, tharafore, are from the
PC varsion. We shall examine the game
proper when it arrives, possibly the
manth after next. And since if you tire of
your ‘baldies’ you can drown them it's
aimost cartain lo be great.
® JONATHAN NASH
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1. SENSIBLE WORLD OF SOCCER
2. FIFA SOCCER
Electronic Arts £30 %% %

MANAGER 2 ...

Virgin £26 % %% & %
Runs on: / AGOD, A1200 4. PHEM'EH MANﬁGEH 3
Publisher: Kompart Gremlin Interactive £26 ¥ ¥ %
Author: Talking Bird POAAE _ THEME PARK
R Bullfrog £30 % k% &
6. CANNON FODDER 2
Virgin £30 # % % % %
7. MICRO MACHINES
Codemasters £26 k& kx
8. KICK OFF 3
Acid Software £25 % & *
9. SKIDMARKS
Anco £30 %%
10. FOOTBALL GLORY
Kompart £28 % % %
11. MORTAL KOMBAT 2
Acclaim £30 * %%
12. CHAMPIONSHIP MANAGER ITALIA '95
Domark £25 & & %
13. OVERLORD
Virgin £30 #& k%
14. COMBAT CLASSICS 3
Empire £35 ® k&%
15. FANTASY MANAGER
Anco £26
16. FRONTIER: ELITE 2
Gametek £26 *x*
17. PGA EUROPEAN TOUR
Ocean £30 k& kk*
18, DEATH MASK
Alternative E26 kk &
19. LUCASARTS CLASSIC COLLECTION
Kixx/US Gold E30 4 & % %
20 RISE OF THE ROBOTS
Time Warner £43 %

| TP FIVE BUDGET

(CHARTS

| Tor FIVE BUDGET

1. MORTAL KOMBAT
Virgin E10 * k%% *
2. SIMPSONS - BART VS THE WORLD
Virgin £10

3. BENEFACTOR
Psygnosis £10 %% *
4. WIZ (“AND" - ED) LIZ
Psygnosis E10 & & & &
5. GLOBDULE

Lewel twe i
B_ — b 1
Me, rcally s »

.  PUBLICITY
SHOT CORNER

f\"‘}‘ ammmnw“wﬂmm PEH‘QHDSiS £10 khkk
\ Cupboard. Every scrap is carefully picked over TOP FIVE CID3Z2
i - o ensure that all information is fully disseminated.

KCHARTS

- A And It is sometimes the case thal, as part of this
4 TDI’IIVF D32

1. MICROCOSM
Psygnosis £E45 *

to be a chel, made from glass or perspex, with a

silicon chip superimposed over it. Quite whal 2. FLINK
relevance it might have to the Amiga we aren't sure, Psygnosis £20 k&% &
2 because it didn't seem to match any of the 3. BENEFACTOR
wmm“wmtm PE HQSiSE“] [
the same goes for a picture of a large, plastic chair 4. THEME PARK
containing a dummy crudely disguised as -
munm.mmnmmn;nm Mindscape £35 % % *
'mm_“mm’“ 5. LEMMINGS

Psygnosis £26 * k&%
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ti Encounters only exists on the PC,
all the screen shots used in this preview are PC ones, Due to technical stuff
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that the Amiga version won't look as good as these shots. To give you a
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the differences and then amend your excitement levels accordingly,
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First Encounters is the third and newest game In a trilogy
that's been 11 years in the making. Even the Star Wars
trilogy only took six years from start to finish, so | asked
David Braben to take me through the decade of evenis
that lead up to First Encounters.

1984 “Although Elite was finished in the summer of

1984, my connections with the game kept me busy for a
good few years as lan Bell and | worked in many of the

conversions.”

1985-1988 “New and exciting machines were
coming out all the time, and | was asked to develop for
some of them. Lander and Virus were both hugely
popular, and | was asked to produce something to show
off the capabilities of the Acorn Archimedes, so | did a
version of Virus called Zarch”

1988 “Elite was proving to be still popular, and | co-
wrote a version for Nintendo with lan Bell. I'd also got
some new ideas for the Elife universe, so | started work
on Frontier on my own. | was working on a PC and the
graphics were all finished the same year.

“Leoking back on It now, it was a mistake not to do
anything with them, as back then the graphics we
produced ware truly ahead of thelr time. I'd not seen
texture mapped graphics as good as them, and | should
have used them in a simpler game, because they were
ahead of their time in 1388 but slightly behind the latest
innovations by 1993."

1988-1993 “Working first with Konami and then with
Gametek, | slowly produced Frontier, it's amazing how
quickly the time gets used up, but when | started off, |
allocated six months for one section, six months for
another and so on, and it was clearly going to be a long
haul. | spent a lot of time looking into how things work
and the behaviour of the solar systems, so a lot of time
went an the astronomy side.”

1993-1995 “After Fronlier, I'd resolved never to do a
major project on my own, o | set up Frontier
Developments and got a team around me. Because of this
help, and because I'd laid down much of the groundwork
in Frontier, First Encounters has taken less time to
develop even though it's a much bigger and more
complex game.”

E L#. Oy
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f::‘.‘&‘:",.:,*_:zwm..__ BINARY STARS AND TRAIN SPOTTERS

Just in case you're completely
oblivious to the obvious, It's worth
pointing out that David Braben |5
really into astronomy. No, really. Bul
after looking round his offices, | was
forced to ask the burning question

Where's the lelescope then? Does any of this

“I haven't got one; people who
use telescopes are the trainspotters
of astronomy. You sit out in the dark
and stare at lots of little white dots,
and when you look through the
telescope, you see... lots of litthe
white dots. Unless you've got a huge :
observatory, the theory of astronomy  sort of thing
is & lot more interesting than the
practical work.”

Examples?

“Well, it used to be said that you
couldn't have planets in a stable
orbit around binary star systems, as
one or the other sun would
eventually pull it in and burn it up.
~ However, | put forward the idea that i

- aplanet were to be placed ata

ELITE - THE SHOCKING TRUTH

trading routes. Obviously though, the
idea s to work out what the story @ Elite is now avallable, by David Braben's reckaning, on
‘demands and then make money for around 17 ditferent formats.
‘bigger ships and batter weaponry with
I“'Hﬂﬂﬂ. #® In Korean, Elite means, quite literally, “endless
PR
Mh“hh @ Counting Individual sales and its appearance on @ If all the coples of Elifein ldlihll
“ﬂ ' numerous compliations, Elite has sold around half a and, they'd stretch the length uﬂ.ﬁ!‘
35 actors digitised | -' million copies. mr,mm i
hﬂuﬂr || -
the PC e
bathering to do an Amiga version is, in araue ol
: his own words, “Part loyaity, part Sl aa :
; world's {
| running quite siowly. S0 we've ;
completety the cooe, and —— T e
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goes down on

Sensible’s long |

and glorious
romance with the
Amiga, they find
themselves being
pelted with fruit -
by AMIGA POWE
readers.
Jonathan Davies |
investigates.

% men hang their heads in shame.

ever mind the Cagnon
Fodder ZAlien Planet Level
fiasco, what about Sensibie
World Of Soccer? We gave it
95% In AP44, heralding it as
unquestionably the greatest Amiga
game ever. And you lot agreed, right?
Qr, al leasl, nol exaclly.
Since the day of SWOS's release,
we've been deluged daily with letters
about the game. A few do indeed agree
that SWOS is beyond compare - the
best Amiga game of all time, and
Sensible’s crowning achievement,
Most, however, are rather more
abusive.

“What the hell has come over
Sensible Software in the last few
months?" asks Paul Fillery of
Worcester. "Spankingly disappointed,”
moans “The Slug’ of London. “Bitterly
disappointed.” spits John McNally of
Birmingham. “Incredibly shoddy!” cries

- game - bugs,

Matthew Simmons of
London. “Slightly
worrying,” adds Dave
Watson of Beverley.
The letters go on
to cite a string of
complaints about the

omissions and
oversights. Some go on to
pour scom upon Sensible
themselves, saying they're no
longer the heroes they once were.
And a few even dare to question the
imtegrity of AMIGA POWER itself,
wondering why we didn't mention
SWOS's faults in our review.
suspecting we'd been playing an
incomplete version of the game, and
insinuating that the high mark might be
connected with the fact that an ex-AP
staff member now works at Sensible.
What happened? How come the

awaited
Amiga game
of recent
history was
seemingly released

in an unfinished state?
And what are Sensible going to do
about it? As you know, we are your
friends and would do anything for you,
g0 we thrust your letters under the
noses of Sensible's Jon Hare and
Chipper and forced them to explain
themselves. And, more than that, wary
of their reputation for being the “bad
boys’ of the games industry, we asked
them to BE POLITE ABOUT IT.

“Sensible Soccer was my favourite
game ever, so when SWOS appeared |
of course immediatety bought a copy.
And, yes, it is indead even better: just
about every team in the world; a better,
mane realistic feel to the action; and
importantly to someone who had
mastered Sensi, it's much harder. Why,
then, am | writing in to complain about
what is now the best game ever?
Because of the indescribable
wrelchedness of the career game
section... In my first season as
player/manager of the mighty Arsenal |
won the Premier League by 15 points
and reached the Cup Winner's Cup
Final. Despite this, every one of my
players’ values wenl down.

Matthew Simmons, London

“Even though my three strikers are
leading goal scorers in the League as
well as in the FA, Lesgue and European
cups, their values confinue to
decrease.”

The Slug, London

“My striker scored 17 goals in the first
8 league games, only to be rewarded
with his value dropping by 10%. So he
scored another 20 goals and was
slightly mitted when his value dropped
by another 5%

Paul Greenwood

Jon: Wa're really, incradibly sorry,



everyone. This was a shocking
oversight on our part, and will be
completely rectified in the free update
disk [see end of feature, chums]. Sorry.

2) "Mone of the other clubs do
transfers except with you. None of the
other players change in value. None of
the other players get injuries.”

The Slug, London

Jon: We're so sorry about this one.
The reason was so that when you came
to look at Arsenal over the years,
they'd be a recognisable Arsenal and
pet a meaninglessly untfamiliar side

<yoll didn't know, because obviously

. doesn't have big newspaper
features keeping you up to date with
“{ransters as they happen. Also, you
wouldn't want your Amiga to be hung
up for hours at a time while it haggled
with itself over transfer fees, would
you? Still, we're very, very sorry
anyway. How can you ever forgive us?

£ T T T T e e . T e T

3) “i's such a tragedy | could cry...
For some reason they decided to
tinker with the actual football itself.
Why? It was perfect as it was. Now
the game is so difficult it beggars
beliet, even for a seasoned Sensi pro
like mysalf... Why does my team run
at around hall the speed of any other
team it comes up against?... Why do
they miss nearly every header they
attempt?... After ten games | was
bottom of the table, having won only
one game and conceded 25 goals... |
can't help but get the feeling that
SWOS was rush-released for Christmas
without really being play-tested
thoroughly.”

Paul Fillery, Worcester

Chipper: Now, we don't want you 1o
feel inferior or anything, God forbid
that would happen, but you're the enly
person éver 1o complain that the first
Sensible Soccer wasn't oo easy. But
that doesn't make you a bad person or
anything. We're sorry. But don't forget
that you now have accurate and
realistic individual player data affecting
the gameplay. Although we're sure you
wouldn't have forgotten that. Sorry for
even mentioning it.

4) “I have purchased all four versions
of Sensible Soccer. and | am bitterly
disappointed with SWOS. The
computer team’s goalies are ALWAYS
better than yours. EVERYONE in the
computer team s faster than your
fastest player. The computer feam
ALWAYS wins penalty shoot-outs. The
computer wins 85-90% of the tackles.”
John MeMally, Birmingham

Chipper: It sounds like you've been
terribly terribly unlucky, with bad
refereaing decisions and unnaturally
molivated opposition sides putting up
unusually good performances against
you. We're very sorry about that.
Honestly. Sorry.

&) “Why isn't it hard drive installable?”
The Slug, London

Jon: We tried really hard to pull this
one off, realising how unhappy it would
make hard-drive owners if we failed
(and quite rightly so), but when it came
to the crunch we just weren't up to the
task. Aren't we crap? We're very very
sorry, and hope you can find it in your
heart not to think too badly of us for it.

) “There us no World Club
Championships in my version,
although there was one in a coverdisk
demo. There is also no South American
Cup nor African Nations Cup.”

Dave Watson, Beverley

Chipper: Oops, sorry. We didn't have
enough accurate data on these
competitions 1o do them in time, and
rather than wait to do them properly
and risk losing some money over the
lucrative Christmas selling period, we
just rushed the game out with little or
no consideration for the software-
buying public. We realise now that this
was wrong, and will hope to make
some small amends by correcting the
oversight on the update disk. We're
VEry Sorry.

7) “Why Is it that for an innocuous
challenge in my own penalty area | am
often shown a red card? Yel for a
similar challenge in the middle of the
pitch it's yellow?”

The Slug, London

Chipper: We can't find any technical
reason for this in the code of the game,
but if you say it's happening then it
must be o, and for that we're very

very sorry.

PANSIES
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Nothing. After playing 20 years of
footie it's not much to ask for a little
reward at the end, is i7"

Marc Ames, Wellingborough

of a tatty old “You have finished the
game. Well done” screen. What can
say? Again, we just didn't have the
time, and we decided to go for the
Christmas cash-in rather than wait

9) “Before you play a match, on the
scroen where you select your players
to play in the match, put all of your
mast valuable players on the subs’
bench, and all the rubbish players in
their place. Start a game but before
kick off, bring on your subs and,
bizarrely, they will play far better
normal.”

Chipper: Another bug, we're afraid.
We're really sorry. g

10) “If a player is given the red card, as
he is walking oft bring on the s ]
bench and the player will stay on. Hig
feet will be cemented 1o the ground but
- hey - he can still watch,” ms N
Alexi Tzitzas and Trevor Myers,
Cheshire

Chipper: Yel another bug, but we
promise that this one will be fixed on
the update disk. Although that's really
no excuse for it being there in the first
place, and for that we're very sorry
Indeed,

11) “Press M on the transfer screen
and you will receive one million
pounds.”

John McGillivray, Falkirk

Chipper: Now, this is actually a

in pirated coples of the game taken
from bulletin boards, but that's still no
excuse. After all, you're probably quite
short of cash after the festive season
and simply couldn't afford to spend
£30 on our game instead of stealing it.
We don't blame you at all, but since
there's nothing we can directly do, we
can only hope that the pirate boards
have a bug-corrected version available
by now. We're sorry we couldn't be of
maore help.

12) “When you are sacked in the career
made you can stay at the club if you
want to. You do this by pressing
continue career NOT looking at the job
ofters and you get your old job back so
you can get millions into debt get
sacked but get your old job back and
get out of debt at the same time.”
Richard ‘Boli' Wilson, Sheffield

Jon: Dear oh dear, we really did leave
a lot of bugs in SWOS in our haste to
get it out in time for Santa's deliveries,
didn't we? We can only say that this is
another bug that'll be fixed by the
update disk, and that we're terribly
sorry for upsetting you with it. Sorry.
Sorry.

13) “When you are playing a match, try
pressing W. The match will stop and
you'll find you've won 2-1."

Sam Ruddell, Angus

Chipper: Again, this is a playlesting
feature only present in pirate copies of
the game, but we'ra sure you weren't to
know that when you wrote in to
complain about it. Even though you
didn't pay any money for the game,
and are the main reason we're not
doing any more Amiga games ever,
we're extremely sorry if you've been
inconvenienced in any way by this
occurrence. Once again, sorry,

14) “Start either a twenty year
management game or a demo between
two computer players, Dribble the ball
up to the opposition’s goal post, shoot,

hold down Fire and
IMMEDIATELY press R for replay.
Provided you remember not to et go of

your joystick, every player should stick

to the ground , including the goalie
who you are shooling against. Let go
of the Fire button and play resumes as
normal. This actually works at any
point during the action, if you've got
enough fingers to manage it.”

Martin Peeve, Potters Bar

Jon: Stick a large banana up your
(That’s enough from Jon and Chipper
for this month, actually. - Ed)

Hmm. So what about our review, then?
Did we really pull a fast one on you,
our trusting readers? No. We stand by
our mark. SWOS s a fantastic game
and truly deserves the 95% we gave it.
But - yes - we did review an
unfinished version of it.

All magazines review unfinished
games from time to time. Some are
absolute devils for it, and have even
been known to review PC games in
order to claim ‘exclusives’. They know
who they are, and we sincerely hope
you do too and will stop buying them
In such ridiculous numbers before too
much longer.

AMIGA POWER would never, ever
do anything like thal. In the case of
SWOS, however, we had a tough
decision to make, After numerous
postponements and delays, the game
was finally due for ralease on 27th
November, and AP44 was due out on
the 17th. We could either review the
game as it stood, very nearly finished,
or keep you all hanging on until AP45,
by which time SWOS would have been
in the shops for ages. In the end we
decided to review it, with Sensible’s
assurance that various problems in the
game would be sorted out by the time
the game appeared in the shops.

But, sadly, Sensible simply ran out
of time.

“SWOS had already been delayed
for months, and in the end you've got
1o draw the line somewhere.” Jon Hare
explains. “To keep everyone hanging
on any longer would have been lunacy.
We were actually tweaking the game
right up until the day it had lo go off to

be duplicated, and we still didn't
manage 1o iron out everything.”

So, sorry if you felt misled by us.
It's worth noting, however, that the
magazines who did claim to have
waited for the finished version of
SWOS (making plenty of noise about it
in some cases) didn’t mention any of
the game's problems either, so quite
what they're playing at we don't know.

And the main thing is that despite
the rather flippant attitude of Jon and
Chipper, Sensible and Renegade are
prepared to make amends. Everyone
who's registered their copy of SWOS
will have an update disk sent out to
them automatically, so if you haven't
got round to it yet, send off your
registration cards sharpish. And if
you've lost yours or can’t be bothered,
the June issue of AMIGA POWER will
carry a disk containing both the update
and a special SWOS demo, miles better
than the one off AP43.

SWOS ! 4
UPDATE DISK ™

Sensible aren't just terribly sorry
about the problems you've been
having with SWOS. They're actually
doing something about it. By the
end of March they hope to have
complated an update disk. This will
a) fix as many bugs as possible
and add In lots of the features
which had to be missed out, such
as the South American Cup, and

b) update all the teams using the

latest data.

There are two ways of getting
hold of the disk. Efther:

@ Make sure you've comploted
your SWOS registration card and
returned it to Renegade. You'll
then be sent a copy of the disk
automatically, as soon as it's
ready. Or,

® Hang on for AP50, which will
come with a copy of the disk as
well as a demo of the new,
improved, fully-updated SWOS.
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More fun than you
can shake a gear
stick at.

Runs on: A500, AGDO,
A1200, with a CD32 verslon
to follow

Publisher: Acld

Author: Acid

Price: £25

Release: Mid March

onda Pilots are nifty little
offroad go-karts with tubular
steel roll frames and odd
hands-only centrols. Thay're
loud, they're muddy and they go round
corners in exactly the same slippery-
sideways-slidey way that cars in Super
Skidmarks negotiate tight bends.
Honda Pilots are better than a 15-
storey tower of chocolate digestives.
The trick of cornering them (and,
of course, cars In Super Skidmarks) is
to point the nose of the buggy towards

the apex and put the power on, so you
slide through the corner. This kind of
rally handling was rather limply
attempted in US Gold's Powerdrive
(AP45, 61%) but is recreated pretty
dashed effectively here. Super
Skidmarks may not be as good as
Honda Pilots, but its benefits are
numerous. It's cheaper, ecologically
sound, and you'll never, for example,
get shouted at by irate farmers for
chewing up their recently planted fields
of spring barley. Super Skidmarks s at

least as good as a malt loaf the size of
a house.

SLEW

Gnhff, but hang on a minute, ANOTHER
racing game? There's nothing new
about the idea, and in fact there are
few things immediately ditferent from
the original Skidmarks game (AP34,
78%), but yet we've been slavering at
the prospect of getting hold of it. Why?
Because it's a very, very, very special
racing game.

The specialness has much to do
with the track, which is constructed
using quadratic B-spline curve
mathematics. Acid did their bast to
explain this in the first game and
received nothing but scorn and ridicule
from the technophobic luddite rabble
that forms AMIGA POWER, so they've
kept quiet about it this time, but what it
means is that all the bumps, pits,
ramps and curves of the track affect
the cars as they travel over them. After
playing Team 17°s still-born overhead
racer ATA this month, seeing a car take
off over a ramp or bounce into a hole is
tremendously invigarating, and has
restored my faith in the Amiga as a top
games machine.

The cars themselves are also
supremely special, having been light-
sourced and then rendered so
you get glints of light off the
windscreen and can make out
all kinds of tiny details. Check
out the pictures and bo
impressed, even though our
screenshol technology isn't too
good at this sort of fiddly detail.
What we can’t get across in the
magazine is the great way the
cars handle, sliding and
weaving and even doing
pointless but fun aerial stunts
on the ramps. If you're crap at
games, or simply on Prozac, you
can race at a stupidly slow pace,
and if you're one of those
ridiculously good players, the
speed goes right up to
unplayable (by mortals). Take
my waord for it, the cars drive
perfectly and all options are
catered lor,




The courses, too, are
indeed (and although | feel that I'm
over using the word, | can find none
other that truly sums up my feelings)
special. Even though they initially look
samey, the curves and gradients of the
game's 30 plus tracks hide myriad
different arrangements neading
different tactics. Acid have learned
trom the mistakes of others and made
all the circuits small, so you quickly
learn the track, and never run out of
opponents to hil. You'll run inte the tail
enders when you're ahead and
the leaders when you're
trailing.

HOY

Why all the etfort to
keep the cars

together? Well,
because Super
Skidmarks is all about
bashing into other cars,
and from the start, the only
way forward s to crash
through the pack and inflict well-
limed Impacts to send opponents into

walls, leaving them trailing by seconds.

It's easy to work out the line each car
is taking and to block them, and
getting the right line on corners can
sling you into the lead. If you're struck
directly from behind you'll get a huge
speed boost although whether this is a
pain or a prize depends on whether or

-..,,,,rr em;,uﬁ
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that truly
sums Up my
feelings”
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“"None other

On a standard machine, rou gei four vehicles in cach race,
which means either four separate vehicles oF two towing
caravani. For two players, you get this nifty split screen mode.

SUPER SKIDMARKS GAME REVIEWS

R R L o gl % 13 1

i Tl S

Three or four players en a single machine are forced into the
Ileast fulfilling part of the game. The screen tracks the lead
player, and those knocked off the back reappears behind him,

Using two machines linked together (shown rather ineflectually abeve by a small yellow band joining the two

screen, but you could also have four players on two split sereens.

Acid have been keen
to point out the difficulties
of making computers drive
cars, which probably explaing why
Super Skidmarks |s at its best as a
playground for numerous humans and
al its worst when it's just you versus
the system. The one player game
highlights how much each computer
car behaves like all the others,
although to be fair, they do err much
mare than cars in other driving games,
and can quite eas|ly be forced to do

AFTER THIS

not you're on a straight.

something disastrous, The more real
players though, the merrier, as your
unpredictable paths conspire 1o mess
up the paths of the computer. If it's just
you, the sinister compuler pack slides
along bumper to bumper, leaving you
o chug along.

But hey, what kind of saddo plays
driving games on their own anyway?
Super Skidmarks is all about playing
against your mates, and it's here that it
excels and also (quite fortunately) that
the computer car/unfair overtaking
effect is at its most minimal. On a

Super Skidmarks comes on seven (count ‘em!) disks. There's a boot
disk, four track disks and two car disks, and a track change means
one disk swap, a car and track change means Iwo. Il's quile slow on a
standard machine, but extremely zippy on an A1200, and there isn't
any of that annoying disk shuffling you often gel. Anyway, you can put

n’mmhmomnhm -

P ﬂlﬁflﬂdw:.

all the data onto a hard drive AND there's a great Pong game 1o play
while you wait. With spin and everything. Marvellous.

pictures above) you ge1 more options. We're showing two players racing full

standard Amiga, you
play with a split-screen mode for two
players and a full screen for three or
four players, where you coan use aither
keys, or a joystick adaptor in the
parallel pert = good call Acid. There's
the serial link option too, but on a
single machine, the four-player game is
similar to Micro Machines, where the
players knocked off the edga of the
screen are reinstated just behind the
leader after having a point docked off.
I'm not really a fan of this idea, bul
although it's my least favourite section
of the game, It works bacause of the
human alemant,

There's plenty to recommend the

HIMOd YVDOIWNY
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game to all Amiga owners, but A1200
owners have an exira special treat
waiting for them. Standard Amiga
owners are going to hutf and puff at

this, but, like Binary Asylum's Zeewoll,

I'm sure this was written with the
A1200 in mind. Unlike Zeewolf (which

SOME MORE SC

runs terribly slowly on AS00s and
AGO0s), Super Skidmarks runs at the
same speed on both, but you're offered
a multitude of new options on the
A1200, and they're all included in the
standard version instead of stuck away
in a rip-off, more expensive A1200

version. Once again, kudos to Acid.
The massive ditference is that the
A1200 can handle eight vehicles, which
means that the thin tracks appear just
that bit thinner, the intersections a bit
more frantic and the starts even more
intense. The next major addition is the

Than there's the high-res Mode of Championi™. By thowing
you more of the track in tiny, but poini-sharp detail, even the
wo player split screen mode is massively improved.

# Y W’m
Mﬂﬁmm“mIMﬂnﬂnMMﬁ-ﬂ_m[h”

a ”ﬂﬂhm“ﬂm.“ﬁnnﬂmﬂﬂmﬂmwmmu
*ﬂn“ﬂﬂllﬂ-hhmmmuuuﬂummﬂuﬂm Of this we approve.

m‘lﬂ.ﬂﬁﬂlh world is the dual A1900 cinerama mode, where you ttick iwo monitors side by side and view
the entire track in one go. To belp your eye track from screen 10 screen, there's an essential butfer zone where the track's
_Mhhuuﬁ.udhmm,mmﬁmmmmmnmumuummmuim

high-res mode which makes everything
smaller, and therefore lets you see
more of the track. Once we'd stopped
marvelling at the huge graphics of the
normal game, this is the mode we
stuck with, it makes racing much easier
by letting you see the corners sooner.

SCREECH

Finally, and this is what elevates the
game to near divine status, there's the
widescreen link mode. You need two
computers and a null modem cable for
this, but only one version of the game,
and it splits the entire course over two
monitors, allowing you to see all the
track, all the time. This means (deep
breath) that you and your friend, and
their friend and their sister, and her
mate and her brother and his mate and
his dad can all play Super Skidmarks
AT THE SAME TIME. Yes, EIGHT
players, and YES, it is TRULY
FANTASTIC. The game is a LANDMARK
in game history, it's a CLASSIC, and it's
a great shame that only the small
section of people with access to two
A1200s can play it.

So phew, we've actually got a
great game in this month. Move over
F1, take a hike F1GP and get your
flaccid, runty little bod out of town
ATR. Super Skidmarks rules, because
it's great, because it's imaginative, but
most of all, because we say so.
® CAM WINSTANLEY

UPPERS Fantastic

THE BOTTOM LINE

& ru e THe AGA version is
AV200 aimost another game
entirely. The high-res
mode is the Mode of Champions,
eight cars on the track make for
frantic bumper-bouls, the disk
s5ing's al least 50%
the cinerama
mode deserves a Nobel
prize. Unmissable.

LN3331d




Runs on: A500, AGOOD,
A1200

Publisher: Team 17
Authors: Jamie
Woodhouse (code), Danny
Burke (graphics), Allister
Brimble (sound),
Woodhouse and Burke
(design)

Price: £26

Release: Out now

varyong had somal
whi

! cama 1o reviewing AT

*Play Micro Machines” advised

Cam. *That's the benchmark for
overhead-view racing games, and is
clearly what ATH isirying 1o be” “Play
Overdave,” offerad Steve. “That's Team
175 previous overhead-view racing gama,
andil'd be Interasting o saa whal they've
agami from i *You only write seven pages
: 1 ; K per month.” said Jonathan. “And everyone
5 s - : - hales “Stop worrying about whether
the sacrel Valentine box you sanl
n the posl” whispered a small inng
Ask the girl, you fool

3

BTy
sk Ay
And 501l was | found mysell playing
ATA and Micro Machines and veirive
and looking fnghlaned whensver my
lelaphone rang (which it hardly ever does

ly axcilad i case il
wils the girl expressing thanks
Valentine's box having cleverly deduced the
-r‘-ennry al the sender (WHICH 1 never was)
while & large pie of frantically looked-lor
ravIgws up on my desk and everybody
went out with their fnends and had a
really greal tima, How has your
. s § maonth been, then? ERT Eh? EH?
it R ERES . i quul“ T ,? la .1-.--..?'.-. J'I::‘.-.l..n
=y Astonishingly, this blind " : & 23 Raging. It's the dullest
C Qs provm Hickeringly | <
packed course is casily g HL e l‘----"
the fairest of the snow : s om s S rnllppeqrecl" neluded. From the menus in
1 k. ¥ -

tracks on offer. which only player one's jovstick
waorks (and that in

whang evaryonae has
i i O O - 3 . . 3 = 1 names) 1o tha incred
- 7 -

and yal III_"-IIlil Ny
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wesl overhead

d, Overdrive

uies ha Dils

o inpul 1haw

poor design of

shoddiness. It shouldn't, of course. Afler

all, Taam 17 took note of AMIGA POWER's
sms of Ove

@ 1o the poaind of
g I from their budged
schedulas, and{more rélevantly) ATH s
going up direclly against Codemasiars
fabulous Micro Machinas You might
therehore, hawe thought fairy reasonably
hat some atiempl 1o, lor example, wrile a
game batter than the champion of ihe field
would be in order. Bul no,

All- Terrain Racing has threa game

i
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Are terrapins retarded? All typos
re-worded? Any tea, Reginald? No.

modes: ‘batile’, league’ and ‘arcade, All,
naturally, cantre on driving around a variaty
o courses as quickly as possibla, and this
isWhera the game falls down. Thare's a
choice of three typesof course, but only
o thi “sport’ tracks (yer basic racing circull
ypeshare al all playable. The others - bear
with ma hera - donl have the courtosy
o, wail #of it » 10 mark out the track S0 you
know wiind you're goang. The excuse is
thay diriving in “snowy” and ‘rocky’
condilions as you are, the track will have
been obscured by snow or rocks of
something and therafore the designeds can
ﬁl away with suddenly fading out the road
arknges and having you Careening across
blank countryside 1o smash into a wall
cantimatres beyond a small armow pointng
back in the night direction. Incredible
H cafft even argue thal memorising the
courses solves the problem, because All-
Terrain Racing's graphics ane so bland and
repatitvg you havent a chance of picking
ol landmarks

SMALL TUREEN

Thay ather thing aboul Al-Tevramn Racrg's
courses 1s thal they appear o hine been
lakd out for the: twisted amusement of the
designers, rathar thansay, with a view 1o
Being fun lo mce on. They're ndicuboushy
aver-complicated, nddied with obslacles
and surrounded by traps to fatally ensnare
armyone comingoff a bend. This is bad
anpugh in “arcade’ mbde (six-lap races
agains! lour computer drivers, finish in the
|opthres 1o qualify, win money o - sigh

Well, its a
darned good
job those trees

are there 1o

upgrade your car) but in tha
identical-but-for-the-number-of-
players ‘battla® and 'league’ modes
it's a joke.

Thi idea ina 'batile’ or league’ game
i that you strive to got so far ahoad of the
other player that he disappears off the -
scrolling and you get a paint. (Yup, just like
in Micro Machingg ) Unlike that gama's
stop-start Teel’ with the malch halting as
the other plaver is put back on the irack,
ATH's races are continuous, with the
hapless lpser replaced in ‘real lime' just
behind the speading victor, (The gverall
winner is the player who reaches his point
guota and then crosses the linish ling first.)

This continbous racing is a clevar
improvement,except its not, and it took fhe
barely half-an-hour 1o tumble the reason
why. Tha.great thing aboutl Micro Machines
was thal its big, nendly courses ollarad
soope for improvisation and crafty short
cuts whiltkeaping enough of the track on
tha screen s0 the ralling ptayer had a
chanee 0 cateh up

ATHS courses delight in the
conlusing, the misleading and the hairpin,
50 thal il you're second, you've had il. Evén
though to your mind you'ne comiortakhy
close 1o the leadar, when he goes round
one of the marly comers the screen Scrolls
through the sharp angle wilh him and
you're chucked off the screen fesling
immensely hard done by, Then, instantly,
you've fickeringly reappeared beside the
ather player, your ming thrown off as
you're momentanly made o ioow his hine’:

As you pootie are track Jn

ANDLHE'S grl THE ROAE} THAT IS

ul quite meaning

impede my
Progress.

AND HE'S OFF!

Asthe scrolling in ATH follows the
carin the lead, much fun can be
hbel with the new game Driving . A
“TheiWrong Way Around The ‘
Track. In this exclting new
wist on ATR, the leading
driver annoys the other player
by turning and zooming.off the
ather way
_reachos tfie edge

s g e St Sl

THE RQAD, THAT 15

rathér tnloriunale il he's just skidded ol
the track. (In ongé memarable gama, |
reappeared on top ol my opponent's car
causng us bath to crash, )

Power-ups abound on the tracks, but
thisy'ra redundant. Mot onty do the power-
ups bounce S0 you can drive stiaight
through tham (thore's no chaneg. ol turming
back to- bry' again, obviously) bul they're
also entirély useless, Apart from the messile
(a single-$hot weapon which fings straight
ahead and. er, doesn’l really doanything
when it hils someona) they take efiect
atlgmatically as you pick iham up - greal if
thare's a lurbo-boos! just belore a cormer

Wiarst of all, even with all this going
on, the game manages to leal emply. For
the most part you're just driving around at
o sensible spoead (otherwise you cragh
with tiresoma regularity), soominghrough
slupidly similar-lookng power-ups withaul
any thought 1o usng them siraligcnily
and sl coming off al indelensibly sinct
comars. Soma cars go past and off you
g0 again, And when a tussle doos occur
hera's no sense of viclory in shouldering
yuur W{l’y‘ I,'I\'Isl y\nur Dilpﬂlﬂ_!ﬂfs |'N"CF!II3£"
yousknow thal, thanks lodhe loathsome
design, you'nasgoing 1o crash or loseyour
way or suddenty drive into a wall because
{hhlvhikk} your eontrols have been
reversad,

AN-Terrain Racing is rubbish.
® JONATHAN NASH

THE BOTTOM LINE
1“200 It is exactly as dull and

as - dare | use the
" word once more? - empty.

I 4yamod YOIWNY
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_Thg incredible 30... No.
Actually a digitised

A NILITARY HO
A NERBER
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No light, but rather darkness visible, serv’d only to discover sights of wagk.

Runs on: A500, AB00,
A1200, CD32
Publisher: ICE
Authors: In-house
Price: £30

Release: Out now

called “bonus” grenades earlier an,
because you couldn't possibly have
anticipated needing them, and you've no
idea what sort of "bonus” the cones are
going to give you until you've hit them, so
you've got to hit them all if you're to stand
a chance. Similarly, you must be sure o
pick up every single “bonus” fuel can,
otherwise you'll run out of fugl. “Bonusg”
speed-up arrows are another
matter, however.

Sometimes you'll drive past one

aving suspiciously peeled the
labels off your Akira disks to
find they've been recycled from
unsold copies of Tofal
Carnage, you'll discover thal the game
opens with a horizontally-serolling cnly 1o find a gap scrolling onto
maolorbilea level. the screen that you're now not
¥ou ride along from left to right going fast enough to jump over,
avoighng obstacles and leaping.over gaps  So ydl'll hit the next one to be
in the road. The manual suggests you ‘Hit  of'™e safe side, and discover
the cones for points and bonuses.” Excepl _ that it propels you into a dead-end
they'ré not merely “bonuses™ at all, as where you die
you'll discover when you come up against  and have fo
o abamer in the road which you can't gat o back
& past because you didn't pick up any so- to the

1

APRIL

AMIGA POWER

Hmm. Our path appears to be blocked by an oversized
jack-in-the-box. Should we (a) attempt 1o climb over it,
almost certainly getting killed by the deadly tears falling
from the clown's eyes, or (b) simply walk around H?

§)

Oddly, (a), we climb over
floor is drawn in three dimensions, you can only move in
two. Or there's always option (c) - hurling your copy of
Ablira into the path ol & last-mowing vehicle.

beginning.
Level one of Akira is 8 memory test,
then, and 50 insultingly tedious that
there’s no way I'm prepared to play it long
enough fo memaorise my way through to
the end and see whal the following levels
ara lika. (Theyra platiorm shoot-'em-ups
to judge from the picturas on the back of
the baox.) Were you to fork out the
extraordinary £30 being asked
for the game, | think you'd
do the same, and fleel
tharoughly ripped off. And |
can say this with even
grealer authority than usual
because, even aler wa'd
askad them politely several
times, ICE tailed to send us a
review copy of Akira, and |
was compelled to
buy the

. This is because, although the

e e
S -

game mysell from W ith’

THE BOTT@M

16%, then,
® JONATHAN DAV...

Oh, all right. Given that | wallalre
down, and the impartance of complate
dissemination, | thought I'd batter make

the effort and find out what the rest ol

Akira is like, S0 | obtained a set of
passwords{rom a suddenly-more-obliging

ICE. Bear in mind, though, that unless you
gither do thesame or have the palience of
a gibbon, level one is all you'll ever ses.

THIS IS'PROBABLY JUST AS
WELL.
Parsevenng with tha scrolling
matorbike section leads, as il

furns out, 1o... another
scrolling molorbike
section, This I8 much

the same, axcepl .:
You're chasad by

police cars who kil
you il they catch up
with you. And they
Blways will calch up
with you because they

“you'd




can go laster than you, Unbass. that is,
you collect EVERY SINGLE ONE of the
“bonus” go-faster power-ups, Sigh,

NEO-TOKYO

But then... having typed in the net
password, suddenly | longed to be back
on thal motorbike, For what come next are
indead platiorm shool-'em-up levels, but of
such lamentable quality that |, along with
the rast of AMIGA POWER, waren't sure
whether 1o laugh or ¢ry. In tha end thay
laughed while |, £30 lighter, elecied to cry.
The budget doesn't appear to have
strefched o a ‘standing still' frame of
animation for the little bloke you control,
50 instead one of the ‘running’ (or actually,
‘mincing’) ones is used, thus giving him a
permanent ist io one side. Then, when
you tell him to jump, he floats about in the

imprecisaly, without aven a
suggestion of inertia.
Running jumps, essential 1o
clear cartain obstacles, are
achieved by first pressing
down-and-right o run, and
than somahow switching 1o
up-and-right at the appropriate momant to
jump. It inevitably ends in disaster.

Your opponents are titchy little
sprites which lake loads of shots to kill,
the game having presumably started out
foo easy. Either that or they skulk around
on the floor where you can't shool them
because your gun will only fire
horizontally.

Onea tha platiorm bevels are oul of
fhe way (throwgh judicious use of the
Escape key and some more passwords),
you'ne into the scrolling shoot-'em-up levels,
Thase are perhaps the only bils of Akia

Be sure to pick up the "bonus”
spoed-up arrow, or pou will die.

"‘"‘“t".\\‘.".“‘-‘“‘r““"

which work aven glightly,
bt you'll soon tiee of having
to pumg four or five blasts
from your twin lasar cannon into
the casually-dressed baddies
befora they'll stop throwing grenades.

And lastly thera's the final show-
down with Tetsuo.

At no point does Akira even bagin to
approach the guality of the original film
(generally agreed by AP to be pretty good,
i unnecessarily hard to understand). The
graphics aren't even remolely stylish or
Japanase-looking, with feeble animation
and massy colours. The presentation,
invalving digitised stills from tha film, is
fairly slick, but serves only lo make the
actual game look even more terible.

And it's incredibly difficult. Baing
difficult isn't a bad thing in itself, of course,
as long as it's done properly. But Akira is
mane uniair than difficult, with its loads-of-
shots-to-kill baddies and unanlicipatable
dead ends. And it doesn't earm your
respact in a way thal makes you want 1o
persevers with it, ike a proper difficult
game should.

Which ks why you won'l ever gel past

level one. :
® JONATHAN DAVIES E}
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borrowed The Dnn u: vnlnn. It

was the same.
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Pinkiel, No! as

e Sister sang.

® 2 Runs on: ASD Py & axampig) or just not o
A1200 send us review
#  Publisher: Millennium seoples atall, as
" Buthors: Scott William8,  happened with Akra,
Data n < Vital Light and, yas,
Price: Funkfe. Were we slugid
Belease: Oul now g people we coukd put
- * this down to a
wm’ml-m youol. The  regrettablo oversight,
- sinister behind but we suspectil's
AMIGA POWER, for exampla. because the companies
which compeds us to carmy want to sell off as much
enormous ‘house ads® for their ‘other’ ol their stock s possibie
] magazines, implying to you, our readers,  bofore our REVIEWS
some sort of AMIGA POWER seal of THAT ARE ALWAYS
approval. In fact, we don't even read these  RIGHT point oul THE
n ‘other’ magazines. If something's worth TRUTH. Do not buy 2. game until we've
reading, we'll tell you about it withoutany — reviewed it We implore you. Fofthe sake
kind of prompting from our evil mega- of your souls

global corporale paymasters.

Similarly, softwarg publishers don't
play it straight
Recantly there's

been an alarming
tendency {0

game ™

Kingpin

A vllF-hu“ing glo

AHEM -
Pinkie, then, Cursed with the worst
instruction manual since that of
Popuious, it lurns out after about an
hour's work 10 be a commendably
m excitingly complicated. endearingly
. Ghicken sockgt Ir
tedious platiorm game. Eqgs ¢
mwell antl yvou have to dr
i in your car and find the eggs and
pul hem in yourcarand drive 10 the exit
and buy tams o upgrade your car and
fight end-of-level monsters and o to the
next planet and il you lose your car you
have o buy another one and so go back

St P B

planets and collect mane point

bonuses and lives and ugugh ugh.
The impressive bits are the car (it

can do everything from ‘swim’ to ‘satend’
ke the suit in Robocod), the eggs (if you
drop them, thay hatch and makg a run
for it) and the way that everything in a
level affects everything else (so i, for
example, you leave your car lying

ma while you're off ge the other side
af th

ing o push it off a cliff). The

u bit= arg the mind®humbing
ledivm (tha emply make gotting
losl pa y SCTappy
collsion jon, thie wary that when
YOU'TE In your car you're inincible S0 YO0
just drive everywhere nght up o tha inlrtl
whera you have 1o jump out and pickiip

an egg whereupon (thanks 1o the inakbility

lo see beyond the boundanies ol the

we, no idea, a .Iﬂtld-llp icon, wall grabbers, a

. \ 8 spring, a brake, flippers and snow chains. All for me and my car,

N

L

lanel chasing an egg a Mensier's

sCroan wd the scrappy collishon
delection) you get killed by a passing
monsler and have now lost your car
{1t being on a ledga unreachabie
without itself) but have 1o maks
way back through the levels to the
manually rather than (say) automatically
restarting at that point, the Kangaroo
Court-catalogue mechanics, the ming-
numbing tedium and the way it's L
m 50 furious | can't think of anything ™
clever to write and have instead had to
do yet another bald, list
of faults and annoy Steve the Prod Ed.

We had in the end to go ang buy
Pinkie, and 50 have axperianced in Ml
the misery of owning a feeble and
worthless game. We pass on the |
benefits of this miserable experence 1o
yoii HEED OUR WORDS. -
L] NASH L]

THE BOTTOM LINE

There's no A1200-

BA1200 specitic version, but a

7 D32 one is at large.
“Includes full-motion cartoon
animation and CD digital
soundtrack.” it claims rashly on the
back of the box. Our sinister agents
seok it AS WE SPEAK.

l__ &
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SUPER LEAGUE MANAGER

Blue is the colour.
Football is the game.

record I'd been unable  where all the decisions are made which
1o find for ages filed in  has every bog standard option going.
the wrong rack inthe  See for yoursell in the big box. But
record shop while | what makes SLM so splendid are two
was looking for great features that you'll find in very
something completely  few other fooly manny games.
different. And like

being the only FlRSTI.Y

person in the office SLM is set in an imaginary world. You
when Audiogenic phoned up and  start life managing Folkford United, a
started talking about their new footy team struggling so desperately in
erendipity. The faculty of manny sim and therefore being the one  division four of the Audiogenic Super
making fortunate discoveries they sent it to and the one who got to League that they would have been

by accident. That's what I've review It It's been a good month, relegated into the Coldwell Freezers
E Runs on: CD32, A1200 got this month. Like finding So why am | so pleased with League at the end of last season had it
Publisher: Audlogenic out that I've got more money in the Super League Manager? After all, on not been for the bankruptcy of
Authors: bank than | thought by pressing the the face of it SLM Is a very ordinary Polkrington Stanley. You're a player
H Price: £30 wrong button on the cash dispensing Iooking footy manny game. | mean for yourselt, and a good one too - at least
Release: Out now machine. And then discovering a goodness' sake, there's a desk from you were until a cruel injury cut short

TALK TOUGH. STAND TALL. WEAR THE TROUSERS.

CALENDAR Clicking on this advances a TITLE BLOCK Gives you the options screen letting
day. You play a match every Saturday. you turn the awful music off (cheers).

GERHSEUESKE S s
== regular TLE. Or it

o E
- = CUP OF TEA W you
- :-"\ don't drink this the
3 SA
. 2
&
4 i
N
CALEULATOR Your K.
Fa
w A
2 {
..
o
o
< TEAM SHILTS From here you can see
o all your players, put them on the
= transfer list, arrange thelr training IN TRAY Fan mail,
< schedules and change their wages. NIWSPAPER Full match reports, hate mail and job

Every Friday you can select your beam rejections from other
for that Saturday’s match and the clubs. They all land in
formation they1l play.

0



T'S INTERNATIONAL...

SUPER LEAGUE MANAGER

T'S SOCCER!

your carcer and lorced
you into management.
You've been hired by
straighi-talking and tight-
fisted chairman Les “You can
call me Les” Wilkinson to restore
the club's good fortune.

What this means Is that there are
no Ryan Giggses, or Andy Coles or
anybody even remotely familiar playing
in any of the 32 teams that comprise
the four divisions of the Audiogenic
Super League. Mow, while this seems a
bit daunting at first and requires morne
effort from you when playing the game
to try to find out who your players are
and what they're good at, let alone the
hundreds of others, it is much more
rewarding in the long run. You're not
burdened by preconceptions and,
providing you've got a healthy
imagination, you'll get a lot more out of
the game because of it.

SECONDLY

The other startlingly good featura is
that there are minimal player statistics.
Football Is not an exact science where
each player can be broken down into a
reliable set of numbers describing their
skill, strength, leadership and
aggression and, unlike nearly every
other footy manny game, SLM makes
no attempt to do this.

You are given indicators as to
what your players are like and you
must use your judgement to decide
how much weight you give to them.

oy umumunqum i

m
2L phew.
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The first and
initially most
impressive
indicator is
how much a
player's worth. This
gives you a good starting point for
gauging their skill. Then before each
match, when you're picking the teams,
your trainer rates each players fitness,
enthusiasm and performance as ong of
three things: declining, static or
improving; although this may have as
much to do with the tralning regime
you're using as anything else (see
below). And after each game every
player is given a mark out of 10 by a
sports journalist from The Gazette,
giving you a clear indication of how
well they're playing.

This imprecision is again hard to
gel usad to initially - you just don't
know who to pick. But as time goes by
and you start to get to know your
players it becomes apparent who's
happy playing in what position,
which players are right for you
and which ones just don't fit in
to your style of playing.

TRAINING

The key to success in SLM s
training. You have to choose
the right routines for the right

players. Every Monday morning you
have to choose from a range of options
the extra training that each player will
do that week. The actual process of

N T

S e

R DT WY A e
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selecting the training can
gometimes be a bit tedious,
especially on the CD32
version where you have to
waggle your joypad all over
the place, but the rewards o
be gained are
immense. if you're getting
things disastrously wrong your
trainer and the chairman will

let you know, and as soon as
you start to get things right the
results will speak for
themselves.

KICK OFF

S0 you've picked your team and
they've spent a week training hard and
it's finally match day. What happens
nat? Well, in common with most footy
manny sims the actual maich day Is a
bit dull. Pictures of cheering fans when
you score a goal, teleprinters tapping
out the results — you know the kind of
stuff, But, BUT, BUT 5LM has
something else as weill.
Every week there's a
‘match of the day” ("Week',
surely. — Ed) which you can
choose to walch. Every five
or so games you're one of
the teams featured and you're
given the oppartunity to play
the game yourself. Whether
you watch or play, you're using the
game engine from Wembley
International Soccer which scored a
very respectable 85% when Conniving
Scots Blackleg Steve McGill reviewed it
in AP38, S0 In some respects you're
getting two games here for the price of
one. Unfortunately this is the one area
in which this otherwise excellent game
has a small problem. There's no option
to practice the actual
playing side of
the gama,
and as a
game
that

o EI ALY DT

SLOREEE COI

THROW-TN TO
FOLKFOAD

control only comes up every couple of
hours of playing, there’s not much _
chance that you'll get to be much goud
at it. Not unless you've got a copy of
Wembiley International Soccer already,
that is.

It's still a welcome

viewed as the slightly
superfluous icing to an
already fruity cake.

s fantastic fun. Playing this
you'll enter into a litthe
fantasy world of your own

and only be dragged out by the cruel
necessities of the physical body. Buy it
and enjoy.

® STEVE FARAGHER

A make-believe
world that lets your
imagination do the work. The

game is intellectually challenging
and very deep. The aimosphere is
perfectly maintained right down to
the smallest details.

It can seem

a little daunting at first.

Setting up training
schedules every week can become
tiresome and you don't get enough
chances to play Wembley
International Soccer. There ought to
be an option that lets you play a
weekly practice match.

A great game that dares to be
different. I'd grown tired of ordinary
football management games, and

was so delighted to find one that so
fully rekindled my =
enthusiasm that I've -
offered to do tips pages -
on it next month. -

THE BOTTOM LINE
There will soon be an
AS00 version that will
work with Emiyn

Hughes International Soccerin a
bizarre symbiotic fashion. Expect a
full report next month.

addition though, particularly if

Soccer League Manager
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Light

Hun:

good (and, incidentally, with keyboard ane as opposad 1o ‘ =
gontrol on the A1200 version il you select red ones (say), you F - '- *
Ihe joypad option and use Ihe arow keys selact from your finite —

ol L

Pl

RIL 1995

AS00, AGDOD,

Millennium
I:Tr-rlo Caos

Gul NowW

here are moments that make Vital L
mworking with computer games
worthwhile. Momenis -u,.::h as
the amival of Garah
example, untrumpeted and fantastically

hears Mr Programmer; no chears Mr
natruchons), or bedng asked what's
wilth a game and having those cnbcisms

icted upon, or being introduced 1o Knights
of the Sky, or baing sent It's
Valhalla Remix), or

ise Brooks in the pile of largely colour, 5o il you
lemble magazings we keep being sent, o
pulling ofl a Grawvily Force 2 power-swoop
Irom tha top of the leved to hit the olhae
hip threa-quarers of the way down and
pumimel hem into Subs
quila reakses whal's going on

And then there are moments ke the
armval of Viral Light, Why have Millenmnium
released Viral Lighf? Five minutes into
i game | knew, 10 the mamrow of
thie bones of nvy soul, that it was whally
hopelessly, fundamentally, irede
lembda, and | refuse 1o believe
CoOmpany s playtestens could have missad
Ihat and still have been able to look each
othar mn i oy

Thie game is a wannabe puzzler thi
where rows o coloured blocks fall and
where you, with the aid of a rotating disc
firing coloured beams, have 1o tum all the
blocks in the row the same colour so the
row disappears before crashing down on a
nicketty bamer, Complete a level and the
barner moves up a notch so you've less

VITAL LIGHT

rtainly. But vital? Certainly not.

fa

CRIMINAL ’

100m [0 Manoeuwvne
Complete eight levels for a
password, and complala
s 1o move to the

extremely borning o
Blocks fall, you

n, lor count how many

green ongs thare

Supply of green or red
appropriately and you
shoot them. The only
possibie inck comes

with being able to

Wrong

a Skull (tha
ing a photograph turm Mocks any
coukdn't be
bothered reaching
blue (or whalever)

you could turn the E
entire row yellow, O
course, youd than

quickly rum out of yedlow
and be scuppered. So all

you do g remamber 1o use the

ssion balore he

cormect colour, as having more sich
blocks than you had ammunition 1o pant
would clearly be impossible, There's an
attampt 1o complicate mattors by having

o shades of each colour @ hil cyclins
Irom light to dark and back agaun) but
ust means moneg shooling. Power-ups do
g5 ke freeze the blocks, some blocks
have 10 be made specilic colours, some

rows tall faster than others and obstacles
appear occasionally to gel n your way o
knock oul your gun, bul Vital Ly
game of sithing there anc

i 3l
ooling ihings

with colourad beams. It's only when lots of
small blocks fall or a faster row bnngs
down a wedge o blocks that things
n'|l-!|'i_'|l". bul even these momenis are
only mindlessly panicky and irksome
rather than exciting. The computer
opponams are a joke - Ihere's an
oplion 10 'maal them, bt this
Imvolves maraly walching
while thoy ratile off a leeblo
cross-talk routine {(rather
than, o

? those
e

example,

Bang

-
.Lrluhur- 'Im.:.v a ;‘J

diflerent ong

Combined
ghty being cogitation
to, “The previe plions
wene quite funny.

or batting that
you i win the nest mateh, o
and they don’l appaar in he game itsel

- ""|".I'||::'|'I
DOWNERS Tha
(They're supposedly the people dropping
the blocks.) Even the two-player mode s
pilrhully dull - you play exactly the same o cycle through the colours, so
gama, but split the playfield down the maoving diagonally (as you do alm
middia in co-operative r Inavitably) means you fire the wrong
vour oppongnt to put off | colour, The basic idea is flawed:
combative moda. And, as there's no facility for planning

lor the game’s wnpleasan ahead, you're just shooting down a
blocks in a level fall in pat row at a time. It's repetitive, it's

losa the firsl ima round, you know what 1o uninvalving, it's extremaly dull even
expect in the remalch with tw rs. AND IT DOESN'T
RECOGNISE A SECOND DRIVE.

Ny CTHMTY
ndae, the

terns 50 i you

Viral Light s crap
® JONATHAN NASH
THE BOTTOM |
Calling ol Light a puzzle gama is ¢
lie, and as a I-'am-
up it's excrementally bad.
Vi s awful, and
Millennium must surely
know that.

THE BOTTOM LINE
As with Mr Blobby, the
ATZ200 back of the shoddy
=~ poster discloses the
existence of a special A1200 version
fer enly £10 more. Good lord,

A\ =




Sttrriiikkke!
This game off your
shopping list.

Runs on: All Amigas
Publisher: Team 17
Authors: In-house
Price: U113
Release: Out now

v boen Bdidiing about with this for
Lo it for & bit and than
commg back, and even going so far
15 B sel up My own player, play a
few games and 1ake & peek al my
statstics. You sod, the first thing you
nolice aboul Kingpin IS prasantation
s alweous from the title screen that

davs

wte deaking wilth @ tanspin bﬂ'l'l‘lﬂq Sim,
Bt o s s The main menu pops up
i e lswvbed - yos = over by the number
ol ophions

% your want fo play a quick gama? Or a
whole sonies? How about the Arcade
Spanes Challenga? Or if you're mor
sotunis than thal, what aboul croating a
few ayars? And as ['ve alroady
menoned, you can keep

checking oul

| RIL 4
" I Lol ] F

your own stals aller every compelitive

Hzi!ilik’?l‘ﬂ - ARCADE SEORTS BOWLING

malch o sae how youne \.Iml'-:] And thal's

only the beginnng

7 B 9 W0 HP

But o start with you'll probabdy wanl
Lo shap all that and gel oul onlo lhe alley,
And il you're amywhere near as cynical as
ma, you'll be wondering just axactly what
can be done with ten-pin bowding to turn it
into an entartaining computer game. I've
played a few PD versions, and theyre
akay if a bit dull. And although Team 17
have done their best with the presentation
and ook and sound of the game, | shill
can't imagina fighting for possession of it

whan there's nothing much 1o do on a

Friday aflernoon,

This isn't becausa the gama is awful,
or bugged, or doesn’t work properly. It's
because you throw a ball down the lane,
having selecting the weight, power and
direction, and then put a bit of spin on it
using altertouch. And you see whal
happens, Which is fina for a while, but
betore 100 long you've tried all the
possibilties and you're starting to get
bored, The tedium is worsenad by the
waty the computer-controllad player will
almost always select the same weight of
ball and throw it in exactiy the same
diraction. And he tends o Score a sirike
almost every time, which, as well as being
boring, is really annoying.

It's laudable thal the
CURVE gama ks being released for only £13, and
The saving (quite literally) grace of the that Team 17 have clearly tried to put
gam is the way you can create players everything they possibly could into it,
and back up their stats, so that you can including some amusing speech. Bul the
fake somea sort of career for yoursell (I'm overniding sense of dullness never goes

on a 166 average alter lour games with 12

away, And in all the time I've been playing
strikas to my nama). And il you can got

it, it's always been a case of “Oh well,

three or four friends to visil you regulary nothing batter 1o do. I'd probably batier
and sel up a Mile league, then you might have another crack al Kingpin®, rather
aven gel than *Hooray, now I've finished that |'ve
some just tima for @ quick go on Kingpin.” You
fun could argue that's gol mare to do with LA e bapoty A
y AMIGA POWER's vast and mighty Bbrary ere 10 put the ball and how
| i of alternative games. But, of course, youd | KMOW Where 1o put |
“Oh “.“, be wiong. “herdto throw it. PP ¢
® PAUL MELLERICK Lot -

nothing belter
__fo do” 2\

Y

BALL

THE BOTTOM LINE

i Slightly dulle
As_oo ighthy r graphics
-2 and sound are the only
things that non-AGA
machines will suffer from. But they
don't make that much of a difference.

ow someonc who

a shirt evepgnore
srangey than that.
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Blueprint for a brighter future
Phase 1: Artist’s Impression
Curiously, the development of a new video games machine
is initiated not in the laboratory, nor even in the boardroom,
but on the arist's drawing board. Tha artist, that is, of one
of the world's leading games magazines, which, stuck for a
new version of Sires! Fighter 2 to write about this month,
decides to fil space with a carefully-blured speculative
skeich. This is generally light-blue or silver, or, if the
current vogue s for light-blue or silver games machines,
black. Any suggestion of what might lurk inside its smooth
contours is avoided because IT DOES NOT MATTER.

Blueprint for a brighter future
Phase 2: Impressive Statement
After glancing at the profit graph edging its way towards the
skirling board behind him, the managing director of the
company concemed will emerge with a list of ‘recently
declassified” specifications (usually amived at by hastily
doubling all the figures on his nearest rival’s latest spec sheet
and staining them with cold tea). CD access rates, running
speeds, memory and some sort of ‘special’ chip allowing the
machine to do ‘spacial things are all discussed. The fact that
all this is unlikely to bear any relation to any video games
maching which may eventually appear |5 IRRELEVANT,

WHATEVER HAPPENED TO... THE FUTURE OF VIDEO GAMING?

Blueprint for a brighter future
Phase 3: Media Hype

The timing of Phase 2 means thal magazines are forced fo
run angther stary, reprinting the artist’s impression
alongside the list of incomprehensible technical specs.
Armed with facts, official confirmation AND an increasingly
overused picture, TV programmes run brief news pieces.
The magazines gel excited about the TV coverage and run
a further three months of stories. Feeding off itself like a
pack of hungry rippy fish, the media whirlwind lsaves the
putblic in no doubl that this will be THE BEST GAMES
SYSTEM YET.

A BETTER TOMO

‘HANDS ON’ DEMONSTRATION

Las Vegas,

APRIL 1885

POWER

AMIGA

ng the techniques we have learned to our very own super console in the mythical
mag Verge that we've mocked up purely for demonstration purposes.
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he gaming world was
stunned by the arrival of
newcomers Universa
PremierLaserinnovations
OfBracknell's revolutionary new
MegaConsole. Prass and Irade
visitors to this mammath exhibition
who came expecting news from the
big four were amazed by the shock
proposals put forwards by this small
garagebased company from the
Home Counties
As Verge exclusively revealed
last month, managing director Jon-
Boy Dawes had bean “holding taks
with Silicon Graphics and id software
about an exciting naw vaniure™,
prompting Verge to speculate idly
about the possibaility of the
UnivarsalPremierlaser
InnovationsOfBracknell Wombat
KDST PlayGame CD system
Excitenent in Japan was so intense
that at one paint, more than 300,000
people queuad overmnight for the
chance 1o get one of the 11 machines
in Tokya
But it was Las Vegas that saw

£ 28| UPLIDOB's masterpiece revealed, and

| news from across the it
of videogaming features a shock

Las Vegas. Verge was the

The very lates antire w

I now appears that last month's 16- announcemeant in
page cover feature and pullout
supplement may have confained
some material inaccuracies. The new
machine is in fact called the UPLIOB
Kyushi LM47B CarlFun, and alihough
the version on display was a mockup
made from egg boxes and marzipan
excited press pholographers pushed
jostied, and in many cases stabbed
Ihedr way 1o vantage points
50 we were clearly wrong about

the IDGOONBUYONE, the
PlayStation, the Jaguar and pratty

uch averything in the previous 15
ssues, THIS is the console 10 buy, and
all the others are crap. |"sub; check
Ihis please’] The futune Is almest hera

UPLIOB Kyushi LM4TB
CartFun lech specs
Box Dimensions: 185mm x 257mm
o ® 137mm

Dise capacity: pallens
Numerical Aperfure:

100m Hurdles: 137 seconds
Error Correction: CARK secondary

Capacity: 3.7 butioons

imp)

The UPLIOB Kyushi LM47B is the hit of the 3-day Okinawa
Super-Kart fair. With texture mapping like this, who cares?



WHATEVER HAPPENED TO... THE FUTURE OF VIDEO GAMING?

Blueprint for a brighter flltln'-
No 4: Machine Prototype

's smooth, if's stylish, it's official and s quite clearly made of .

batsa wood. It's the exciting mock-up of the new machine, and
It lnoks uncannily like the onginal arist's Shock
‘news’ surrounding the unveiling of the model comes in one of
two versions:

1. W said it was going 1o be a CD machine, bul it takes cans.
2. We said it was going to be a cart machine, but it takes CDs.
PUNTERS AROUND THE WORLD SPONTANEOUSLY
COMBUST WITH ANTICIPATION.

RROW

New games! Bigger! Faster! More! “What's
going on?" ask Richard Teideman from
Bromley and Marie Arymar from
Bournemouth, prompting the AP
Perception Periscope to rise from beneath
the waves. Witness streams of silvery air
bubbles streaking through the Sea of
Knowledge as AMIGA POWER submersibly
despatches a further barrage of
TruthTorpedoes.
o — what's all this mystery and excitement

surrounding the future of videogaming then?
Are we destined to become caught in an etemal

stream of add-ons, upgrades and shiny naw

machines? Can Capcom possibly squeeze out yet
anather version of Sireal Fighler 2 to accompany the

wm»wmwmmwbﬂh’hﬂ
up In an orderly mannar 100, 50 you can imagine thelr
dolight when they leam of the release of the latest piece of

hﬁm’lmhﬂm\nﬂ'ﬂdd
mmmwammuwm
a large quantity of unsold consoles with “PAL" written on

dronlsome gamelodder, Pictures of thousands of Japanese  them in felt-tip and solder oozing from the back. This

people queuing outside a department store all night are an
ESSENTIAL AND FREQUENTLY OVERLOOKED
ASPECT OF THE FUTURE OF VIDEC GAMES.

constitutes the Official European Launch. Sadly, nobody
nolices, as Japanese mags have recently carried blurry
pictures of a black, angularly-shaped new games console...

= After AP46’s MultiMedia guide, you're
i probably asking, “What excitement does the
¥ future of video games hold, then?” Admire

& our diligence in answering that question,

latest Sony PlayThing or Panasonic 30-NO-IT'S-NOT-
SELLING, or will there come a point whare the buying
public says “Oil Capcom! Nol™?

The future of video gamas offers a dazzling and
bawildering array of new machines and incomprehensible
technical specifications, but what does it actually offer the
punter on the street? Ingest the bitter pills of two radically
0pposing viewpoints S0 that you may make up your own
mind. Truly knowledge |S power.

One view s to baliave that the Next Big Thing in the
game workd is the only thing that you (the public) and us (the
game journas) ever think about. According to this theory
we're driven by a desine to know when the newest, most
powerful game machine EVER will hit the sireet and how
miuch it will cost. This is the theory thal corporations fuefled
by GREED and PROFIT actively promota in glossy
advertising, and therefore is the more mainstream viewpoint.

The other theory is that the current wave of interasl

in games that starled with Sonic has ended with Doom,
that the compuler game wars have been fought through
the "80s and thal the PC has won hands down, This is a
scary notion to the thousands of paope who write, market
or review games for a living, 5o the theory claims they've
conspired 1o contrive a false reality whera the Next Big
Thing ks just around the comer in the vain hope of
retaining the massive interest level of 1991, And, of
course, their jobs. Their main hope is supposedty that the
public will splash out hundreds of pounds on a string of
impressive but poorly supporied machines thal are
destined lor obscurity while magazine publishers hang
numerous short-running titles off the firework-brief interest
in this convayor belt of failures. This is a viewpoint not
particularly favoured by the corporations fuelled by
GREED and PROFIT, and it's entirely possible thal by
DISSEMINATING THIS ESSENTIAL INFORMATION WE
HAVE FORFEITED OUR LIVES.

AND FINALLY...

THE FUTURE OF (OlA WARS
(“Cake" - Ed) or (“Epilepsy” - Ed) - which of these
two soft drink glants will ultimately gain global
supremacy? With brandname bottied water
featuring so prominently in Gulf War TV coverage,
will these twin Kings of Caries step up the odds

| from setting fire to the occasional ingenuous pop
| star's head to an all-out armed conflict, conducted
| Inthe Third World of course, giving the world a true
taste of the Real Thing?

uunmmmmmmumm“nu
the ones who have to get up in the middle of the
night to go to work?

THE FUTURE OF AMIGA POWER

Maybe we could have more and more features as
the number of games decreases. And maybe we
could start dropping the occaslonal comment about

Od VOINV

e g tevhial, Chiaro thie:

mﬂm
we've calculated that by 15th August this year, the
two pop time lines will converge, and groups such
as Eternal and Boyzone will be doing nostalgic
covers of Oasis and Take That songs that are still in
the charts.

THE FUTURE OF THE AMIGA

Er... (That's enough about the future of things. - Ed)



COMPLETE CONTROL

COMPLETE
CONTROL

Eating death? Biting the dust?
Receiving it rather sharply in the
groin of failure? Don’t fret. AMIGA
POWER is here to help you kick ass,
show them who’s boss, surf the
waves of victory and patrol the
highway of success. High on tips, low
on jokes: Rich Pelley.

5 |
B

(Psygnosis)

Tha chaat, from Martin
Lewis of Darlingtan,

gives you access lo

every spell and leval.

Start as normal, prass
Down and Pause, releasa
Down keeping Pause
pressed and press Right,
Right. Right, Left, Laft, Laft,
Right, Right, Lett, Left, Right and
Lef. And that, according to Martin,
ought to do the trick. Andrew Brice of
Purbrook, on the other hand, supplies
some selective hints and fips.

Mix up spelis as follows:

® Quickgrow: Leal, feathar, silver ring
@ Spirit Bomb: Feather, gold ring, leal
@ Lightning: Two diamaond rings, feathar

the stalk and jumping left.

And 1ake out the end of level baddies
thus:

@ Tha Hairy guy with stilts: Run beneath
him as he jumps, walk with him, pick up
the boulder when possible, jump as he
turns at the bridge, climb the platiorm and

FLINK + PREMIER MANAGER 3 + POWERDRIVE
+ CANNON FODDER 2

_F)Jri_:':_! Dllj 4

MANAGER

{(Gremilin)
So says Chris Dodd of Reading.

“Hera ara the official cheat phona
numbers: Go o the telephone and click
on the numbers with mouse

400040 - Gives players high fitness and
morale and both feal. Anyone you
couldn't sell you will now be able to. The
director's debt will be cleared, as will the
number of voles of confidence.
Insurance will also be boosted,

343343 - Gives you an eodra £300,000,
and can be used as often as you like,

1) Always start off with Halifax Town as
thay hawve the bast strikers,

2) Always put your striker in number ning,
3) Set defensive players to long shooting,
4) Set midfielders to long shooting,

5) Set strikers cn medium shooting,
expact for player number ning who should
ba on short ranga.

6) Mever sall youth feam players

7) Ensure that all players have at least
four matches lined up by the end of the
season, including any yauth team players,
They will improve maore

8) Set defence passing to 70%%.

9) Set mid-field passing to 60%.

10) Set attack to 75%.

11) Hire the best stalf you can afiord.

12) Buy players through tha phong as this
enabies you to find cut aboul contract
players and tharsfors save monay,

13) Always keep your players in training,
14) Always keep morale a1 seven or mose.
15) Use player loans a5 ofien as possible.
16) For the Conference you must have:

® Ground safety — two stars

@ Ground facility - basic

@ Gym - Wona

® Ground rating - 40%

@ League seat price - £5

@ Laague temace - £3

® Cup zeat - £8

@ Cup terrace - £5

® Overdraftioan - £250 O0O/ES0 000
17) For the Third Division you must have
@ Ground salaty - two stars

® Ground faciity - Avarage

@ Gym - Basic

® Ground rating — 50%

@ League saat price - £8

@ League termace - £5

@ Cup seat - £12

@& Cup terrace — €8

® Overdraftioan - £750 000/ 10 000
18) For the Second Division you must
have:

@ Ground safaty - three slars

@ Ground facility — Good

® Gym - basic

@ Ground rating — 60%

@ League seat price - £12

® League temace - £6

® Cup seat - £18

@ Cup terace - £9

@ Overdraftioan - £2 000 000/£200 000
18) For the first division you must have
@ Ground safety - four stars

@ Ground facility — Excellant

® Gym — Average

@ Ground rating — 70%

® League seat price - £14

@ League temace - £8

® Cup seal - £21

@ Cup lemrace - £12

@ Overdraftioan - £5 000 000/£500 000
20) For tha Premier League you must
hava:

® Ground safety - four stars

® Ground facility - Excellont

@ Gym - Average

@ Ground rating - B0%

@ League seat prica - £16

® Cup seal - £24

® Ovordraftioan - €8 000 000/£750 D00

- )

—/

® Dust Devil: Leat, silver ring, Feathar throw the boulder, - N . ST D2PB2LXFOBBB2GU4XMHN
® Demon: Gokd ring, mirror, neckdace & Walking machine: Walk to the far night, J":)Jj_jui_').iﬂ j—lj Stage five (with §28,262) -
® Shrink: Mirror, necklace, amulet take a boulder, bounce on the spring and CLIBUCKFOBBCLG2XXMHX
@ Ghost: Skull, 1ooth, magic root aim the rock at the drivers. (US Gold) Stage six (with $52,951) -
® Platlorm: Feather, tiger eye, feather @ Ape: Mave into the gap which opens, Some more codes, from aptly-named Tony  BUPBOFFFOBBDWWYQXMHM
wait for the apples o fall and throw the Friend of Didcot. Stage seven (with $68,504) -

Look out for extra lives on the first level: bright red one, Stage two (with §17,800) - BODUJB2VOBBFLNCHXMHRA
® By ignoring the springy leaf, walking ® Spirit: Avoid his hands as he claps, and  BLJULCBMMBB81UDLXMHE Stage eight (with $26,000) -
through the trea and jumping quickly on use the smoke clouds to squash him on Stage three (with $32,733) - CGCBNGBV3BBCJBDSXMH
and off the platiorm, the head. CBGBSFMBMBBCWSQIXMHS5 Stage nine (with $35,175) -
@ By bouncing on an enemy’s head to ® Wainwright: When the firaballs stop, Stage four (with $18,243) - B2DULB5F3BBCZDTTXMHY
reach the platform just after the springy attack. Whan ha morphs inlo a dragon
leaf. chuck the creatures he spews back at his el ”-., J - - »

ing the : ; [ e ) ejr]r] y 'y
® By taking the first two leaves foliowing cranium, f d_] J_] J J _I-l _j_l_ |

(Virgin)

Hera ks a small cheat, from David Wiliamson of Ely, which works in both Gannon Fodder
games. Firstly, you must have four men. Highlight one man and send him out with four
grenades and two rockets. (If he gets killed, then send anothar out armed in the same
way.) Around the weapon icons you should notice a box with black and yellow squares.
Click on the rockets and grenades and the flashing outer box should disappear. Click on
ihe regimental logo above to spiit the group and, hey presto, both groups will now have
four granadss and two rockets when they should anly have two grenades and one rockst
each. This works on all levels, but is more effective when you have four men with rockets
and grenades. And, note that the original JOOLSRIP cheat works on the follow-up oo,

12 PAGES OF
PLAYING TIPS

Cannon Fodder 2 . . ... .52, 58-61

INVALUABLE
START HERE

Powerdrive .
Premier Manager 3

The Last Resort .........

The Lion King

Marvin's Marvellous Adventure 53
Mortal Kombat 2 ......




ROADKILL + THE LION KING + MARVIN'S MARVELLOUS
ADVENTURE + MORTAL KOMEBAT 2 + SWOS

ROADKILL

(Acid)

Yot more codes, from Alexi Tzitzas and
Trevor Myars of Cheshire.

Level three - HOPOONFGJT

LJ_. LION KING

Lewvel four - POPOPPMCR

You may also like to try pausing and
keaping your finger on fire, for some
reason. |t says hena

AR ‘_/JJ\IJ’ >

¥,
INRYE

L1LOUS

iy
ADVENTURE

(21st Century
Entertainment)

Codes, from Stephen Jumping Jacques of
Northumbarland.

Level one = HEART OF GLASS

Level seven - TWIN PEAKS
Level aight = SO ALIVE
Laved nina — FALLING
Level ten = APHEX TWIN
Level eleven = ELASTICA

COMPLETE CONTROL

E e T Bm— T am—

rasigns in the top part of the level under Lavel two — BIG BANG SYSEX Level twelve - MAX GOLDT
sawﬂtumsirmdm and to the left of the streiched elephant's Level three - DOING THE DO

hide. Jump from the big sioping bone and Level four - ZERO PLUS ONE Also, the cheat mode to skip levels is
® Pridelands: There is a circle of lifle and  fall back inwards. There is another one-up Level five — SPIKKELS OSTERWALD. Now press HELP or the yellow
a one-up to the far dght. Jump onto and 1o the leht of some small ledges leading Level six = MOTORCYCLE button on the CD32 to skip,
over the ledge guarded by the two lizards.  upwards. And also roll beneath the wall o

the beft of the ledge filled with porcupines.
® Elephants’ Graveyard: A circle of life \ \()< JJ\|

© Be Propared: To the base andleftol | / |

one of the big cliffs lies a circle of light, a
one-up and a blue beetle. Al the end of
the level, there is no need to dodge the

rf\_.).J..d 2] JX_JJ 4

! rocks, By jumping as far as you can from  (Virgin)
 ihe ledge without falling, you should be You may recognise this cheal from the
abla 1o stand in a spot Invuinarable from previous Mortal Kombal, bacause
the rocks. apparently if you type the letters of the Raingham), you will be presented with a
alphabet from A to U (in order) on the whola new cheat screen. But il the

noloriety of the cheats for the original
Moartal Kombat are anything to go by, we
wouldn't hold our breath if we were you.

® Pride Rock: To beat Scar in the final
fight, hesad to the extreme laft and throw
him off. This is tha only way to win.

SENSIBI.E WORLD
OF SOCCER

(Virgin)

“That's funny,” | thought as |
wheelbarrowed the contents of this
month's EEC butler-mountain-sized
Complete Contral mailbag out of the
Future Publishing building (HQ to the
increasingly sinister organisation
behind AMIGA POWER) and towards
my house lor a people who don't usually write had
weekend of — bought a copy of SWOS and
fun, XL I et written in to add their findings
frolics i i Ry e i to that of Paul Mellerick two
and issues ago.
Here, therefore, is
the result of my
envelope-opening
and “this one’s
about SWOS5 so Il
put it in this pile”
filing systam. I'll
print everything
word-for-word, as
by way of claiming
the fifth
amendment should
any inaccuracies or
down-right lies ever
see me in a court
situation. Incidentally.
Those of you who wrote in

oplion screen (as recommended by David
Goffin of Cleveland), or all the letters from
Ato Z (as urged by Philip Underhill of

two computer players. Dribble the ball
up to the oppositions goal post, shool,
hold down Fire and IMMEDIATELY
press R for replay. Provided you
remember nol to let go of your
joystick, every player should stick to
the ground , including the goalie who
you are shooting against. Let go of the
Fire button and play resumes as
normal. This actually works at any
point during the action, if you've got
enough fingers 10 manage it.”

Martin Peeve, Potters Bar

with trouble in SWOS are directed to
our DISSEMINATION on page 24.
Because here at AMIGA POWER, we
DEMAND TO BE TOLD THE TRUTH
BEHIND THE SCANDAL.

“Before you play a match, on the
screen where you select your players
to play in the match, put all of your
best players on the subs' bench, and
all the rubbish players in their place.
Start a game but before you kick off,
bring on your subs and, bizarrely, they
will play far betier than normal.”
Samuel Batley, Brading.

laughter. (| was going away, and
planned to start writing on Monday.) “1
know that we get a lot of post each
month, but for some reason this
manth's crop seems particularly
bulging.” And indeed | was right, for
come Thursday evening (the first
evening | could bring myself to start
work), it was almost as if lots of

“Chose a 5-4-1 formation, with your
best attacker as the lone, front player,
and an attacker as number 10. Once
the: keeper has the ball, kick it to a
midfield player who can then kick the
ball to number 11 who should be able
to run forward and curl it pass the
goalie into the net”

David Stiff, Essex

DON’T FORGET
to wing all tips,
solutions and cheats
with the maximum
haste possible to:
Complete Control,
AMIGA POWER,

30 Monmouth Street,
Bath BA1 2BW.

You'll always get our
thanks and sometimes
a prize too.

“if a player is given the red card, as he
is walking off bring on the sub bench
and the player will stay on. His feet will
be cemented lo the ground but - hey -
he can still watch.”

Alexi Tzitzss and Trevor Myers,
Cheshire.

“When you are sacked in the career
mode you can stay at the club if you
want to. You do this by pressing
continue career NOT looking at the job
oflers and you get your old job back
$0 you can get millions into debt get
sacked but get your old job back and
get out of debt al the same time.”
Richard ‘Boli’ Wilson, Sheffieid

“Start either a twenty year
management game of a demo between



COMPLETE CONTROL SHADOW FIGHTER
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AMIGA POWER

<

Unable to
tease the ‘special
moves’ from the
characters in the
Beat-’em-Up Of
Champions
despite their being
simple variations
on swirling the
joypad and
pressing fire?
Then call for Paul
Mellerickman.

the special moves for each

M character. So if you've any

sense at all, you'll completely ignore the
pages which follow and play the game
proparty. Go on = go away. Shoo,

Still hera? Tsk. In lact, the gama
only requires you to master a limited
number of joystick-waggling manoeuvres,
a selection of which are then applied to
each character, We've given sach
manoeuvre a latter for convenience,
because wa'ra ke that;

uch ol Shadow Fighter's fun
lies in learning how 1o access

A:
:H
C:
D:
E:
F:
G:
H:
I

o

Slightly peintiest 1o wear

these boxing glevas, then. Spinning Roundhouse - D

Flying Kick = G
Double Drop Heel Kick - J

‘ With a fol rol fol.a=

Ly -

]
e

The man auhe righ SLAMDUNK
i Slipically dead. - Jumping B-ball - C
™Y Spinning Fire Kick - H
Speed Attack - G

Spinning Fire Basketball - D
Head Spring Kick - B

right e suill
clinically dead.

Jumping B-ball - C
Spinning Fire Kick = H
Speed Attack - G
Spinning Fire B-ball - D
Head Spring Kick - B

=

ELECTRA

Electric Body -~ F
Power Launch - C
Earth Power Energy — E




2 The first sensiblc
f comcmhanather Wer in a

? | beat-‘gm-up.

)

;!1*“

B

YURGEN

s 5 E Kuto Kick - A
Gun Fire - D -, 1 Fast Punch - F
Power Fist - C % 3 i i . . Flying Power
Earthquake Fist - A - - - Kick - G
Kuto Fireball - D

Well, my whole body's
aflamg and I'm belng
maulad by a panther.

FAKIR

o= Sinister Genle
& | Hurricane - D
3 Mystery Fire - C
¢ | | Teleport -E
Magic Carpet - A
.i Frankly, we
b haven't a
clae.

SALVADOR

Spinning Powerball - C
Turning Flip Kick - H
Flash Panther - G

forunaicly it had not Mo KURY
eccurred 1o hel to (. Power Smash Fist - D
e Body Drop-C
Rock Roll - G
Spinning Fire Hand - E

HIMmOd YOINY

S66L NlHd YV

p'l-

W was & roe, and it spils ?;

iz | § %o




COMPLETE CONTROL SHADOW FIGHTER

56 A mare thirds feel
] closgr and 1'd have
showed you a thing

or two, my lad.

LEE CHEN

Fire Hands - A
Fire Handspring - H ", ] >, NN Cutting Claws = C
Fist of Falling Sun - C s ¥ e Rolling Claw Slash - G
Fire Fist =D o B - £ o - Tiger Pounce Attack - D
Fury Kick - F . Falling Angel - |

Falling Nunchaku - A

YARADO

Electric Speed - E

Spirit Power - D

Electric Splash - J (on the
A1200 version, try - 1)
Spinning Arms - G

TOP-KNOT

Fast Fire Somersault - D
Spinning Kick - A
Power Combination — E
Speed Elbow Smash - G
Hangman's Uppercut = H

TosHIO

D . : Speed Dragon - E

- . . * Dragon Uppercut - H

:"'_" - Dragon Kick - C
hh-4 A ) Circle of Fire = A

- i 9 1

(14 " — Wl .

o | A (

= H

: [l =

3 Ll =

o [ Fon

o

o

E Electric Sword - F

3 Spinning Blade - C

a4 Thunder Power - J (on the

A1200 version, try - E)

t‘ ' I \ LD R steel Sword - A
@ - Teleport = A



SHADOW FIGHTER COMPLETE CONTROL

PUPAZZ
THE
SINISTER

Bowling Ball - D
Buzzing Saw - E
Electric Fence — A
Flame Thrower = F
Jack-in-box Punch - B
Head Bomb = G

LA
KHROME 4 =

Liquid Stiver Attack - D night
Melting Body - E &

ﬂ‘"’ "
SHADOW

Flame breath - A . > i i Itulhhdhpmql‘ﬂlhaﬂ
o

Teleport - B
Fireball - D

Speed blue - E
Flame kick - F
Flame dive - G
Flame uppercut = H

i you hear & clank-
clank-clank, IT 1S ME.

N i.—-
At least my foot s back.

-

B

“BE"” THE BOSSES

@ To play the game as the macabre Pupazz,
type PARAPONZIPOPO on the options screen
and away you go.

@ If the Shadow Fighter Is more your thang,
typing MBARIVIDISOCCAFFARIMBARI on
the options screen is going to

bring your wildest dreams 1o life.

® For those of you who want to

cheat in the more traditional

sense (In which case, a curse

upon you), there are a couple of

more codes for you to enter. On

the options screen (becoming

predictable this isn't it?),

entering TERAKAKKU will give

you unlimited credits. Useful if

there's a character you can't get

w3 ﬁba vo

6L 1IHdY




COMPLETE CONTROL CANNON FODDER 2

58 Another
month,
and
another
selection

of CF2 levels.
They start not, as MISSION 13
Phase 1

Cam pl’EdiC'Ed The first foray into the

last month, with L s of Chieaga

the nasty purple m“m“'““"'m

ones with blobs as [Eeitiviitim
the extra rockets (2), look

E‘I“IEI’ﬁiES, but with g:mwmlm
M 1]
the rather natty o s
and cool Chicago Phase 2

gangster settings. [iwdinibenris

With a hey and a oo L A B
ho and a fully il g i
automatic firearm, [kt

let’s get those e T e

up. Mean streets? Wuss
boots a-walking.

sireets more like.

%"'-‘Phlsu 2 .::

J.]

s
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B L
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MISSION 14

Phase 1

Mission 14 starts with one of those famous panic
openings, as you've gol to blast the two guys In
the compound with you. Go to the front of the

compound and grenade the door (1). If you time it
right so that there's a car 1o the left of the door,

you can take out one of the speeding cars with the
door as it flies off.

Get in the helicopter and land it on the sniper
(2), squashing him under your skids, then land at
(3) to shoot the sniper at (4). If you leave the
helicopter where it is, iUll probably get bombed, so  get the reckets (2). Charge the two
move it to (4) and then go down the ladder and use  snipers (3) and again be thwarted by
up all your ammao on the doors (5). Leave one man  the curious perspective, because even
at (4) and take the other man in the chopper over though you should be able to drop
1o the roof to get the grenades (6). Walch out for grenades on the door (4) and two jeeps

soldiers in the street below, because due to the (5) directly ‘below’ you, they're actually
odd perspective effect of Cannon Fodder, they'll be  too far away. Bah.

able to shoot al you even though in reality they Head back down the far ladder and
wouldn't be able to see you. Land in the courtyard  destoy the jeeps (6) before finishing off
(7). You'll have to be quick and accuraie here as the door and jeeps (4,5) with rockets. It
you have to run up to the sniper and shoot him you get both jeeps with one shot, then

without hitting the explosives. kudos 1o you.

Onca you've got all the bombs, pick up the
other guy and work your way round the remaining Phase 4
doaors (8), making sure the door flies off each one You need both men to finish this
1o show it's been destroyed. Hitting the two mission, so if one gets killed, press
speeding cars is a bit tricky, but if you stand well ESC and try again. The idea’s to geta e !.!
hock o th road o o it bndctminate. i oncoch o tho o precsure SRR geﬁmm-g
fire and aim ahead of each vehicle, you'll pads (1) so that the UFO'll turn up, » i
eventually be able to rocket them.

Phase 2

Another fast start, and if the helicopter gets in the
air, press ESC and try again. Click directly on the
rockets (1), shoot the soldiers to the left, and the
moment you've picked up the rockets, grenade the
chopper. Extra grenades are up at (2) and cut of all
the doors on the map, you only have to take out a
few (3) to stop the troops coming out.

HIMOd YOINY

Phase 3

The main problems you've got with this one are
jeeps, but you can use their tendency to make a
beeline for you to your advantage. All you have to
do s make sure there's soma scenery between
you and them, and you can grenada tham as thay
bash up against it like flies against a window. Take B T T T e e e e T LI T o )
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out the first jeep (1) and then climb the ladder to dinl P S ey
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CANNON FODDER 2

COMPLETE CONTROL

ﬁﬂ but to ensure the survival of both blokes, it's wise to take out all the

baddies before you split them up. There are extra grenades at (2), a sniper
at (3) and doors all over the place (4). The two lurrets guarding the far
pressure pad will either blow themselves up when you get near or can be
simply blown up, and once you've got one guy there, the other one can
speed his return by using one of the two jeeps (5).

MISSION 15

Phase 1

Bleeerghh. Unfortunately we're back to those
nasty, pukey alien levels that spail a good 40%: of
the game. Why oh why oh why (oh why oh why)
did the designers do this? Anyway, you've got to
try and miss the hostages and hit the baddies,
which might be tricky since they both look
similarly like blobs.

Howaver, you'll soon notice that all the
hostages are conlained in squares surrounded by
lethal floor tiles, so just get the grenades near the
start, blow away the two doors (1) and shoot
anything that looks remotely free-roaming, you
should be okay.

APRIL 19885

AMIGA POWER
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Phase 2
Throw a grenade over the bulding to destroy the
door and then charge the sniper (1), To the right
of the sniper you'll see one of those crap darlek
things (2), which'll aimost certainly blow itself up
if you stand on the far side of the building.

Head down past the hostage recovery point
(3) and grenade the turret (4) before heading
down to (5). There's another dalek thing which
should take out the door (6) for you.

Go round the top of the central bullding to
(7) and take out the final door (8). There's an
enemy car (9) that usually gets caught up on the
corner of a building, so rocket that, take out the
sniper (10) and then escort the two hostages (11)
up to the recovery point (3).



MISSION 16

Phase 1

There's a car laid on for this mission, but | don’t think
you should bother with it. Instead, shoot the sniper (1)
and then chuck a grenade over the building to take out
the door (2). Wander along the road and use rockets on
the doors (3) before picking up more at (4). Edge down
the road an Inch at a time until you see the car (5) and
rocket it before it gets a chance to move.

There are some spare rockets at (6) It you really
think you'll need them, but otherwise, head to (7) and
grenade the final car over the building, leaving just one
more door (8) to blast and survivors to mop up to
finish the phase.

Phase 2

Waste the sniper (1) and move over quickly to get the
car (2) before it starts moving. Grab the two lots of
rockets (3) and then head up to the top left side to (4),
where the remaining enemy car will bump up against
the door (5), allowing you to use a single grenade to
take them bath out. That leaves one more door (6) and
a sniper (7) 1o round off the level.

And would you belleve i, not enough space to go
through phase three but at the same time too much

Phase 1

EnraT AT AT T

space to just leave blank. So far, this Cannon Fodder 2 guide's sparked off game. If the prospect of this solution finishing here fills you with dread and fear,
pretty much zero interest from people writing in or calling, compared to the do write in and tell us, otherwise this bit will just fade away and you'll never find
virtual telephone seige the mag came under when we did Cannon Fodder, As a out why the shops in phase three have rocket launchers.

bit of a tester to see if anyone out there's reading this, we're glving it a rest next Remember kids - people power starts with you.

month and devoting the pages to some other up and coming young upstart of a @ CAM WINSTANLEY
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Then no! But Yes! You need...

THE LAST

RESOR

L

Inexplicably lost your guitarist? Does the world think your new play’s crap? Not
much we can do about that. Rich only gives Amiga game advice on this page.

Imagine, if you will, lying on a bed of marshmallows while
Annaleyse from Neighbours tickles your feet with a partridge
feather and Joanna Lumley reads you Aesop’s fables from a big
pictured book and feeds you grapes while Beethoven's fifth plays
soothingly in the background at 8.00pm on a Saturday and your
winning numbers come up on the National Lottery and it's also
your birthday. Phwoar, eh? But anyway, on with some letters...

OPERATION STEALTH
“On Operation Stealth...”
Richard Johnson, Macclesfield

Right, that's it. | never, ever, want

o hear another word about
Operation Stealih. 1S THAT QUITE
CLEAR? Here, for once and for all, is
a complete solution

LOOSE ENDS

It really would be sweet of you if you could lend a hand to these folks in distress.

“In ELF how do you get off

level five (the dwarf caves)? |
keep wandering around, but | can't
find all the parts of the invention
that the inventor is looking for. |
know about the CHOROPOO cheat,
but that didn't help me that much.”
David Scanlon, Waterford

“On level one in

SLEEPWALKER there is a long
strip of water in the sewers and |
can’t get past it. | know about the
DINGADANGADINGALINGLONG
cheat, but again that didn't really
help that much,”
Fintan Scanlon, Waterford

“On KING'S QUEST IV how do |
calch the unicorn and the frog,
and what do | do with cupid's bow
and arrow?"
Craig Ritchie, Bradford

0 G'Mhunudnllm.lhlwm
admit that | am stuck on the

Cave of Wonders in ALADDIN. On
the first section of the level | can't
get across the river or lake or
whatever it is. The stalactites which
you hang onto seem to run out
betore you get to the water, so
presumably this is not how you
cross the water. And jumping gets
me nowhere elther. Has it got
somathing to do with the fish that
jumps out occasionally, or
something?”

lan Hughes

“| know exactly where this

letter is going to go: The Last
Resort, Loose Ends, Anyway, | need
help, and | severely doubt that you
will be able to help. On level 23, Tree
Top Rescue, The Bungee Trap, | can
get the key to free both merry men
but when I go to get the second one,
| can't get back up. (Of course. If
you'd remembered lo point oul what
game this is, you clot... - Rich)
David Jeffery, Lincolnshire

Q “Having fought by Harkonnen
army through almost a year's
worth of DUNE 2, we are always
pipped to the post on the last level.
Even the time when we had ten
missile tanks, twelve siege tanks,
fifteen combat tanks and two trikes
we still got stuffed. Any suggestions
1o add to those that AMIGA POWER
have already divulged?"”

Simon and Chris Aligrove,
Chichester

“In FRONTIER | was in the

Andancan system (grid
reference -2 -4) when a pirate came
along. | wanted to BLOW HIM INTO
THE NETHERWORLD but he was
flying too close to get a decent laser
shot in. So | fired a missile, it hit and
he blew up. ‘Great,’ | thought and
tried re-arming my Naval missile.
But Lo! Instead of saying 'Armed:
Naval Missile' it said ‘Armed:
Nuclear Missile.’ Please explain,
Dale ‘Rird’ Bird, Cannock

AIRPORT: EXAMINE cain retum slot,
buy newspaper and EXAMINE it to
find out which country is curmently
friends with Santa Paragua. Go
through the doors to left, secrete
yourself in cubicle and OPERATE
briefcase. Remove pen and American
passport, EXAMINE passport, TAKE
dollars, OPERATE calculator, TAKE
passpor from secret compartment,
choose nationality shown in
newspaper and OPERATE validation
button. Exit toillets, USE false passport
on customs officer, SPEAK to hosless
in kiosk, EXAMINE telegram, USE
airline ticket on security guard and go
through to baggage claim halls as
prompted by telegram. EXAMINE blue
baggage marked 'MR MARTINEZ',
TAKE it and head for toilets again,
OPERATE shaver, USE cable you
find on socket, TAKE cable and
shaver, leave tollets, show customs
officer false passport again, head
through automatic door fo left and wait
by the “TAXI" sign.

TOWN CENTRE: USE wad on
Bank Clerk. Repeat, head for flower
shop, USE coins on florist, TAKE red
carnation, go to park and sit on bench,
Your contact will amive, but'll get shot.
TAKE key card and leave
immediately. Return to bank,
EXAMINE key card, USE it on bank
employea who'll open the safe. USE
key on the safe corresponding with
card, OPERATE lock, swipa
envelope. You're caught in the act
though, and dumped in a cave.
OPERATE ground, USE piece of
matal to cut ropes, OPERATE ground
again, TAKE pick axe, EXAMINE rock
wall and OPERATE pick axe three
times on the part whera the draught's
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CASES CLOSED

You shouldn't have, you

WING COMMANDER
George Fraser from Stenhouse
Muir was having severe

asteroid-related problems way back

in the days of Issue 45.

*| assume from your mention of

asteroids that your Mission Six
is with Maniac in Scimirats at
Brimstone rather than Raptors with
Angel at Gime. On that assumption,
your problems is not that you are a
Captain, more the fact that Nav 2 is
hideously difficult. After fighting the
Grath near Nav 1, head straight from
Nav 1 to Nav 3 (which is clear), and
thence home to the Claw. Nobody
will mind and with any luck you
ought to live to tell the tale. Save Nav
2 for when you play through again
with another character.

Here also are few tips for the
next two missions. For the Exeter
escort mission, avoid the asteroid
field and fly out via Nav 2, disposing
of the four Salthi encountered en
route, Chase the four Dralthi off the
Exeter at Nav 1, then return via the
now clear Nav 2.

For the Dorkir (Kilrathi
transport) destruction mission, the
first two fighters you meet are Jalthi.
They are a new type carrying six
front-mounted cannons. Close
quickly, dodge if they shoot, get
behind them and attack from there.
At Nav 1 you will meet Khajja; a
Kilrathi ace, not a new type of
fighter. He and his three wingman
fly Krants. Leave them to Maniac
and go for the Dorkir. Contrary to
what lceman might have told you,

coming in.

UNDERWATER: Use left mouse
button to swim toward rocks, and swim
to surface if your oxygen gets low.

HOTEL: USE coins on man on
beach to buy inflatable bracelet, go to
hotel, OPERATE lift button, alight at
second floor and take stairs 1o third.
Tum right, and OPERATE last door.
You are kidnapped this time on a boal.
OPERATE bracelet, operate again
when you reach seabed and swim
towards Julia using left mouse bution.
OPERATE her, and you'll be rescued.

PALACE: Locate key, use rotating
doors to avoid guands, OPERATE door,
and OPERATE statue's am. A safe will
appear. USE littie box on safe, OPERATE
the button and amows, OPERATING
validation button every time light comes
on. TAKE envelope from sale,

JET SKI BIT: Avoid shark fins and
jet skis, basically.

ANOTHER UNDERWATER
CHUNK: Head for seaweed, locate and
EXAMIMNE 'odd’ section of plant lile for
elastic band. Head right, EXAMINE and
OPERATE palm tree, OPERATE
button, go towards entrance and

know, but thank

your guns will have an effect on it.
Kill it and then afterburn home with
or without Maniac. Unless, that is,
you wanted to stop and dog-fight...”
Bossman, Longfield

FLASHBACK
Steven Hyde of Nottingham
was willing to sell his own
granny for the codes to the easy
levels of Flashback. So please
forward her to...

“Level one = WIND

Level two - SPIN
Level three - KAVS
Level four = HIRO
Level five - TEST
Level six - GOLDRPL
Level seven - WALL"
Carl Rayner, Suffolk

ZEEWOLF
Ki Ra Barnet of Milton Keynes
and Zeewolf weren't on the best
of terms in issue 46 either. Why
couldn’t he pick up the men after
he'd freed them on mission two?

The reason that your chopper will

not pick up the people is because
it has not landed. To do this you need
to press G key. This will lower your
landing gear and, if you are playing by
joystick, you will automatically land. f
not, landing is a litthe tricky, and may
cause you some damage. As long as
you land close enough to your men
they should run into the chopper.
When they are all aboard, press G
again, fly back to your ship, land
again and your men will run og}_tn

OPERATE hatch.

SECRET BASE BIT: USE pen on
lock, and waich on right and left walls.
Head for grill, walt undemeath and
OPERATE.

ANOTHER MAZE: Pretty similar to
the last one, really.

SHOWER: OPERATE soldier,
EXAMINE his shoes, TAKE laces and
towel and USE them on him before
scarpering with his shoes, clothes and
glass,

CORRIDOR: Go downwards,

ANOTHER CORRIDOR: Head for
opposite door.

STOCKROOM: EXAMINE,
OPERATE, then EXAMINE again third
draw to left, TAKE and USE laces,
EXAMINE, OPERATE and EXAMINE
bottom draw to right and take stamp,

ANOTHER CORRIDOR: The exil?
On the right.

YET ANOTHER CORRIDOR: Go
through opposite door

GUARDROOM: EXAMINE clothes,
TAKE orders, USE glass on fountain,
OPERATE untidy desk, TAKE lifeboat
and leave, pronto.

LOTS MORE CORRIDORS: Head

s awfully for helping out just where we needed it.

gafety. Mission complete. This was, of
course, all in the manual. You did read
it, didn't you?"

Daniel Irvine, Crawley

FURY OF THE FURRIES
Q For Shirley Baker of Bristol

who was stuck In issue 41, help
has arrived at last. Better late than
never, eh Shirley?

“Get past the blades and across

the spikes. Turn around to face
the spikes and go to them without
touching them or jumping. Face the
acid again and run at it. Just before
you fall in jump to first height and
keep going. A fan should break your
fall and lift you to the other side.
From there keep going until you find
a circle of air. You can get out of the
other side to the exit.”
Mini Possum Brown, Leeds

MANIAC MANSION
“Dear Rich,” writes Philip
Colvin of Poole, “here are the

answers to the two Maniac Mansion

queries in issue 46.” The cad.

A"Flrm.ﬁdamniﬂm'lullt’t
qguestion. The dime, Pepsi and
jar are for getting o the telescope.
The paintbrush is useless, the yellow
key is for the car, and the manuscript
is only useful for Wendy. if you have
Michael you will need the sponge.
The key for the door you asked about
is in the basement near the fuse box
and the gas is on Mars. And for David
Hillingbery of Maldenhead. The
tentacle can be passed in a number

up and right, hand glass of water over lo
officer, head up and right and then, go
towards fo the top left exit bul take first
1o the right.

OFFICER'S ROOM: USE glass of
waler on officer, then when he tums
TAKE stamp.

MORE CORRIDORS: Take the
axit 1o the right, the bottom right, then
the door.

GUARDROOM: Take inkpad from
between chair and mess, ink stamp,
USE it on the orders' sheel, OPERATE
cigarefte case, EXAMINE and
CPERATE blue one, and USE cigaratte
paper on glass.

ER: More corridors. Exit to top
right, USE fingerprint on keypad, take
armoured door and axit right,

THE LASER ROOM: USE
slamped orders’ sheet on leter box,
and go towards |aser doors.

A FINAL CORRIDOR: USE
electric cable on socket, OPERATE
electric razor and USE it on waslepaper
baskel.

CONTROL ROOM: Wail for razor
to give message 'EXPLODE, ONE,
TWO..." and quickly USE red cigaratte

of ways; by handing him a badge
from the meteor police; by giving him
a contract for the manuscript; or by
gatllnguiﬂandorEmnTm
your side.”
mupcmh.m-

PREMIER MANAGER 2
More help than you can shake
Eric Cantona's legal costs at
for Premier Manager 3 back a few
pages. But not wishing to see Kev
Shackleton of Stockport bringing
the game into disrepute with last
month's revelation of the cheat
phone number (896610), pen was
put to paper by a number of readers.

“Follow these guideline, Kev

and you can't go wrong.
PASSING - This depends on weather
and formation. The best formation is
4-2-4 or 4-3-3. If it is windy then pass
low; Hlny,hn pass high.

KING - Remember that it is your
Mm:uutmnﬂrﬂmwm
your defences between their
attackers. If your formation is 4-2-4
then theirs is 4-4-2 then zonal Is best.
SHOOTING - Medium to short range
is the best as you won't miss too
often forcing the keeper to save.
He'll miss eventually!

At the beginning of the season,
buy everyone whose contract is on
zero; you will not need to pay a club
fee, and can hence flog them off
after a few games.”

Tom McMain, Tyne and Weir

“Also, Kev, did you know that

the exploitation of fans is not
only fun but earns you money as
well? Simply by upping your seat
prices to £25 and terrace prices to
£20 you will rake in around £30,000
every home game.”
Marc Ames, Welling Borough

on computer. It will exploda, then
OPERATE Otto, USE CD on the laser-
reader and head for door to top lefl
HELICOPTER SCENE: USE
elastic band on bomb and fall to ground
And when second screen appears,

DPERATE the lifeboal 2
You've won! =
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I hasn't escaped our notlice that
some of the more scurrilous
software houses are praclising a
form of BUDGET BANDITRY on us.
How can the likes of Empire reasonably
justify charging €17 for Elite Plus on
their "budget’ label, Action 16, when an
equally great game of the same era,
Stunt Car Racer, is available for a mere
£5 from Kixx? Elife Plus has one disk
and a liny manual so there's no
justification. And it's not just Elite
either; £17 for Team Yankee? £17 for
Fields of Glory? No, no, no

And anyway what is a budget
game? When new releases such as
Kingpin cosl just £13 and yel games
that are several years old cost £17 how
do we know what's classified as a
budget and what isn't. WHAT KIND OF
FARCE IS THIS?

Nobody we spoke to seemed able
to give us an answer either but the
software houses should BE WARNED.
AMIGA POWER has your phone
numbers and NO FEAR about using
them. There is no excuse for ‘budget’
games that cost €17 or more, A
tenner’s a fair price.

EXILE + ELITE PLUS

Runs on: AS500, AGDOD, A1200
(RAM caches disabled)
Publisher: Audiogenic
Price: £15

Release: Oul now

o you read AMIGA POWER

requlary? Of course you da

And do you eagerly look

forward 1o our annual AMIGA
POWER All Time Top 1007 Only a cretin
wouldn'l. You may have thought that we
were complelaly potty 10 place
Audiogenics Exile at numbear ighl, but
now thal Audiogenic have sensibly re-
released it 5o you can aclually buy a copy,
each and every one of you lucky people
can revel in the enjoymeant of this nigh on
ancient game.

Exila may look crappy and bland, but
that's entirely misleading. It's an adventure
game completely devoid of all that tedious
“click here to interact” stuff, burying the

ELITE PLUS

Runs on: AS00, AG00O, A1200
Publisher: Empire

Price: £17

Release: Oul now

side from the crazy price,
it's great to see this oid
chestnut back in the arena
and demonstrating that
beats

flashy graphics every
time. For those of you who don't know

what Elite is (well the sandwich
man didn’t know — but then
he's a fool anyway, albeit in a
rather sinister, overly-cheerful
way), it's the seminal open-
ended space
combat/adventureftrading game
that launched a million virtual
careers for pirates, lraders, bounty
hunters and miners back in the early
'80s. It's the first game | was ever
addicted to and | was pleasantly
surprised to find that it still has a lot
of the old attraction (ie | spent far
longer playing It than was strictly
necessary for this review). You're
after three things in Elife: money, a
bad reputation and a clean driving
licence (just like real life, eh kids?)
and by piloting your spaceship
F| through a ludicrous number of
planets in each of eight ditferent

EXILE

puzzie solving and exploring in a
gorgeously fluffy duvel of arcade action
Controlling a squat jet packer in a maze of
tunnels and caverns, you bump, shoot and
blast a path through an incredibly
convinging “real physics” workd. Heavy
objects weigh you down, rocket thrusters
fight against gravity and winds blow your
litle guy around in such a believable way
that after a few minutes, you just know
how he's gong to behave in a given
situation, It's just as wedl that the main
control's so infuitive, as the keyboard
controls take a bit of getting used 1o
They're fiddly because there are so many
aclions you can perform. You can drop or
throw objects, carry them or store them
away, and use ditferent weapons as you
find them as well as altering their direction
of fire. And with the controls for all this
spread over about 15 keys or accessible
through an odd litte menu, it's just as well
you can pause the game and refer to the
extremely helpful manual

The gama's a single, vast level, and
even after hours of play I've clearly only
scralched the surface, but the main thrust
of the game is picking things up, taking
them lo other places and using them to

B EMERLCIL]

galaxies that's
what you'll get.
Elite looks horridly 8-bit -
although the graphics broke new
boundaries when the game firsl came
out they look very jaded now - but
thera's still enough to give you several
months of intriguing fun or, as in my
case, teary, nostalgia-filled evenings in
front of your Amiga. All this on one
disk - and they still have the nerve to
ask £17 for it. Tch eh?
® STEVE FARAGHER

open
doars,
transport waler o
activate robots. Exactly the sort of thing in
fact that'll keep Rich Pelley's The Last
Resort full of enguines for months 1o
come

I'm not really putting across my
enthusiasm for the game as it's hard 1o
say enactly what's so appealing about it
It's one of those games that just feels right
when you play it, the kind of game thal'l
eal up alternoons without you really
noticing. It doasn't even feel like an
adventure game, in that you don't get
bored of traipsing round saying “I'm
scared” or talking to people with far too
many Xs in their names. | like it
@& CAM WINSTANLEY

It does look a bit crap,
doein't 07
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TORNADO + PREMIER MANAGER 3 EDITOR + TEAM

A liethe bit
confuting
isn't ?
!rl M

CUIICHS TART

PREMIER MANAGER 3

EDITOR

Runs on: AS600,
ABDD, A1200
Publishers:
Gramlin
Price: £15
Releasea: Oul now
remier Manager 3 [
Editor. s an edilor.
For Premier
Manager 3. That lets
you edit. Everything. You wani

He's my littie PURPY

suparstars in your team? You
can have ‘am. You want
Arsenal to play in the Conference? You
can (evil chuckle) MAKE THEM. You
want to turn Vinny Jones into a cissy?
Easy. You want a ground like the Neu
Camp in Barcelona? Well actually the
editor only lets you have up 1o a 99,999
capacity, bul that's not bad.

Ah, but I'm not supposed o just
tell you what it doas am |7 I'm
supposed lo responsibly cast a critical
eye over it So what am | going fo say?

| know.... back in AP44 | said in
my extraordinary, compalling and
erudite review of Premier Manager 3:
“it's & bit hard™. And, well, it is. So now
with the new editor if's easy - you just
makea all your players into muki-million
pound stars, fire up the game and away
you go, winning everything in sight.
Except that ironically you don't. | must
ba some kind of a crap manager 'cos |
got lan Wright to play for Bath City,
made all my players superstars and still
had no success getting out of the
Vauxhall Conlerence. | couldn't even
gel lan lo score a goal for me.

Anyway, | digress. Albeit
charmingly. After Cam's feature last
issue drawing parallels batween people
who use cheats in games and the
cheering, leering THRICE DAMNED

HORDES OF
SATAN you would imagine, cormectly,
that AMIGA POWER rather disapproves
of cheats. PM3 Edilor is essentially &
ghorified cheat for the game and
therefare not the kind of thing we
approve of. However there is a good
reason to buy it and thal is lo keep your
players up to date. No football game on
Earth can hope to keep pace with all
the action of the transier market, but
Gremlin have done a good thing and
given us a tool with which to keep all
our information current, thareby
aliminating the need for data disk
purchases in the futura.

And betwaen you and me, while
Cam's busy on the phone, it can be fun
to chaat a little bit. That player you
always thought was vastly under-rated?
Mol any more. He's a star. That team
you despise? All their players are
suddenly crap,. Bath City? Eurapean
Champions mate,
® STEVE FARAGHER

THE BOTTOM LINE
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Runs on: AS500, ABDO, A1200
Publisher: Action 16

Price: £17

Releass: Oul now

eam Yankee, Pacific lslands and
War In The Gulf are more or
less three dala disk versions of
tha sama gama thal wera rather
cleverly markelled as complately different
titles, Thankfully, their shared game
enging is challenging and @nlanaining, so
we'll forghve them on that poinl. What's
harder to bet slide is the lact thal this one's
even oldar than AMIGA POWER, yet
they're flogging it at £17. On the other
hand, the Combat Classic 2 compilation
from Empire contains Pacific lsiands plus
F-18 Stealth Fighter and Silent Service 2
for a mere £30, making it a better value
and genearally more worthy way to have a
g0 al commanding lanks.

Based on the novel of the sama
name, Team Yankee puts you in
simultaneous contral of 16 armoured
vehicles, from hulking main battle tanks (o
rather weady missile finng APCs. Tha
gama's sphit into interlocking real-time
missions whare you desperately iry to halt
the advance of Ruskie armour across pre-
Glasnost Europe in the first desperate
days of World War 3.

Simullaneous control of so marny
vehicles is both the strength and
weakness of the game, Your lorces are
5pit into four groups of four vehicles,
which simplifias things, and you keap track
of things either on a map screen (where
you also plot waypaints for each unil) or
by splitting tha screen into four seclions so
that you can see what's happening with
each unil,

Before the start of each mission you
can ra-aquip your vehicles, study the map
and call in arfillary sirikes al pre-set times
This invariably gives rise to hilarious
friendly fire incidants as you plough ong

YANKEE

TEAM KEE

IREBEEF

Hoaoray, tankic nh.

Business as usual for Cam.

unit through the fire zone at the set timea
and get them all blown 1o heck, Jus! like
the real thing.

Tha map shows all enamy unils that
your guys can see, and the lirst person
view uses whal looks like a combination of
veclor graphics for buildings and roads,
and scaled sprites for all the vehicles. Like
mast sprite scaling, they look a bit crap
and blocky close up, but since they
explode quite necaly and burn merrily,
that's not really a problem

Whal is a preblem &5 the complete
lack ol artificial inlelligence on your side,
80 unless you're controlling your units,
they'll just sit thera and get blown up, This
means you can only really take one unit
inlo action at a time unlass you're
inhumanly fast with your mouse, which is
a pain. It's also difficult 1o work out which
unit's being shot al until a vehicle
explodes, which is of course way 1oo late,
The only annoying features of an
otherwise classic game,
® CAM WINSTANLEY

THE BOTTOM LINE
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FIELDS OF GLORY + STARDUST

‘FIELDS OF

Runs on: A1200
Publisher:
Powerplus
Price: £17
Release: Out
now

ell, that
didn’ fake
long, did
it?
Reviewed by Cam in

issue 44 (he gave i
61%, fact tans), for
some reason {and it's
nat my job to speculate)
this is surprisingly out
on budget already, And
after a quick discussion
with Cam, because
he's the one in tha
know when it comes to
war, and some
thorough play-lesting,
I've concluded that
fhere’s very litile

% planet just wink at me?
3

OOLUNOED 5

2

reason to gel excited

aboul the price cul
Figids of Glory is a
war game. It's all about
1815, You know. Waleroo;
Wellinglon, Napoleon,
Blicher and all that. You
can control all the
elemants you need to, and

We fired once more and

choose which side you
want to ‘be’

Untartunately, thanks to a few dodgy
bits — the control syslem and lack of
attenticn lo detail, and a major problem
with not recognising the terrain and taking
it into account when processing
moverment ordars — the game quickly
degenerates into a lapsadaisical,
strategical farce.

@ PAUL MELLERICK

Runs on: AS00
Publisher: Daz
Price: £1(

Release: Oul now

e marvelled at this when it
was first released (reviewed
in issue 33 by ex-AP-Dep-
Ed-turned-Alien-Planet-
level-specialist Stwart Campbell), because
for a top-quality game 1o be released at
anly £17 was great for everyone
concemed. And now if's a mere tenner.
We marvel vet further

Yas, Super Stardust (the new and
improved version) has been out for a
while, bul if you've been umming and
aahing aboul whethar or not 1o spend your
hard earned cash on an updated version
of Asteroids, then at this price you've got
NG roeemi Ior InGecison

Although Asteroids is an old game
(one ol the first coin-ops ever, in fact),
Stardust is full of great graphics, excellant
gameplay and bes! ol all, a challenge. It's
bloody hard. But thankfully, bloody great
fun as well. And the polentially repetitive
nature of Asferoids is broken up with the
tunnel sections that get you to the five
differant worlds in the gamea. And there
are the optional special missions (using
another classic game, Thrusf) to try out as
well, So not only is it great, it's
fremendous value for maney too

STARDUST

THE BOTTOM LINE

INIIHI4
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Buy power-ups from this delighttul
sigampunhy window. . 2

(000
| . %
¥ .

It's all kovingly put together, beautifully
drawn, adrenaline-pumping stufi, suflering
shightly from the fact that there's no
keyboard option, but still one of the most
addictive, enjryable and tough games it's
been my pleasure 1o play

So if, like the vast majority of
unsaeing Amiga owners, you failed to buy
this the first time round, make amends
without delay. Or eise
® PAUL MELLERICK

THE BOTTOM LINE
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SOCCER TEAM MANAGER + RACHKNEY'S ISLAND + JURASSIC PARK

SOCCER TEAM MANAGER

Runs on: A500, AGDD, A1200
Publisher: Alilernative
Price: £13

Release: Out now

here are two possible

reasons why thers are so

many football management

games around at the moment
and which one you believe depends on
your general stance on life.

For the cynical among you, those
who view every facet of life with
caustic suspicion, the reason will be
clear. The software houses have
realised that Amiga gamers will buy
any old crap, [ust =o long as it's a
football management sim, and they're
CASHING IN.

For the other hall of the world, those
whao think that life Is genuinely getting
better and that world peace is a
possibility, if only enough people
believed it was, there is another
answer. It's that so many people love
football management games that
there're always people programming
them at hema, trying to add thalr own
unique contribution to the footy manny
pantheon.

As far as this game goes I'm of
the second persuasion: this game is
obviously written by itallan footy
manny sim fans who obviously have a
great (ahem) love of Championship
Manager.

Let me get 1o the point. (Please. -
Ed) Soccer Team Manager is crap. It's

Runs on: A1200
Publisher: Ocoan
Price: €17
Release: Oul now

‘ ‘ uchhhm Ka-Chak a
Dagga Dagga Doo”
(Scheming Celt Turncoat

Steve McGill, AP33.)
“After reviewing this game, | never ever
wanted to see it again in my life ever”
{Scheming Celt Turncoat Steve MeGill,
AP37.) I's amazing how a few weeks of
enforced play to provide a step-by-step
50lution can change your mind. Bul the
criminally disloyal Scot's eflorts were not
in vain, for | was able lo use the
passwords littering his guide 1o see ihe
famous Doom On The Amiga 3D sections
afler losing patience with the liresome
three-quarters view maze/puzzle levels,

Jurassic Park, you sae, while

commeandably denying the platlorm lormal
of ease, falls into the film licence trap of
targetting the largest possible audience by

P
Action. Excilement.

Thrillz. Latfs, Galore.

not bothering to be al
all clavar. Or good:
while it looks and
sounds tremendous, i1
plays like a platter of
lishpasie sandwicheas.
You can gutrun the
serolling of the maze
sections and 50 drop
off uncomvincingly
dangerous “high cliffs’
before you can see
where the ledge
below is placed, there's lemble slowdawn
when more than four dinosaurs are on the
screen and the puzzles tenaciously reluse
lo rise above the locked gate/inlerrogale
computariaarn security kay is in the shed
in secior threa'but = oh nol = tha power 1o
the doar's off level. The one whil of
inteligence comes in fying the levels
ftogether in one huge map so that it's

well intentioned I'm sure and the
publishers tell me that it's “attractively
priced” and “easy to gel into” and that
their young children love playing i,
but it's a vary simple, text-based game
which has litted most of its English
and quite a lot of its approach from
Championship Manager. However the
game lacks the depth of
Championship Manager and, frankly,
quite a bit of the charm.

In its defence it's very up-to-date
and it features the Itallan Serie A as
well, in case you wanl to manage an
Italian team. Frankly, though, If you
want some depth and sophistication,
together with lots of stats buy
Championship Manager on budget.
® STEVE FARAGHER

possible o escape a section only lo find
out you've missed a spacial pass (or
somathing similar) and so have 1o go back
later on

And 50 1o the 3D bits. Damned
impressivi an first sight with shadows and
lights, pictures on the walls and music that
gets all exciled when a dinosaur is about
1o leap upon your head, you soon realise
they're exaclly as vapid as the maze
sections. You run around, you shoot &
dinosaur, you go through some doors, you
curse the oily controls and lack of sense
ol diraction on the map, you bacome
annoyed at not being allowed 1o shool
Dickie Attenborough despile the fact ha's
clearly standing diractly in front of you,
than you gel a bit of a headache and go
home 1o watch Duckman. (The Late-night
Cartoon of Champions,) It's all a bit empty
and dull really.
® JONATHAN NASH

don't really want to talk about

this one for too long. it's a

platform game. It's a very simple

platform game. And it's also dull,
unplayable, boring to look at and not
much fun at all.

There are aboul two colours on
the screen (or so it seems), the

controls are awkward, the game
structure is poor and repetitive and
the whaole thing is about as original as
American tourists.

Okay, 50 it's only a tenner, but |
could fill up the rest of this magazine
on batter things to do with a ten
pound nate. In fact, as may have
already been said, take a good, long
look at the Stardust review somewhere
in this section.

@ PAUL MELLERICK

“But hiz shot lacks power™
ki "
T35 ‘P:rnm.:ﬁund: familiar. *,
T me ™ £

e R T
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THE BOTTOM LINE
Stralghtiorward foctball
management game that's basically
the same as all the others except
that it's slightly less attractively
presented {and | didn't

think that was possibla).

It's cheap for a new

game, but not worth it.

Why X-ray
dinozaurs?
EhT ER?

THE BOTTOM LINE
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ell,
Global
Effect is
very like
Sim City in initial
mpach. You know,
you've got this world
and all the 1ools you're
ever going 1o need
and you've got 1o
build it up into &
perfect example (or

WILD CUP SOCCER

Runs on: CD32
Publisher: Kixx
Price: £10
Release: Oul now

{ you don't like the idea of Bruial
Foutball (see below) because it's
based around American Football,
then Wild Cup Soccer could be the
game far you

On the other hand,
all wa've gol here is the
same game as Brutal
Foothall, but about real
leotball instead. I's got
the same mindless (and
redlly not very amusing)
violence, the same slow
and repetitive gameplay

(just get the ball, and
kick it up field & |a late
B0s Wimbledon) and
some really bad and

UHFHIEHULV

sHImy 18

mL FLEsEEERSALE

n epell lizard. Poltroons

PLAYER ONE

BRUTAL FOOTBALL

Runs on: CDa2
Publisher: Kixx
Price: £10
Release: Out now

0, na, no and, er, no. Again,
I'm not going to stand for this.
The Scheming Celt Turncoat
Steve McGill may like Brutal
Foatball, but in my opinion he was wrong.
Reviewed just over a year ago, this
scored & mammoth (for AMIGA POWER)
88%. It was compared fo the god-ike
status of Speedball 2, |t was said 1o be
quite funmny.
Well, I'm sorry, but I'm not as easily

1 ] e L N

= Try as he might, Ulrik couldnt
', make out the strange inseription.

GLOBAL EFFECT + WILD CUP SOCCER + BRUTAL FOOTBALL

your own interpretation of perfect) of what
a wild shauld be.

The twist is that this time, rather than
the relatively simple task of Sim Cily,
building cities, your task is to make sure
the world doesn't get over polluted,
damaged and all sorts of other things into
the bargain

Global Effect is a novel slant on the
‘god’ game, but unfortunately there's a
severe lack of anything going on to keep
you interested in the game. There's also a
long list of faults ~ the main one being that
success depends, bizarrely, almost
entirely on how many trees you get fo
grow and little else
@ PAUL MELLERICK

THE BOTTOM LINE

ISR EL

unconvincing animation just to round
thengs off nicety,

Cam didn't like it very much when he
resiewed it in issue 40, and even with the
always welcome addion of a two-player
mode, it sill isn'l very good
® PAUL MELLERICK

o

Unfriendly? Aha ha ha.

BUY HERPONS

begins to get in the way of the game,
then frankly it just ends up like Morial
Kombat 2 - all blood and no guts.

Okay, so the basic idea of the game
is a bit of laugh and there are plenty of
gaming options (leagus, cups and the
lika) but the whale effect is of just a
hyper-violent yet diluted Speedball 2 rip-
off, viewed from the side instead of

==
w""'“ﬂlﬂ“ "
“"-'“‘thdhnuum_

THE BOTTOM LINE
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JAMES POND 2 + JAMES POND 32 + B-17

B

Runs on: CD32

Publisher:
Price: £10
Release: Out now

Kixx

ell, all | can say is thank
goodness they decided to
do a thind one, because if
this had been the las! in the
James Pond serigs, it would have been a

P

X N"R"R Pl

adliill
I
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Runs on: AS00, AGO(
Publisher: Powerplus
Price: £17
Reloase: COul now

n many ways AMIGA POWER can
be likened to a B-17. It thunders
argund the world, bringing
devastabon upen the unworthy in the
name of justice. J Nash spits
incomprahensible cartoon references from
his position at the tail gun. Cam drops
thousands of pounds of lethal games
knowledge through the bomb doors. Steve

Slllchlng from
character to characier
from thiz screen is

disappointing end,
Whereas JP3 gels loads
of things right, JP2,
although regarded as
coal and even (possibly)
revolutionary at the time,
doesn’t. In fact it's an
awlul game.

Okay, the first aight
or nine levals are lun
and intriguingly big. but
when you realise that
there are something

like eighty levels, all basically the same,
the fun begins quickly wears off. And after
an hour or 50 of playing level after level,
jumping here, streiching there and
bouncing off this and that, the game
quickly loses any appeal it started with

IV's not badly drawn o animated.

Theara's no dulf sound or bugs, I1's just
that it's completely boring and utterly
predictable,

® PAUL MELLERICK

THE BOTTOM LINE

INERE EF]

navigatles us through the complexities of
football management games with his
remarkable map-mind, Paul speaks a
slrange language into the radio sel. Sus
squats tetchily in the ball turret. And |, of
course, sil at the helm, guiding us salely
o our ultimate destination, wharaver that
might be, with a steady nerve and a
steady hand. And my special Dawn Patrol
Jacket, which I'd really rather not give
away in the competition on page 45,

In B-17 (AP25 83%), however, you
must do all these jobs single-handadly,
jumping from rble to role rather ke Alec
Guinness in Kind Hearls And Coronets.
The computer helps you oul, though,
looking atter everyong apart from whoever
you'ra currently controlling.

The graphics are fantastic - your B-

it

Publisher:
Price: £10
Release: Out now

o you like Pond, do you?

Then with the best two Pond

games going for a tenner

wsach, this Is definitely a
good month for you. | actually prefer
the third (and final?) game because of
its size, variety and hidden bits.

James Pond 3 is trying very hard

to be an Amiga version of a game
from the Super Marfo genre. What this
means for the player is a game

I you ignore it, i'm
just g0 away. Maybe,

varying in pace,

with lots of hard

thinking to ba done and

all sorts of tricks and
tactics to learn.

There are some annoying pixel-
perfect jumps and some of the game
mechanics (actually trying to stand on
a solitary block, for instance) are
frustrating. But it's quite clearly the
most enjoyable and playable of the
James Pond games and will definitely
keep you going happily for a long
time. (Pauwl is, of course, entitied o his
opinion. - Ed)
® PAUL MELLERICK

THE BOTTOM LINE
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17 really does look like a B-17, complete
with propeliors that go round, wheels that
don't quite retract completely so the tyres
slick oul @ bit, frames around the
windows, guns which swivel aboutl, and
glars on the wingtips, It taxis onlo the
runway and then, as it gathers speed, the
1ail wheel lifts off before the main cnes
follow a lew momants later, And it looks
aven betber just as soan as i's in
formation with a couple of othars

Perhaps a lumbering bomber isn't
quite as entertaining to fly as a nimble
fighter, but 8-17 compensates with its
tricky crew-jugghng and shck, almosphere
enhancing presentation

Unquesticnably, B-17 s the king of
World War 2 bomber simulations, just as
AMIGA POWER is the all-powerful
cosmoplast ol computer magazines.
® JONATHAN DAVIES
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THE ART OF EREAKING HEADS + MAGNETIC FIELDS TANKS

one, fruit machine simulators

‘combat games? What a terrific

have in this month’s section.
the rest of the magazine up

'I'I'IE

I've avar heard. Forget sire
really all about.

this is the best name for a bes e
kombat - breaking hoads is what's Rl ing

LLL LR
Vicki RAcAllister
- EE—————

a ume-plﬁ'ii'i -

ament, and § d ; b e

bugh The At ; ik That Vicki !
paking i eh? What a one.

s doasn't do Toos :

son to ularly ne
i d NS lashion. "‘_
The graphics are a bit o
abby side, although they
incingly and have just i
pmount of weight to them, 3
ia problem with the collisio L
“when you're up really clo e
opponent. The game can also be THE BOTTOM LINE:
‘mundacided aboul when you need to The first truly playable beal-'em-up
! gudhe other way I've seen on PD, but there's nothing
: new of inferesting to make it stand pul.
g couple of niggly faults.

graphics landsca

al other (yes, you've

quessed i1} vector graphic

tanks
There's not much

move 1o it than that, Thera's

no goal as such - just

deslroy everything that moves.

And if you can't see it on screen,

taka a look at your radar and chase

the litthe white dots unitil you find

something. You'll have 1o leam o be another slamant of

accurate with your firing, though, or you'l  excitamant to the proceedings.

end up losing one of your three valuable

Iives. And we can't have that, can we? THE BOTTOM LINE:
| aclually quite like this, even though  Thera's very littla to it, and no task to

thera’s not that much to It. Some son of achieve as such. But if you fancy a

point to the game, or even a target nostalgic blast every now and then, this is

numbsar of tanks to destroy, would add morg than up to the job, * &1
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SUPER
MEGA FRUITS

Online PD

82 you collect them on the winning line
and all the usual gamble/collect and
other frull machines (aatures. This PD__
disk is only a small demo o what's
available, and strangely doesn't M
throw many of the full game’s options at
you. Still, s nicely done, with all the

If the lull-price markel is saluraled with
platform games, or footy managemant
games, or beat-'am-ups, then FD
lbranies have more than their fair share
af fruit machine simulators. And hera's

another one. buzz you get from playing a real I'rul
It's got four reels, maching, and the cmmh'
a grid of fruits only £5. |

There's not a lot more 0 &a
about this. 'S & fruit hi
gama, 1lmﬂym'l
Hnwvmmm
yourself in for if you get
hold ul'I.Eml'lin

it il

THE T
BOTTOM
LINE: 2l
A perfectly serviceable frult
maching gama, evan lit's

that fill
up

| — | — | —] ] )

You set the angle, set the power,
make sure you've chosen the right
type of missile and then fire it.
Finally, you get to watch the
explasion.

There are all sorts of
options, all sors of weapons,
diffarent types of shields and
tarrains to mass around with and

the compuler opponents can
even be tailored to make things

that much harder (or sasier). Il's
very similar o Scorched Tanks,
but different enough - with loads
of weapons and things, and most
importantly an eight-player mode -
to warrant a look.

THE BOTTOM LINE:
An alght-player game is a riat, and
with all those options you could ba
playing it for ages balore you gat
borad, &k k&

Thrilling action
grabs. Mo & in a
series of 13.

An incredible
arsenal.

" WHO? WHERE? HOW? )

Right. So you've read the reviews. Don't believe a word
of what I'm saying and reckon you quite fancy playing
them yourself, do you? Fine. If you want to know where
to get them from, ring the following companies for more
information. Exclusive PD are on (0705) 642409 and

\Eﬂlm PD can be contacted on (0704) 834335. -




GAME REVIEWS

SKELETON KREW + THEME PARK

ed on the CD32. That have previously

been released on the Amiga. Are here. Reviewed.

&smsl.erou KREW

music.) i it is, then | wish people
would get on and do it.

The reason for all this moaning
Is Skeleton Krew. | reviewed the disk
version in the last issue, and then a
couple of weeks later this CD release
lands on my desk. And it's practically
Identical, apart from a bit of music.
Not even an animated intro.

But the real pain in the neck is
the control system. The disk game
has a handy feature whereby, if
you've got a two-button joypad, you
can lock your weapon to point in one
direction while walking in another.

=  Those wall counld
- do with some of ™
- ﬂ.i‘llﬂlml“l ‘-

. mwfd;p’#

T[’,, r
_.'t’r. i*

i

have that luxury. You can hold down
two buttons at the same time to
achieve a similar etfect, but it's all
very fiddly and you end up locking In
the wrong direction and having to
rotate back or forward to get in the
right position, and then if you press

t's so confusing and slow.

So strangely, the CD version of
Skeleton Krew is even worse than the
already-terribly-tedious disk version,
and by a significant margin,
® PAUL MELLERICK

THE BOTTOM LINE

Thanks to the
Cy.% .2 deletion of a couple

of control methods,

the game has become even more

frustrating and dull than

is was last month. And

that’s inexcusable.

IN12H3d

Mindscape/E35
Amiga version: AP42 91%

And welcome back to Theme Park. Yes,
truly one of the best games of 1994 is
now about to hit your CD32. Only it's
erm, been on a bit of diet. In fact, if
such a thing were possible, then this
version of Theme Park would make
Barry Bethall and Slim-Fast look
positively fattening. You see, there are
a couple of problems with the CD32
version. For a start, you can't save the
parks you create. Well not really,

| mean, you can save your detalls
and the amount of money and all that,
but once you switch off your machine,
the park you've spent all that creative
energy on disappears faster than you
can say “Oh no",

But there's more to it than that.

'I'HEME PARK

The intro for instance. Yes, it's still nice
to look al, bul for some reason the
speech has disappeared to be replaced
by some nalf ‘clown’ music. What's the
problem? If you can't pul speech on a
CD, where can you put it? And then
there are the menus: they haven't
bothered altering the text, so messages
like ‘press left mouse button® still pop
up. Yes, you can connect a mouse, but
even then the opening menu screen
has F1-F5 oplimistically placed
alongside the options. It's all got a
rushed, sloppy feel to it, as if the CD32
version is merely an afterthought.
Admittedly there isn't much they
could have done about the save-game
problem, given the CD32's lack of on-
board memory, but Theme Park is now
quite a bit less fun.
® PAUL MELLERICK

THE BOTTOM LINE

. Still enjoyable, but
LS 0 -3 2 now smacks of
sloppiness. And
without a proper save -
tacility there's a lot of time 75 o
wasted. A shame. —




1995

AMIGA POWER APRIL

4

A more than pleasing selection of
letters both real and ‘virtual’ this
month encourages us to increase our
endeavours, to strive even harder in
the cause of Amiga justice and gives
us a funny, warm glow in the pits of
our stomachs. Aw shucks.

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

“CREDIBILITY IN THE
WORLD"™

Dear AP,

I could not agree more on the baranship of
Peter Molyneuy, bul did you know that in
Japanese, the words ‘Peter’ and
‘Malyneux’ rather embarrassingly mean
‘Wooden tit"? | hope the inlormation above
DOES IN NO WAY endanger Mr
Malyneux's crodibility in the word of
professional programming.

Yours truthfully,

Craig Hesmondhalgh, Blackpool

Hooray, and what a stariio this month’s
lettars page = It picks up on alof AP's
mannenisms, fefers fo past mags, has a
few capilals in i and contains a blgiant e
Or does it? Or DOES it? OR DOES IT?
And speaking of which,

“HOW TO PUNISH
WAVERERS™

Dear READERS OF AMIGA POWER,

As a regular reader of AP, | feel it's my
duty to DISSEMINATE ESSENTIAL
INFORMATION, and | believe the conlents
of this letter to ba VITAL TO THE
SURVIVAL OF MANKIND. Some AP
readers may have noticad a lot of words in
CAPITAL LETTERS in recent issues, and |
can exclusively raveal thal these are but
one part of a simstér piot to DESTROY
THE WORLD AND ALL WHO LIVE IN IT,
hopefully including MR BLOBBY

The capdal lettars that we have seadn
50 much of recantly ana actually a paper-
based version of STAGE HYPNOTISM, in
this case forcing all the readers of AMIGA
POWER to PICK UP' THEIR WEAPONS
AMND FIGHT FOR THE CAUSE OF
STEVE THE PUBLISHER.

The an of HYPNOTISM THROUGH
CAPITAL LETTERS was first used
succasstully during WW2 by German
lorces to make people succumb easily (o
advancing armias by dropping coples of
YOUR ENIGMA magazine over enemy
lines

This is the real reason why 300,000
troops were trapped at Dunkirk. This is the
real reason for Stuart Campbell leaving
{Amd not, for example, a 250% pay nse
Bitterly poor Ed) and anyone who
suggests that he was jealous of JO

because he was editor SHALL BE DEALT
WITH IN APPROPRIATE WAYS. In fact,
the few months JD “had off' balora
becoming editor were SPENT IN HELL,
LEARNING HOW TO PUNISH
WAVERERS BY TYING THEM TO
CHAIRS AND MAKING THEM PLAY
TWO-PLAYER GAMES OF RISE OF THE
ROBOTS AGAINST A DEFORMED
BANANA

There's only one way 1o stop Steve
the Publisher TAKING OVER THE
WORLD, and that's UNITING UNDER A
FLAG OF HUMOUR and writing lattars
ENTIRELY IN CAPITALS uniil he stops
Yours parandia-ingly,
Brett Davids

Sorry? Steve the who?

“WILDEBEEST
GRAZIING OUTSIDE™
Dear AMIGA POWER,

Cooey all. Henry the pouncing lion hers
again. I'm writing o complain, just by way
of a change. Simba the Lion King” Simba
the Pouncing Pillock more like! It's giving
lions a bad name you know. Of course, I'm
not jealous at all, | auditioned for the part
of Simba you know. Said | was foo British
What did they expect from a lion from
Bromley? Henry is a much balter name
than Simba when it comes to royalty. How
many King Simbas have there basn?
Exactly. Honastly, | ask you, Of course, i
I'd bean in it, the computer game would
have been fab triff wizzo, Oh wall,

Flaase spar@ a thought for poar
Uncle Anthur from London Zoo, who
passed away recently. He didn't like being
cooped up in & 200 you know, people
staring al him all day long. At least he had
two decent meals every day though

Must go now "cos thare's a rather
large herd of wildebeest grazing oulside
my front door and I'm leeling a lillle
peckish. Pounces and purrs to you all and
may your joyshick never wilt in tha
noonday sun.

Yours in the shrubbary,
Henry the Lion, Bromley.

You're baing sily now. Everybody knows
that Nons can't wnle lettars withou! proper
SUDEnASIoNn

“IMPORTANCE OF
THINGS BOVINE"™
Dear AMIGA POWER
You have no idea what it's like being a
cow. | dont mean to beef aboul it, (Aha ha
ha. - Ed) but when you're a reguiar for
Sunday lunch and people weaar your skin,
it's encugh to send you mad, Al last
though, we cows have the recognition we
deserve. Congratulations must go to Acid
Software for realiging the importance of
things bovine. Cows have known for quite
some time thal we are supenor crealures
and i1's moosic o our ears (Aha ha ha. -
Ed) to find some humans who agree with
us. Cows of the world rejoice

I say let the message be herd (Aha
ha ha, - Ed) (1 want to milk this ong (Aha
ha ha, - Ed), udderwise (Aha ha ha. = Ed)
what's the point?) and we must get it off
pat (Aha ha ha, = Ed) or face the homs of
a dilemma. {Aha ha ha. - Ed)
Yours Cud-chawingly,
Clover Cow, The Countryside.

Cows can't wrile latters aither. And who's
Pat? Can we have some leftars from
poeople now? Praforably withoin cows in
them? Please?

“TYING WHEELS TO
cCoOws~

Daar Animal-hating AP,

Soyou thaught you could fool me with
your '‘Protect our woodland friends'
routing? Well. let me tell you that putting
whaels on cows' legs &n't very animal
Inandly. There'll ba a cry of outrage as
mnocent cows will soon be tormented
across England by children following your
lead and tying wheels 1o cows, You should
be ashamed

Yours angrily,

Joao Cunha de Sequeira Amaral,
Amarante, Portugal

Hannnghivhi,

“CRAWLING THROUGH
YOUR INFESTED
FLESH"™

Daar Mr AP

Al the beginning, Kangaroo Coun was
witty. onginal and funny, Now it's about as
good as Inlemational Rugby Chall

Get rid of it. Now. Thank you. Or slse you
shall be infested with maggols and whan
they are finished crawling through your
infested flesh, you shall pupate into a fiy
only 1o die when your best mate comes
along with a fly swatter. Or one of
Kangaroo Court's slightly more horrific
executions.

James Hutchinson, Newtownbutler

You hate f, milkans don't. According to
reader palls, il's one of our most popular
features. But bacausa you, James
Hutchinson, ask us o stop, we shall The
person responsible for Kangaroo Court
has been fired and his family shot and
kiled, The matter rests

“]1 AM DOING A
PROJECT""

Dear Sirs,

Hello. | am doing a projact on computer
piracy and | was wonderning if it is possible
that you could give me some information
on this topic. For example, do you have
any information on how the large
companies suMer from tha affacts ol
piracy, how large a scale plracy is on,
what is baing dane to combat the problam
and where the software is béing made
avallable. | wowld be very grateiul if you
could help with my research,

Andrew Buchan, Glasgow,

No Andrew, you would be vary gratedul if
we would writg your entire profect for you,
sawng you howurs of resaarch. Sod off and
DO YOUR OWN HOMEWORK.

“REGARD THE
UNPROVOKED
SMEARING"™
Dear AP,
For a long time now, my comrades and |
have been greally offended that you. our
heroes, have singled us out 1o be regularly
put down, often using unnecessarily harsh
anguage. We consider oursalves
professionals in an increasingly small area
of work, and we pirales take our jobs
senously (Hang on = fincreasingly small™?
Ed). Many of us have dyed our facial
hair and collectad a sizeabla stash of
boaty over the 30-odd years we've
baen roamng the high seas. Although »




';H_

s = e
M T L

e

Where once there was nothing, now
there is form. Where once there was
silence, now there is noise. After
months of relative calm, the
InformationSuperAcaciafvenus has
finally choked up with traffic. From
universities and from unwitting
parents’ expensive PCs messages
have been buifeled along the
HyperSpeedDataRiver to reach the AP
office MERE SECONDS LATER.

“BUCKET IT'S RUN"
Dear AP,
| wish to registar a complaint

| wish to complain about this Rise of
the Robots what | purchased not half-an-
hour ago from this very boutique. You
want to know what's wrong with it? Il tedl
you what's wrong with it, my lad. It's
dead, that's what's wrong with it. No it
has not crashed. Look, matey, | know a
dead gama when | sea oné and I'm
looking at one right now. ‘Beautiful
graphics'? The graphics don't enter into it
I's stone dead. (Takes joystick and beals
up third character... without looking.}

Now that's what | call a dead game,
Oh, ‘Got it in Easy Mode’ have |7 Look,
malte, when | purchased this game nol
half-an-hour ago you assured me its

| complate tack of difficulty was due 1o it

being in easy moda. That was bleedin’
‘madium’, And on ‘difficult’ it ain't even
worth a mention. *Pinin’ for the 1200°7
What kind of talk is thai? Look, | took the
iberty of examining the code and |
discovered the only reason it was on the
shalves is because they spent a hall of a
lot of money on the graphics and wanted

|| some returns

This gama has passed on, |15 no
mode. It has ceasad 1o ba, IU's axpired
and gone to meel its programmer. I1's a
stiff. Bereht of gameplay, it resls in peace,
If you hadn't put it on the shelf 1'd be
kicking up the daisies. It's kicked the
bucket. It's run down the curiain and
joined the bleedin choir invisible! THIS IS
AN EX GAME

Kindly fatch ma another game
International Rugby Challenge? That'll do.
Graeme ‘Plagiarise’ Robb
9456427 @ lewis.sms.edinburgh.ac.uk

“BOTSWANA IT HAS"
Just out of interest does anybody know
the gross domestic ("Product” - no, hang
on. = Ed) of Botswana? It has had ma
puzzied for weeks

Yours Rarely Sober Student,

Rich Lockwood
R.J.Lockwood @ bradford.ac.uk

“WITHOUT HER
ENDLESS™

Dear AP,

My mate Rich says that you put Helsinki

in the wrong place, and he made me
write 1o you. Don't pour SCoM upon me,
pour it upon his shrivelled body.

Wha did that bloke who wrole about
printers think he was? Oh goody, a techie
letter, Yawn, You could tell he was a PC
awner. (Ch no. = Ed) He has a problem
and has 1o run for haldp. Typical!

I noticed Isaballe did not get a letter
in the las! issue. Are you worned? |s she
dead? What will we do without her
endless exclamation marks? Surely it is
the end of the world.

Yaurs Netsurfingly,
Paul Scholes
P.M.Scholes @ bradford.ac.uk

“MAIL SO PLEASE"™

Let ma try ONE MORE TIME to get
through fo the mighty AMIGA POWER. |
really am fed up of failed mall, 50 please
tell me if this gets through or not.
Cheers,

Duncan Timiney
cacddvkt@sun.leeds.ac.uk

It... didn't get through. No, only foking. Or
are we lying? Or are we lying now? Or
were we lying then?

“BISH BOSH OOH OW
ARGH"™
| am sorry 1o repor that | have soma
TERRIFYING information of VITAL and
IMPERATIVE natura for you

In your esteamed organ, dated
February of this very year you state that
thi amusingly-coiffured Cute Tiger Gir,
featured most heawvily in the beat ‘em up
Shadaw Fighter, cries “Judith!” belore
assaulting all and sundry. Would that this
was the case. In fact, the dear wee lass
shouts “Student!” belore unleashing &
terrifying hail of stern and, indeed, sturdy
blows upon the opposition. “Student!”
Thwack! “Student!” Bonka! “Student!”
Bish bosh coh ow argh! and so on. The
good people of the world need to be told!
About things! Many, many things!
Simon J Brown
lugifer@amdev.demon.co.uk

Truly this is the work of the dewil,

“SITE ON THE
WORLD"™

| was out ‘surfing the net’ the ather day,
when what should | find but an AMIGA
POWER “site’ on the "Waorkd Wide Web'
{sea, | know all the jargon). “Walch this
space!” it proclaimad, jauntily, So | did
And nathing happenad. | shall be writing
to my MP.

Mat

mjri008& hermes.cam.ac.uk

This is quite cleary geting out of hand.
The sinister organisation behind AMIGA
POWER has ‘posied’ some of our pages
al Ihis addross,

HTTPAWWW. FUTURENET. CO. UK/GAM
ESAMIGAPOWER HTML

We've no idea what thal means and urge
you fo buy the magazing instead.

“pOWER WHEN 1|
LAY"™
Dear AP,

You ever read AMIGA POWER, kids?
Well | do, and I've got this passage
memarised. AP 25:17.

“The path of rightecus magazine is
beset on all sides by the indignities of
programmers and the tyranny of avil PR
people. Blessed is the magazing wha
shaphards tha readers through tha vallay
ol bad games, For he is truly the finder of
greal games.

“And | shall strike down with great
sarcasm and funious captions those who
would attemp to poison or oppose those
vigws, And you will KNOW my name is
AMIGA POWER when | lay my
wangeance upon thea."

“Aaaaaaaaaaiinieecesesal!lir

Blam! Blam! Blam| Blam! Blam!
Blam!

The Dark Lord of the Sith
9456427 @lewis.sms.edinburgh.ac.u

PS5 We have a plant in our flat called
“Steve’, after Steve.

Steve says: And | now have a shrub in
my neighbour's garden called ‘The Dark
Lovd of the Sith’.

“ANIMANIACS HOW
Do

Al hail the overlords that are AMIGA
POWERI!

Just thought | wiould utilise the
wonder of modern lachnalogy that is the
SuperHighOkadulnformationAutaBahn to
drop you a little missive.

First and foremost, the magazine is
coaler than tha first couple, so anyone
whio wibbles on about the Golden Age is
a liar. | mean, how can they compara the
wonder of modern medicine that is the
current AMIGA POWER, 1o the quite
drat-looking AMIGA POWER of yore?
Faoolish paople.

Mow | have the grovelling out of the
way, | can address the issue that has
plagued my humble existence. What is
the music of choice of the funsters at APT
| want to know. You crilicise rave music in
games, then you criticise grunge-typa
music in games. What do you like? Tell
me, man. And J Nash: Ren & Stimpy are
far superior to Aramaniacs. How do you
teel? Well thanks for listening and that.
Paul Scholes
P.M.Scholes @bradford.ac.uk

J Nash says: You are wrong.

“AGE IN EDINBURGH"
Dear Auntie AP,

Please halp ma. | don’t know what to do.
I've been told all along that an Amiga and
an active social life don't mix, but | didn’t
beligve them... until now. For the past
three weeks, over Christmas, I've been
living & lie. I've hardly saen my Amiga al
all, Instead I've been going out with my
girfriend 1o parties and meals and
genarally angoying mysall. | cant help it
Am | addicted?

This is ruining my gaming lide. | have
however managed fo save mysell to
some small degrea by aft least reading
aboul games in these hallowed pages bul
still | cannot help feeling that this just isn't
normal bahaviour for a student such as

mysell in this day and age (in Edinburgh).
| am now not sure what to do, please help

me in my dilemma (great cars them)
{Great cars, them... damn. - Ed)
Graeme ‘No non-social life’ Robb
9456427 @ lewis.sms.edinburgh.ac.uk

You're the (ahem) Dark Lord of the Sith,
aren't you?

“ANSWERS THE
LETTERS"™

Just a thought, who actually answers the
letters page?

Stuart Tomlinsan, Manchester
stuart@tomenet.demon.co.uk

“WHY AM 17

If, as the song suggests, I'm a goal
scoring suparstar haro, then why am | so
crap at SWOS?

Chris Adcock
cadcock @ cix.compulink.co.uk

Maybe your copy’s bugged, ar sameathing.

“BOUNCEBOUNCE
BOUNCE"™

Hi! Just 1o say that I'm using the
InformationSuperBusRoute 1o give you a
big virtual kiss, for all the affort that you
put info AMIGA POWER last year! There
isnt a single thing that you did last year

1o make me feel upset in any way, | even

think Cam is funny! Sal
bouncebouncabounce | just wanl to say..
KEEP UP THE GOOD WORHKI!
Anne-Lise

xuuaw@csv.warwick.ac.uk

PS Don't print this = it's just a
comphiment.

PPS Mo, Isabelle Rees DOES use more
exclamation marks than ma - | counted,

Gawrsh,

#STARGATE IS CRAP™
You're night, Stargate is crap.

Ludwig Ledbury

pl@soton.ac.uk

Wa ara mght. As
always.

“SPIRIT
OF OH"
Aren't e-mails a
wonderful thing? So
speaks an acknowledged

axpen on tham, an exper cos | spend
mast of my lile on Compuserve. You
should check cut the Village Inn, where
the booze is free, the music’s good and
the men are cheap (“And” - Ed) easy.
(Mot that you guys will really want to
know whare to find cheap (“And™ - Ed)
easy men, but the gals might.)

Well, after that I'm sure you'd
appreciale a sensible comment from me.
(Wracks brain frantically.) Nopa, sorry.
You'll just have to do with this load of
crap. | eringe al the thought of some of
my earlier letters, written in a spirit of “oh
it doesn't matter, they'll never print this.”
Are you thal hard-pressed for lefiers to
print? Oh God, | can’t cope any mare,

Well, that'll be all for now
folks. (Evaryone heaves a huga >

S66L NlHdY H3IMOd YOIRY

O
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Isabelle “L'EH” Reese
100104.550 & compuserve.com

“F-MAX ON THE
DAY"™

ear hun

X e day thal you wrote that bit

Tim Page
tipd @leicester.ac.uk

COVER"

Mat

mjr1008& hermes.cam.ac.uk
“OVER-HYPED
FRUH'I'I ER"™

i r
ank-you lar p

[ £ rey
.Jnn Mahuney
jonathan @ jona.demon.co.uk

“IN LEGALLY
DESI GHATED AR EA.'S

Ang™ — Ed Liz. Bul now your harsh
olent methods are likely o
salion nto
hing is that this will

2 public aentian,
reasons. And we
e e
rom the AIGIYHIKFP
employing non-
How about sloganed T-
a Bunny? Mo Thanks™ or
1o mass killing on a random
MpUISr Games™
think you'll agree. O«
badges, or pul up
& posters in legally
or parhaps you and

al inends could gather
nd sing 10 passarsby
ght _! our graphically bound

you fo revoke your
for the sake of

Graeme Rol:m [mGWHmFP (ED)
president)
9456427 @ lewis.sms.edinburgh.ac.uk

ular topic this month
@ the [3s! minute
Friends' back
the planned 'Can a

o the Special Moves
ter Counferpan?'
article with James Attwood being bealen
ght would have passed

of His Shadow Figh

“QONE ROOM WITH
ﬂHI DOUBLE"™
EMemDer the day Frankenstein came
v Sa2id he was an
Ause wa'd known
1ys...there hadn't
(giogle) “And as we
o down with a Diet
said (Giggle) "Now
d gel marmed
5 Motel had only ane
th one double and one single
¥y and Frankensizin ook the
aclly do they put in

Mat
mjr1008 & hermes.cam.ac.uk

“A LAUGH OR A
BI.AI'IK I.ﬂ-ﬂl(""

from “across the |}E|"‘|IZI
ow much | and many
s here in the States love
miga users in this
¢ weird situation: the
oped here, but
fat all). So, there
aled Amiga dealers
the mapor software
3 software; say
ores and you'll get a
:v_:'h Thus h:u.' many of
ne is a lifeline 1o a world
alty heard of and
ul computer!
cks, oo
& AP

Steve Fnlberg
& folberg & genie.geis.com

» regarded Dy many
navias as a bunch
Crminals, wa 'F-!(_:Hlﬂ Mg umpro
hrl’li—."i-l!"':_] of the perat "!g 5"C4
unacceptable in today's work
this harassmeant which will wnd
damage our already diminished i
Bluebeard and chums

:ﬂ.%f“ ON WHITE IS
Shi's right you know. The mce lady who
wrote in to your letiers page in AP45. Pat
Reeves is her name, and she's night. Yes
Why oh why do you make it harder 1o read
the mag by printing text or black e lers on
dark backgrounds or on peclures?

There are enowgh colours in the
piciures and pholtos to cater for people
with reading problems, so slop messing up
the text pages black on whate is fne,

Stig Stiggles Modin, Sweden

“BRAIN ME
SENSELESS™

Daar AMIGA POWER

Why oh why does [sabelle Rees bother to
wrile such incessant tosh that NOBODY
WANTS TO READ? Such vital inlormation
as WHAT SHE DID ON HER HOLIDAYS
and hef histonic achievement of SENDING

¥OU HER BUS TICKET. If that makes
interesting reading, then you can brain me
senseless with a teddy bear's stuffing
Tim Causer, Wester-Ross

And as f by magic, the
shopkeeper
appeared..

“ONE AM
HAPPY
ABOUT IT™
Dear AP,

So you should help people with their
prnier preblems (see AP46) should you?
I'd like 1o refer anybody who is of this
opinion to the bit on the cover where it
says “The World's Biggest-Selling Amiga
GAMES magazing." (Although if doesn't
any.moneft ums oul some German mag
sells more, - Ed) See that? It means that
the esteamed writers of AP don't care
aboul printars. They help people with
GAMES.

So if you want a magazine that deals
with prinlers, | suggest you go and start
one yourself. But somehow | don't think
we'll be sesing PRINTER POWER in
newsagents Inthe foreseeable future. And
Ior one, am happy about it. Thank you
Isaballe Rees, Surrey

“”ll-l-'
SR

AND ANOTHER THING..

Dear Sue,

| have a maths teacher called Huntly.
Please be related to her in some kind,
unprofess-hunal way.

Will Tiberius Shatner

Sue says: I'm nol. The clan Huntley is
far rarer than your Huntlys. But
perhaps your maths ‘profess-hur’ is
related to Huntly, the Page 7 fella? Or
Noah Huntly from Emmerdala? Or
(That's enough Sue. - Ed)

In the Secret Cavern, are the Four
Fabs Beatle lookalikes or members of
the Paul Merion fan club?

Claire, Barry.

We shall naver know. The Cavern is
no more. Long live the Garden! Until
we gel bored of it.

Did you know that the loading time of
SWOS corresponds to the time it
takes for Stealer’s Wheel's ‘Stuck In
The Middle With You" to run through
fully, to the exact second? Creepy
eh? Perhaps there is some divine
force at work here which controls our
destinies.

lan Martin, Bristol

And that bioke from Tir Na Nog used
to walk in sync with Ray Parker Jr's
Ghostbusters.

In months to come, will the number of
reviews get less and less? And why
do | never see a picture of Jonathan
Mash? And SWOS is totally bent, and
could you print more about Sinister
Theme Park please?

Anon

Yes. Because his kind can't be
recorded on film. We know, and
possibly.

An ad for King's Quest & on the back
of AP3T said “40% of the game s
fully opticnal. An adventure so vast,
you may never see it all.” Why bother
to include it then?

Marculae Fresher, Stoke-on-
Trent

Dear Dazed Cut-out of a man,

| too was a jaded war prostitute
during the nineteen-sighties.
Yours ultimately salf defeatingly,
Klanger MacMartin

Remember kids. War prostitution -
fust say NO.

By the way Isabelle, | hope you're not
a lad in disguise, because I've fallen
madly in love with you.

Brett Davids

Stop that at once.

Do The Write Thing,

AMIGA POWER,

30 Monmouth Street,

Bath BA1 2BW.

Cyber Otaku Matrix-Jacking Guru
High Wizards can e-mall us at:
ampower@futurenet.co.uk but
we'll only reply in these pages,
‘cos we're far too busy
otherwise, So there,
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IT'S A POWER

J Lloyd and D
Croft have done it
again,” said the
DETRDET ™

egrotiably, APA0' The. .

Secret Of Monkey Island

In The Style Of John Woo

failed at the box office,
putting paid to the planned sequel
Flight Of The Intruder 41200 In The
Style Of Ken Annakin. The most
pragmatic mightiest beings ever to
produce a compuler games magazine
as we are, it seemed sensible to turn
instead to the profitable world of
television sitcoms. Exhaustive
research revealed that for a sitcom to
succeed it had to be based around a
middle-class suburban family the head
of which was worried constantly about
losing his job, and Derek Nimmo had.
to be in it. ! s

The cholce of Amiga g-+-

sitcom to be In The Style Of was
foregone canclusion. What else could
capture the erisp one-liners and comic
banality of everyday family life but the
“first ever’ and ‘second ever’ ‘Amiga
speech adventures’ Valhalla and
Valhalia: Bafore the War? HOMAGE
MUST BE PAID.

Cue mitLest Meet the Infinities.
Capmion: Written by Jeremy Lioyd and
David Croft. (Joilly pianc -

st | always Ilmhixw

o'dinner with my employees, Infinity,
especially ones I'm thinking of
promoting to office manager, eh?
(Nudges Simon.) It lets me see how
they really are, understand?

Siwon: I'VE GOT IT.

(Enter Susan Infinity.)

Mvysoss: Good evening, Mrs Infinity.
Susan: I'M SCARED.

Mveoss: | beg your pardon?

Susan: ONLY JOKING.

(Enter Susie Infinity on her way out.)
Mreoss: Ah, this must be little Susie.
Simon: YOU KNOW WHAT THAT IS,

Susan (indicaling Susie’s heavy make-

upk YOU CAN'T DO THAT,

- Susie: THERE'S NOTHING THERE.
Susan: YOU CAN'T DO THAT.

Susie: IT'S MY BIRTHDAY.

Susan: YOU CAN'T DO THAT.
Susie (sobbing) | DON'T

Granoma's voice: GO AWAY, INFINITY
Susie: | HATE THIS CASTLE. (She run
upstairs to her room,) '
Mvynoss: Tsk. I've a daughter the same
age. What can you do? You can't
continue to treat them as children if
they see themselves as adults, and yet
at the same time you can't let them do
what they want until they've proven
they're mature enough 1o e all

that life can throw at theiniBoen’t you
agrea, Infinity?
Simon: I'M HUNGRY. B ME FOOD.

Myeoss: Er, quite. What's that
delicious smell of cooking, Mrs
Infinity?

Susan: IT'S A CAKE.

Myeoss: Oh, lovely, =
Susan (indicating lipstick on halﬂ
collark EH? WHAT?

Simon (in alarm): IT'S A PLANT,

Mvooss (thunderousiyk | thought there

I.;:EIEHSTANI:I‘. was something going.on with
ing stick banged Miss Largesac that
loudly on ‘__,.-‘-‘;’_—- office party. § were
as weak-willed, e
pﬂ'ﬂ " "
"",,':I'u'f-n""‘f"“'ﬂ s o - 0o 2 Simow (regretfully): I'M NOT
THAT STRONG.

Susan: DO YOU LOVE ME?
(Doorbell rings. Enter Derek
Nimmao as Reverend
Handshake.) _
Hanosnaxe: Good evening,
Infinity.
Smson: WHAT IS YOUR
QUEST?
Hanosnawe: Don't tell me
you've fargotien our
week

a
i

; . Good heavens, my trousers have fallen

TN T DO TR YT T

as Mr Myboss! i
in 1974" - Daily Daity)

bl

" "it's the lunniest show on welevision, or I'm a
Brench astronomer who died in 1807," sars
Joseph Jéréme Le Francais de Lalande.
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down, 4 y

{W rings. gt}ﬁ-dmmn Jacques
as Miss Largesecretary. Reverend
Handshake hides behind the umbrelia
stand.,) .= |
LarcesecreTany: OFWr Infinity. | had
to sed you, It's all a terrible -~
misunderstanding. | mistook you in
that darkened photocopying room for
Mr Myboss. "
Mrvposs: Silence, Miss Largesecretary.
LaraesecreTany: | won't be silent, Mr
Myboss, The truth must be toid. I'm
madly in love with you, you fool.
Myposs: Oh, Rita,
LarcesecheTanv Oh, Marmaduke.

{Myboss and Largesecretary leave
hand-in-hand.)

Hawosuare: If only | had a button to
S5ew on these trousers.

Simon: IT'S IN MY POCKET.
Hanosnaxe: Gosh, thanks Infinity. I'l
be sure to tell God to give you a big
house and lots of money. (He leaves.)
(Simon and Susan look af each other.
Laugh heartily,)

{Loud banging of walking stick from
room above.)

Granoea's voice: BRING ME WINE.
(Susan ralses her eyes heavenwards
and smiles indulgently, Hugs Simon.)
Susan: | LOVE YOU.

Sivon (hugging her back): IT'S A
MOLECULAR STABILISER.

(They go upstairs, Title musie. Kitchen
explodes in flame. Infinities run up and
down stairs behind credits, throwing
buckets of water into kitchen and
laughing heartily. Jimmy O'Youknow
dies and is replaced by Donald Sinden
in second sun'uq,J



