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W A N T  TO K N O W  M O R E ? TH EN  FLICK TO PAG E 6  - *

MISTER & MISSIS
Fabulous 
new
shareware 
platform  
adventure

INSIDE: Flight Sim Buyer’s Guide 

n o # !* REVIEWED:̂ a&J S ,
Eye Of The Beholder 2, and more!

uiure
Your

guarantee 
of value ISSUE 14 C3.75 JU N E 1992

A MAGAZINE WITH ATTITUDE

In this month’s issue: the new biggest and best Amiga 
Role Playing Game ever. But which is it?

LOOK! ANOTHER
DOUBLE DECKER SPECIAL!

Ocean go te rm ite  crazy in 
Pushover and

NEW FOOTY GAMES COMPARED:
Sensib le  Soccer, 
W orld C lass Soccer, 
John Barnes, The 
Manager, S triker, 
L ive rpoo l and m ore!

Hi Quality Version Available on AMIGALAND.COM



MONSTER PACK Z

n s  STRIKE EAGLE J

SHADOW O f  THE M A S T  I  ! •  S T E A L T H RE A t  U S J A C K  N K T K IA U S

COMPETITION PRO 
5000 (COLOURS MAY VARY)

8.99
Amiga Software ~  Games marked (NOP) will not work on the AMIGA A500 PLUS

J  HOT 1 H A N O I I  ( O f f  A O  AO RACER 
TOTAL ATC AL. SHADOW WARRIOR) 1 * 4 f
X3 CONSTRUCTION « > ' -------M M
•  WHEEL OW Tfi
(LOTUS T SPRIT TURBO TEAM SUZUKI 
TOYOTA C l  K A  C OUPO R A C fN ) IB  «
•O  SP O R T* BO AM O  I *  f t
4 0  SPORTS DRIVING IS M
A 'O  TANK KILLER <1 MEG) » S S
A U B A JR B U S  _  . H  R
A C riO M  MASTERS I f  14 COMMAT H O T ,
ITALY IM S l DOUBLE DRAGON 3 TURBO 
OUTRUN W TLLTRISI (HOP) l » M
AOVANTACE T IM M S  M M

SUZO ARCADE 
TURBO
18.99

I COMPETITION PRO 
EXTRA JOYSTICK 

(CLEAR BASE) WITH 
AUTOFIRE AND 
SLOW MOTION

9.99
CHEETAH BUG
13.99

lO tm S M W  SILENT S E R V O , P 4 ? . \  
w m o s  C AR  W AR COMMAND,
A M  SUPPORT ____
A M  L A N D A S E A lM S A T T A C K B M . 
WOT *0 0  f I B  MTERCEPTORl 
ALCATRAZ . _  . . . ___

OUICKJOY 
JET FIGHTER

11.99A M 06 (GAMES CREATOR!
AMOS SO I RE OU IR IS  AMOS,
AM OS C O M P K IA  (REOUMES AMOSl
AM OS EAST
(H A S T  STEPS TO PROGAAA4MBM)
ANOTHER W OR tO
A R K A N O W l

OUICKSHOT111A 
TURBO 2
9.99

QUICK SHOT 12»F
MAVERICK t

12.99
OUICKSHOT
PYTHON
9.99

LOGIC 3 
ALPHA RAY

10.99
OUICKJOY
MEGASTAR
22.99

C EN TU RO N  OCfENOCR O f  ROME IE  BE 
CHAMPIONS iM A M C N tS T IR  U K )
BO LP lG  MANAGER. J  KKANN SOUASM) IT  EE 
CHAMPIONS O f  K R T N N (I M EO l IEEE
CHAMPIONSHIP MANAGER IE  <E
CHART ATTACK (LOTUS I  SPRIT 
OHOULS.OMOSTS J A W ,  POND 
VENUS THE ELY TRAP) (NO P| l « l

T O M ____  ~ T [ i  % * t > _
I TOYOTA C tLJC A OT RALLY 
» «E TRUO YOL J (MENACE BAAL. TITR lS l <N0P| 
JEE TURRO CUP INOP) ...

OUICKJOY 
TOP STAR

19.99YVSPO RTB BA SEB ALL _  IEEE
ULTIM A S ....................  1 0 EE
UL1WA4 4 ( I  MSO) iw , TOEE
I M V M A L  MOTT ARY SHRAATOR J 11 MOO) U  EE
UTOPIA ..................... IEEE
UTOPIA NEW WORLDS D ATA OlSK I I  EE
VE N G AN C t O f  E>CAL«L>R IE 4E
VENUS THE f \ Y  TRAP T EE

OUICKJOY
FOOT
PEDAL
19.99CROMO f  O R  A  CORPSE 

CURSE O f  THE AZURE 
BONO ( I  M E G llS V .
OAR.Y SPORTS COVER C M v  P O A IR  
OEATN KNIOHTS O f  KRTNN |T MCCl 
O f LUTE PAINT > (WITH AN M ATIO N l 
O E LU IE  PAJNT 4 11 MEG)
(HAM MOOS *  ANIMATION)

OUEST 4  GLORY iB lO O O W V C H  
MIOWINTCA CADAVER BAT)

LOGIC 3 
SIGMA 

RAY
11.99(RCK TRACY AOVENW RE

29.99 STARFIGHTER REMOTE 
WITH TWO INFRA RED JOYPAOS

WMNwvth

f  ACE 0 f »  (NO P| ______ U  •> LOTUS TURBO C H A LL E N G E }
w r»

H  M
fE R R A R I fO A M U L A  1 4 f t M A G <  POCKETS ______ l i f t
fP IA E  BLO W  (NO P) . 
'H A L  nO H T  I NOP)

l i t * MAGNETIC SCROLLS VOL-'
IG U KD  OP T H S Y f S  > « H  CORRUPTION

Hi Quality Version Available on AMIGALAND.COM



Over 100.000 peop le  have jo in e d  S pecia l Reserve  
The c lu b  w ith  no o b lig a tio n  to buy  

Tel. 0279 600204 lo r  a free COLO R ca ta logue

HMOWABE PRsCES INCLUDE VAT AND DELIVERY TO UK IUM UN D

A M IG A  A 5 0 0  P L U S  
L E M M IN G S  P A C K  
WITH LEMMINGS,
THE SIMPSONS 
CAPTAIN PLANET.
1 MEG RAM (BUILT-IN), 
MOUSE,
TV MODULATOR. 
WORKBENCH 2 04

G V P  H D 8 .  52  M E G A B Y T E
AMIGA HARD O M V f ( M A C S  ■) MOTH 

EXPANSION SLOTS TO UPGRAOE 
AMIGA RAM T O *  MEG

3 6 9 .9 9

G VP H D 8*  120 M E G A B Y TE  1  \ r f :
AMIGA HARO DRIVE (SERIES ■) MOTH \  \ C l -

EXPANSJON SLOTS TO UPGRADE \  \  \ - * -
A M IG A R A U  T O *  MEG _

52 9  99  ------- -------

GVP 2 .1 MEG AMIGA RAM EXPANSION I SIMMS PIT IN GVP
HARO DRIVE TO EXPAND AMIGA BV 2 MEQ OR 4 MEG RAM) I

GVP 2x4 MEG AMIGA RAM EXPANSION (SIMMS PIT IN GVP
HARD DRIVE TO EXPANO A M G A  TO •  MEG RAM I ........  JJ

C O M M O D O R E  A S 90 20  M E G  H A R D  D R IV E  F O R  A M IG A
(AUTODOOT WITH W CKSTART. SOCKETS POR 2 MEG OP RAM
SCSI INTERFACE FOR PEMPHERALS CONNECTION) 21

S12K AMIGA RAM WITH CLOCK (MICRO MEMORY) J
S12K AMIGA RAM WITHOUT CLOCK (TECNOPLUS) .................... 3

FREE SPECIAL RESERVE MEMBERSHIP. 
FREE COMPETITION PRO 5000 JOYSTICK

A M IG A  A 5 0 0  P L U S  
C A R T O O N  P A C K  
WITH LEMMINGS.
THE SIMPSONS. 
CAPTAIN PLANET. 
DELUXE PAINT 3.
1 MEQ RAM (BUILT-IN). 
MOUSE.
TV MODULATOR. 
WORKBENCH 2.0 A SOI (WITH BART) AMIGA S I2K  RAM EXPANSION 

GENUINE ITEM WITH CLOCK 
TREE BART SIMPSON GAME

49  99
EXTERNAL I S  0ISK 
DRIVE TOR AMIGA 
SONY,CITIZEN DRIVE 
MECHANISM OlAET 
HIGH QUALITY SLIM
54 .99

FREE SPECIAL RESERVE MEMBERSHIP

WITH DELUXE PAINT 3. GAME DISK. BUILT-IN TV MODULATOR. 
1 MEG RAM EXPANDABLE TO 2 MEG. IN-HOME SERVICE.
FREE KICK OFF 2.
FREE COMPETITION PRO JOYSTICK ^ Q A  O  |
FREE SPfCIAURESERVE MEMBBRSHiP O T / t T NAKSHA AMIGA'ST MOUSE 

WITH OPERATION STEALTH

24 .99
SOUIK MOUSE 
POR AINGA'ST
15.99IIGA600 WITH INTERNAL 

ROGER RABBIT 0ISNEY I
HARD DRIVE

FREE COMPETITION PRO Jl

C O M M O D O R E  
C D T V  M A C H IN E  
WITH INFRA RED 
CONTROL PAD. 
WELCOME DISK. 
HUTCHINSONS 
ENCYCLOPEDIA 
ANO LEMMINGS

CLEAM NG  KIT 
POR COMPUTERS 

(INCLUOCS 
VACUUM)

19.99 Goldstar 14"
Television/
Monitor
W ITH  REM O TE

___________________ " U t i m  C O NTRO L AN D
S C A R T  IN P U T

GIVES PIXEL-CLEAR PICTURE WHEN USED AS A 
MONITOR VIA THE SCART LEAD PROVIOED 
ANO IT S A TELEVISION WITH REMOTE CONTROL 
F R E E  S P E C IA L  R E S E R V E  M E M B E R S H IP  
F R E E  A M IG A  T O  G O L D S T A R  S C A R T  LE A D  

PLEASE CLEARLY STATE AMIGA LEAD REQUIRED

T IC  NOPLUS HP PLACEMENT AMIGA POWER 
SUPPLY (THC « i  AMP OUTPUT ALSO ENABLES 
AUIGAS TO RUN PERIPHERALS CPP>C«NTLY)

FREE SPECIAL RESERVE MEMBERSHIP TECNOPLUS AMIGA STARTER PACK WOTH 
AMOS. PRINCE OP PERSIA. OUICKSHOT 1J1 

OELUXE DIGITAL JOYSTICK. OUST COVER. 
MOUSE PAD, PILE-A-D’SK RCCOROSYSTEM.

0«SK CLEANER. S BLAN K 0*SKS)

------------------  _  39 .99

P H IL IP S  C M 8 8 3 3  M A R K  2 
COLOUR STEREO MONITOR FOR 
AMIGA OR ATARI ST 
FREE MONITOR LEAD „
FREE MEMBERSHIP 229.S
TV TUNER FOR PHILIPS CMS803 
MKII MONITOR ONLY (TURNS 
THE MONITOR INTO A TV)........... i

MONITOR LEAD AMIGA TO 
PHILIPS CMM 33 II ........ .................

ROCTEC EXTERNAL STEREO SPEAKERS (WOTH BUILT M
AMPLIFIERS) FOR AMIGA COTV. ATARI ST ANO PC 14 M

DUST COVER POR AMIGA OR ATARI ST (CLEAR PVC) 4 M
OUST COVER POR MONITOR (CLEAR PVC)____  i  99
DUST COVER F O R M  COLUMN PRINTER (C U A R  PVC) i  99

AMIGA TO SCART LEAD
(OWES MONITOR QUALITY ON TV WOTH SCART WGB INPUT) *  H
HI-FI CONNECTION CABLE FOR AMIGA

■ M B I U  TO STANOARD PHONO -NPUTi ,9 9
RP L f  AD FOR AMiGA/ST (STANDARD LEAD TO TELEVISION) )  99
TV RP MPUT SWITCH POR AUK3AST
(SWOTCH BETWEEN TV AERIAL ANO COMPUTER WITHOUT OtSCONNECWNGi ) H
POPULOUVPALCON LEAO(NULL MODEM CABLE) .. 7 99
POUR PLAYER AMlQ A'ATARl ST JOYSTICK ADAPTOR
(POR KICK OFF 2 ETC) . | H
JOYSTICK (XTENOCR CABLE POR ANUGA/ST
(ALLOW S JOYSTICK TO BE UP TO )  METRES PROM COMPUTER) •  99
ROBOSHIFT MTERFACE POR AMlGA/ST
(PLUGS M O U S E * JOYSTICK INTO ONE PORT) 14 W
PORT EXTENSION ADAPTOR FOR AMIGA/ST
(CHANGE JOYS OCXS WITHOUT NECOWG TO REACH BE l« O C 0 4 < P U T IR | i  99

C A N O N  B J -1 0 E X  B U B B L E  JE T
PRINTER M  NOZZLE . *0  COLUMN
•3LO  CPS 2L<V1 ORAPT PONT. 12 MONTH
WARRANTY A SM ALL. PORTABLE PRINTER
VERY QUIET M  OPERATION YET GIVING
OUTSTANDING PRINT OUALITV
FREE PRMTER LEAD O / I O  O O
FREE M E M B E R S ** Z * » 7 . 7  7

C IT IZ E N  S W IF T  9  P R IN T E R
WITH COLOUR KIT *  PIN. M  COLUMN.
I »2CPS'4*NLO J N lQ  l  D R ArT PONT.
24 MTH WARRANTY A  9 PIN PRINTER WITH 
COLOUR PACKJTY ANO PULL PAPER 
HANDLING FUNCTIONS 
FREE PRINTER LCA0
FREE MEMBERSHIP 1 Q O O O
PR EECO LO URKIT 1 7 7 , 7 7

J  J -  OSOO GOLDSTAR
DISK WITH LABEL M p N C »

PACK OP M  GOLOSTAR J Sm 
OSOO 04SKS WITH LABELS 24 M

J S '  OISK HE AO CLEANER * 9 9  

OlSK BOX J .» - (10 CAPACITY) I  99

Goldstar Machine Type
C IT IZ E N  2 2 4  P R IN T E R
WITH COLOUR KIT 24 PIN. *0  COLUMN. 
1S2CPS*4LO. IL G ’I  ORAPT PONT. 24 MTH 
WARRANTY 24 PIN LETTER O UAUTY 
PRINTER WITH EXCELLENT GRAPHICS 
CAPABILITY (M 0 X M 0  DPT)
FREE PRINTER LEAD
TREE MEMBERSHIP O M O  O l
PR EECO LO URKIT Z 4 7 , 7 ‘

3.5" D S /D D  
D IS K  w ith  LA B E L

C IT IZ E N  S W IF T  24 E  P R IN T E R
WITH COLOUR KIT 24 P M . *0  COLUMN 
210CPV22LG SLQn ORAPT PONT. 24 MTH 
WARRANTY. AOVANCEO ON 224. HIGHER 
SPEED MORE FONTS. LCO CONTROL PANEL 
FREE P R M T f R LEAD
FREE M E M B E R S ** 4 ) 7 0  O C
PREEC O LO U R KIT A / 7 . 7 1

ALL PRICES INCLUOE UK POSTAGE A VAT £
DELUXE OtSK BOX i  f  (*0) 
LOCKABLE. DM OCRS

Nin ten do M
Super NES
♦ CONTROLLER ANO SUPER MARIO WORLD
FREE SECONO CONTROLLER
FREE STEREO LEAD
FREE NINTENDO MARIO GAME & WATCH
FREE SPECIAL RESERVE MEMBERSHIP
FREE C5 00 REPLAY VOUCHER
SEE ALSO GOLOSTAR TELEVISION/MONITOR

C IT IZ E N  1 2 0 D *  P R IN T E R
« PM . *0  COLUMN 144CPV2SNLO.
2NLQT ORAPT PONT. 24 MTH WARRANTY 
* G H  O UAUTY BLACK ANO WHITE PRINTER 
FREE PRINTER LEAD a  n n
FREE MEMBERSHIP I J * » . 7 7

CrMtcen)•xpuydAfe
Cheque* payable to: SPECIAL RESERVE 
P.O. BOX 847. HARLOW. CM21 9PH

Overseas O rders: EEC s o f t * * *  orders • noextra charge 
Worto software orders please add £1 00 per item

PRINTER LC AO (PAR ALLEL! IN
RIBBON POR S W IF T *O R  1 2 00 . A M
R'BDON POR SWIFT 24 OR 224 6 99
RIBBON (COLOUR) SWIFT*  24 OR 224 IS M

WorXJ I
Overseas orders m ust be pa id  b y  c re d it card.

( jn in e s  C fu ft

0279 600204
Open to  8pm Weekdays
and to  5pm Weekends

ANN UAL MEMBERSHIP 
UK £6.99 EEC £8.99 WORLD £10.99 

We only supply members but you can order ee you Join.

The S p e c ia l R e s e rv o  fu ll ■ m m w j v  
c o lo u r c lu b  m a g a z in e  N R G  is

sen t to a ll m em b ers  bi- ■ 9 0  
m o n th ly . N R G  fe a tu re s  fu ll “ r  
rev iew s  o f n ew  g a m e s  p lu s  

m in i-re v ie w s , a ll th e  g e n  o n  n o w  p ro d u c ts , the  
S p ec ia l R e s e rv e  c h a rts . R e le a s e  S c h e d u le  o f  
n ew  g a m e s  a n d  h u n d re d s  o f  sp e c ia l o ffe rs . 

P L U S  - E V E R Y  IS S U E  C O N T A IN S

£30 w orth  of m oney-off coupons
to  save even m ore m oney o ff our am azing prices.

W e  sell g a m e s  a n d  a c c e s s o rie s , a ll a t  a m a z in g  
p ric e s , fo r  M eg ad rive . M as te r S y s te m . G am e  

G e a r. S u p e r N E S . G a m e b o y . N E S . L yn x . A m ig a . 
A tari S T . IB M  PC . C D T V  a n d  IB M  C D  R O M .

B e st S e rv ic e . B e st P rices . B ig g e s t S e lec tio n

That's w hy over 100,000 people 
have jo ined  Special Reserve.

ITEC N O PLU S

- E
Hi Quality Version Available on AMIGALAND.COM
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1 A TRUE STORIES
I  W  The A500P1us is no more -  you 

read it first here! Plus: Whatever 
happened to Palace Software?: Win 
copies of Aliens: Special Edition with 
Hostile Breed; The Rocketeer zooms in; 
James Pond is back!; Captain Sensible 
joins Sensible Software: and more!

1 £ GALLUP CHART
I  U  Now sponsored by Penguin 

biscuits (!), but the Gallup charts haven't 
changed a jot -  they're still the most 
reliable way of telling what's hot and 
what's not around...

A  ft COMPLETE
4 7  CONTROL
If you're stuck on a game, your best 
hope of finding a way out is with 
Jonathan Davies and his Last Resort 
column -  you'll find that here. Plus! Giant 
player's guides to Shadowlands and 
Harlequin and tips on Pit-Fighter. Kick 
Off 2, Scooby & Scrappy Doo and more!

A  A  STICK AROUND OO FOR JOY
It had to happen -  AMIGA POWER does 
a joystick review feature. Separate the 
best from the rest here.

TO  DIARY OF A 
/  L  GAME
This month Ubik really gets stuck into 
Sensible s up-coming Mega lo Mama II -  
he stops mucking around with menu 
systems and gets round to working on 
the game itself! Why not join him?

G A M E S  O F  T H E  IV

THE ADDAMS JOHN BARNES FIRE & ICE 
FAMILY EUROPEAN Braybrook's back -  and
Console-style film- FOOTBALL in style too! Read all
licence fun Page 20 Son of Man U Page 24 about it on... Page 26

PUSHOVER
From nowhere -  
Ocean s Quavers tie-in. 
and it's good Page 32

LEGEND
3D cartoon-style role 
playing -  and it's 
incredible fun Page 34

SIMANT
Terrible programming 
scuppers a promising 
project Page 38

60 WHOLE NEW 
BALL GAME

O C  DO THE WRITE 
7 j  THING
More annoyed readers! The odd happy 
one! The case for wargames! A new way 
to play Tetris! It's all here...

0 0  THE bottoa/i 
7 7  LINE
It's back! -  the most-packed-with-Amiga- 
games-information eight pages in the 
history of the world!

1 AO SUBSCRIBE! 
ID T  (ETC)

Get your brilliant value AMIGA POWER 
subscription here, plus back issues. T- 
shirts and -  new! -  benefit from great 
cheap game offers! Don’t miss out!

Or, to be more precise, nine brand 
new ball games! Join Stuart 
Campbell for an in-depth look at 
the new footy games set to tie-in 
with the European Championships
-  can any off 
them halt 
the next-to 
•unstoppable 
rise of 
Sensible 
Soccer?

90 DEFINITION 
OF SOUND: 
FLIGHT SIMS
We put it off for a while and then we ignored it for a bit 
and then we put it off some more, but its time had to 
come eventually. It’s  taken a massive four pages to 
even scratch the surface off the genre, but here, at 
last, is the definite buyer’s guide to... flight sims!

k

Hi Quality Version Available on AMIGALAND.COM



OVER 300
GAMES RATED IN EVERY ISSUE!

ONTH

DELIVERANCE
Bitmaps to sue? Doubt 
it, but this does look a 
tad familiar... Page 30

DIZZY'S
EXCELLENT
ADVENTURES
Value and fun Page 40

FLOOR 1 3
A first -  political 
skulduggery comes to 
the Amiga Page 42

EYE OF THE 
BEHOLDER II
It’s here -  an all-time 
great is back! Page 44

m POINTS 
OF VIEW

NEW! All our opinions on all 
the big games in potted, 
easy-to-read form!

114 AMIGA 
I 14 UNIVERSE

This issue, in our buildmg-up- 
month-by-month-mto-a- 
complete-encyclopaedia-to-all- 
Amiga-games-characters 
back page feature it s the 
king of them all -  Dizzy!

REVIEWED  
THIS ISSUE

JUNE

T h e  Addam s F a m ily ------------ 20
A m erican  F ootba ll C oach — 74
D e liv e ra n c e --------------------------- 30

-7 4  

-4 4

Dreadnoughts-

Eye O f T h e  B eho lder II-
F ire  &  I c e -----------------------

F loor 1 3 ...............................
H o t R u b b e r........................

-26

John B arnes Euro F’ball- 
L e g e n d ....................................

-4 2

-7 4
-2 4
-34

T h e  M an ag er —  

Pools Of D arkness
P sy b o rg ......................

P u s h o v e r....................
S a m u ra i......................
S im A n t--------------------

-7 7
-7 7
-7 6
-3 2
-75

-38
S poils  Of W ar 

St a  rush-----------

U to p ia : T h e  N e w  W orlds- 
WC Rugby: F ive N a tio n s -

-7 6
-7 6

-7 7
-7 5

A d vanced  D estro yer S im  — 80
A p ache F lig h t-------------------------81
Beyond T h e  Ic e  P a la c e ------- 82
D e fle k to r-------------------------------- 82

---------------------- 83D em olition* 

D is c ------------
F ig h te r M ission
G olden A x e -------
H A T E ------------------

H ig h w ay  P atro l II 
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L E G E N D
If you only come away 
from this issue of AMIGA 
POWER with one thing 
stuck in your mind, it'll 
probably be that Legend 
is a truly excellent game! 
Read the review (page 
34) or play this brilliant 
demo -  you’ll get the 
message either way.

TWO 
DISKS!
This month's double-disk special 
features a selection of top quality 
programs, the like of which you'll 
have rarely seen before. Plus! It also includes 
your chance to win an incredible free game!

d is k

A Q U A V E N T U R A
Trust Psygnosis to come up with a 
different sort of blaster. Whether you 
imagine this as a super-complicated 
Galaxy Force. an ultra-simple 
Starglider or a flying 
Battlezone, you've 
got to

M IS T E R  &  M IS S IS
From the wonderful world of 
shareware -  and if you don't know 
what that is, we've got a full 
explanation over the page -  comes 
this excellent (and gigantic!) arcade 
adventure. Help Missis' rescue the 

captured Mister’, with lightbulbs, teleports, glue-pits, locked 
doors, snooker balls (yes, really) and all sorts of other oddities 
getting tangled up in the plot along the way...

TH E ATTACK O F  THE A L IE N S  F R O M  P L A N E T  2 7 b / 6
If you thought Space Invaders is 
Space Invaders is Space Invaders, 
think again. The Attack Of The Green 
Smelly Aliens From Planet (nearly 
there) 27b 6 shows there's an 
original twist on any story if you 
only think about it long enough...

G R E E N  SM ELLY

GOT A FAULTY DISK?
Whal can we say? This does happen from time to time, but don’t worry -  we ll 
do our best to fix it for you. If your disk is damaged or fails to load, return it with 
a stamp addressed envelope to Tib pic, 36-50 Adelaide Street, Bradford BD9 
OEA, who w ill replace it w ithin a week of receipt. If, however, only part of your 
disk w ill not load we've got a Coverdisk Helpline. The number s over the page.
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Except tor Mister A Missis, this 
month's cover disks will work fine 
on all A500s. A500PLUSes and 
pretty much any other Amiga out 
there. Mister A Missis unfortunately 
requires one meg to run, but aside 
from that there should be no 
compatibility problems.
To use your excellent AMIGA 
POWER disks, follow these steps:
1. Make sure that you've switched 
off your Amiga, removed all 
peripherals, and plugged a joystick 
into Joystick Port Two and a mouse 
In Joystick Pori One.
2. Insert the correct disk into your 
drive, and switch on your Amiga. 
After a short while, a menu w ill load. 
Press the appropriate function key. 
and the game w ill commence 
loading. Please be patient, 
particularly with Legend, which 
takes about five minutes to load.
3. Note that our PD bonus disk 
contains readable documents about 
the programs. These are also 
accesible by pressing the 
appropriate function keys on the 
main menu screen.
4. Please keep the disk in the drive 
at all times, and don't forget to 
switch your machine off for 20 
seconds between disk swapping to 
prevent your AMIGA POWER disks 
from picking up any viruses.

A PROBLEM WITH YOUR 
DISK? SURELY NOT!
If either of your d isks fails to work:
1. Try the whole process again, this 
time making sure you've removed 
every extra peripheral etc you've got 
attached to the machine.
2. tf that doesn't work, try repairing 
the disk with Disk Doctor -  supplied 
with your Amiga.
3. If you still aren't having any luck, 
then don't worry. Place the 
offending disk in a jiffy  bag. along 
with an explanatory letter, saying 
WHATS WRONG WITH THE DISK 
and return it (complete with an SAE) 
to this address:
AMIGA POWER Disk 14 Returns. Tib 
Pic 36-50 Adelaide Street. Bradford. 
BD5 OEA. Give Tib a couple of 
weeks to replace your disk.

NEW! COVERDISK HELPLINE:
If only PART OF YOUR DISK w ill not 
load, call 0274 736990. and ask for 
Sam Hiah. Coverdisk Helpline. He'll 
do his best to help you out.
(Please don't send your cover disks 
to the AMIGA POWER offices -  we 
are unlikely to be able to fix them, 
although they do make good 
projectiles for fights over who 
makes the next round of tea.)

LEGEND
A uthors: Tag and Pete James 
P ub lisher: M indscape

Th«s exclusive AMIGA POWER level ol 
Legend will keep you playing into the early 
hours. And as if Mindscape weren't 
already being generous enough, they've 
arranged a special competition -  check 
out the details on these here pages.

Sure. Legend is a 3D role playing 
game, but it's quite unlike any other The 
control system is probably the most user- 
tnendly around (everything is mouse- 
controlled). and the spell-system is 
something else Role playing with real 
depth AND simplicity -  what more couk! 
you ask for?

CUT DOWN THE TREES 
(WITH A FISH)

The quest (a visit to the artisan will 
explain exactly what it is) entails going 
down mto the vaults with four characters 
(each with their own special abilities), 
exploring, solving puzzles and beating hell 
out of the nasties and mythical beasts

The characters under your control

are a barbarian (with the ability to go mto a 
berserker rage), a bard (with the ability to 
play enchanted songs -  different tunes 
have different magcal properties), a thief 
(with the ability to hide in the shadows), 
and a runemaster (who can cast spells like 
nobody's business).

The game commences m the town, 
where there are four places to visit Try all 
of them, find out what's on offer, and 
discover how to enter the vaults (ie begin 
the game proper) To return to a previous 
screen at any point, click on the X icon 
(this goes for all inventory displays also).

I OBJECT TO THIS
The next step is to learn how to ready any 
now weapons you may find along the way 
(your initial weapons are already placed m 
the characters' hands tor you). Its  easy: 
from the mam screen, click on the 
backpack icon. An inventory of one of the 
characters will be displayed (ie the 
character highlighted at the nght of the

screen). Click on the weapon, then ekek 
on the crossed-swords icon (this equips 
the character with this object). Next, dick 
on another character icon at the right, and 
repeat the process

If you wish to pass objecis between 
characters, simply ekek on the object, then 
on the character's icon to the nght. 
Alternatively, if you wish to drop an object, 
click on it then ekek on the hand drop icon.

The next step is to manipulate things 
in the first dungeon room Notice the row 
of commands below the mam screen? Try 
dickmg on the LOOK icon, then dick on 
the table (always dick on the base of an 
object or person). Next, try taking a peek 
m that chest behind the door. Click on the 
OPEN icon, d ick on the TAKE icon, then 
click on the chest. One of your characters 
will walk to the chest, open it. and take any 
treasure that's mside.

Next, try dickmg on the dragon icon 
at the top left -  a map will appear (not very 
extensive at the moment) -  handy for

Left; The inventory screen (inc ludes stats), 
as accessed by c lick ing on the bag icon.

•c lo w : The m ain  screen  

1. The characte r selection and  health  

portra its . M o re  skulls equals m ore health , 
w hile co lour indicates the leve l o f  luck. 

The selected  ch a ra cte r has a  brow n base.

1. The com m and icons. Click to  activate , 
then c lick  on an o b jc c l if  necessary.

3. The le ft and right hand (righ t fo r  

w eapon , le ft fo r  o b je c t), m agic Hem and  

rally party icons.

4 . The chicken. Click on here to  re tre at.

5. Click on the d rag o n  to  sec the m ap.
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FOR WHOM THE SPELL TOLLS
T he power ol the runemaster character shouldn't be underestimated. Provided he keeps at a safe distince during conflict, 

he can be the most powerful weapon of the party, sending fireballs of death flying all over the place (including straight at 
your own guys'n gals if you aren't careful). Here's a quick summary of the spell icons used to bubble and bubble.

1 . The spell scroll -  d isp lay* spells m ixed, 
jiv e s  an id ea  o f th e ir ingredients, and  

allows them  to  he trashed o r  to p p e d  up.
9. The dragon's eye -  indcatcs which 

runes req u ire  which ingredients.

J. This ro w  represents the  ingredients on 

offer. The num bers be low  show  supplies.
4. The spe ll eq u a tio n  line -  shows w hat 

elem ents o f the current spe ll a rc  ready.
Ry add ing extra  rune and  ingredient 
mixes, a com plex  spell can b e  m ade.

S. The m ixing bow l -  ingredients  and  

runes a p p e a r here w hen selected , ready  

to be m ixed.

4. The rune tab le  -  ready fo r  selection.

7. The m ixing and tipp ing  icons. To e ith er  

add an c lem ent to  the spell, o r  t ip  the  

current concoction  away.

delving deeper into the game. Also notice 
the chicken icon -  if things are getting 
desperate, clicking on this will make the 
party run as far and fast as possible 
(though getting chased into a dead end is 
a dstinci possibility).

To switch between characters, simply 
click on their icons at the left of the mam 
screen (notice the skulls -  the number and 
colour represent the health of a character). 
Clicking on a different character will make 
a different special ability available (shown 
on the row of commands at the bottom). 
Walking between rooms is done simply by 
clicking on a doorway or open exit

COWBOYS IN 
DUNGEONS
Right, that's pretty much it. Oops, nearly 
forgot to mention combat there, irs easy -  
to get a character to fight, simply click on 
his weapon hand, and away he goes 
Clicking on the bloodied dagger icon will 
rally all your party, causing them to go into 
combat together

RUNE WITH A VIEW
Eek. almost forgot about the spellcasting 
too Now this is the doozy bit1 If you're just 
starting out. you're probably best just

trying out the spells already mixed up.
They are actually represented by runes, so 
remembering what does what isn't always 
easy (be careful not to cast a heal spell on 
an enemy and a fireball on your own 
guys). Note that only the runemaster can 
cast and mix spells.

Clicking on the runemaster's mixing 
bowl will go to the spell mixing screen 
(which can also be used to identify spell 
elements -  thus determining what their 
effect will be) See the FOR WHOM THE 
SPELL TOLLS box above for an idea of 
the icons we re descnbmg here To make 
a spell, it is necessary to add differing 
elements. ie director runes along with the 
appropriate ingredient, to determine 
whether they are missile, explosive or 
continuous (ie recast on a location every 
four seconds, until the party leaves the 
room, or it is dispelled). It is then 
necessary to add one or more effeclor 
runes along with their ingredients 
Effectors include damage, paralyse, 
healing, thrall, and so on

Clicking on the dragon's eye will 
indicate what ingredients are needed to go 
with a rune The best way to fmd out 
exactly what a rune does is to examine the 
existing spells the runemaster has ready

To do this, dick on the spell list cloth. 
The list of spells w *  appear, with three 
icons to the right. The scroll icon indicates 
what runes and ingredients have been 
used to make the spell ( « the runes for a 
strong magic missile might be Missile, 
Damage. Damage, Damage). Clicking on 
the next icon, a bowl, will automatically 
create more of that spell (assuming the 
ingredients exist). The third icon is the 
skull and crossbones icon, which deletes a 
highlighted spell Mixing different types of 
ingredients means that brand new spells 
can be invented.

AND IT'S GOODNIGHT 
FROM US

Finally (honestly), to actually mix the 
spells, click on a rune and its ingredient on 
the mam mixing screen Both symbols will 
appear next to the mixing bowl Then dick 
on the newly appeared rune -  the 
runemaster will then mix the ingredients, 
and the rune will appear as part of the 
spell at the bottom of the screen Repeat 
the process for the other parts of the spell, 
and then dick on the mix icon at the hght 
hand s«de of the screen If the spell has 
been constructed correctly, then the new 
spell will be added to the runemaster's

W N -  YOUR OWN 
COPY OF LEGEND!
What could be better than your very 
own exclusive AMIGA POWER 
Legend dungeon? Yep. that's right a 
copy of the whole game, worth 
£30.99 from your local software 
emporium. Well, that's just what the 
generous bods at Mindscape are 
offering for the first ten readers who 
manage to complete our playable 
level of Legend. Simply write the 
password revealed at the end down 
on the back of an envelope, along 
with your name and address, and 
pop it in the post to Mindscape 
(NOT AMIGA POWER) at the 
following address:

AMIGA POWER LEGEND 
COMPETITION
Mr Ian Blackaller, Priority House. 
Charles Avenue. Mailings Park. 
Bergess Hill. West Sussex. RHt5 
9PQ

Good luck. And remember, only the 
FIRST TEN correct entries will win.

spell list The bowl tipping icon lets you 
throw away any unsuccessful spell mixes

The spell system sounds complex in 
theory, but a little practice should make 
perfect, and the effort is worth it. It's 
possible, for instance, to create a spell 
which with one click of the CAST SPELL 
icon heals the caster, paralyses anyone 
standing next to the caster, and fires 
magic missiles from the area around the 
casting Powerful stuff, when you know 
what you're doing.

Of course the complete game is 
much bigger (frighteningly huge, m fact) 
and includes outdoor action too It's 
available now. for the rather modest sum 
of £30.99. And check out Karl Foster's 
review in this very issue, why don tcha’  •

Tkc first gam e screen in le g e n d -  the tow n o f Trcihadvryl. fro m  here it's possible to  d o  a 

little shopping o r go  fo r  d iv in e  assistance (it rcalhr does help  you to  pray hard ).
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MISTER & MISSIS
A uthor: Richard Evans

Okay. kids, listen up. This here game is 
not yer actual pure PD as such, rather it's 
shareware PD. The way it works is so: It 
you enjoy playing Mister And M is s is , then 
why not help out programmer Richard 
Evans by sending him a small fee tor his 
troubles Yep. that's nght -  if you think 
Mister & M iss is  i s worth paying for. then 
pop £3 m the post to Mr Evans, thus giving 
him a little reward for your enjoyment.

Of course you don't HAVE to send 
him any money, even il you do like the 
game But you may write your own 
shareware game yourself one day. so put 
yourself in the programmer's position. And 
we're sure y o u l agree, £3 for such 
excellent platform frenzy is top value.

So. if you're having fun and willing to

help out a PD programmer, then send your 
payment o' £3 to
RICHARD EVANS. ST MARTINS ROAD, 
GOBOWEN. OSWESTRY,
SHROPSHIRE. SY11 3N
Thank you. now on with the show 

How sad we all were when this 
turned out not. after all. to be a licence of 
the legendary Anglia (remember them?) 
TV series in which young and old married 
couples alike were humiliated before the 
nation for not knowing what their partner s 
favourite kind of marmalade was. Instead, 
programmer Richard Evans has come up 
with a neat platform puzzle game in which 
you play two characters, the eponymous 
Mister and M is s is  Unfortunately, one of 
them (Mister) is stuck in a cage at the 
start, so you must negotiate Missis

through zilUons of screens of tricky 
platform leaping puzzle-solving action to 
rescue her other half That's about it. plot- 
wise. so let's go with some instructions

SOME INSTRUCTIONS
Mister and M is s is  are both controlled by 
joystick m the traditional manner. ie left, 
right, up and down, with up also acting as 
the jump function Pressing fire switches 
control between Mister and M is s is , which 
is vital as certain areas can only be 
passed by one or other of the two 
characters. Locked doors must be opened 
by Missis with the keys that only she can 
pick up. while Mister is the chap you want 
when there are iightbuibs to be switched 
on (we re not quite sure why you need to, 
to be honest, but do it anyway). If you 
want to light all the bulbs on a level in one 
go. though, you'll need to get both 
characters to the giant bulb con which 
you'll come across occasionally.

SNOOKER LOOPY NUTS 
ARE WE
Secondary to the mam task of rescuing 
your better half and escaping from the 
seven levels of the game, you'd also do 
well to play a little snooker along the way.

Eh’  Well, throughout each stage 
you'll see lots of coloured balls They are 
in fact snooker balls. Collect them m the 
nght order (red. colour, red etc) and you'll 
get yourself a b»g juicy bonus, as well as 
making life a good bit easier for yourself 
when you come to battle the end-of-level 
guardian ( End of level guardian? -  
Reader s voice.) Oh yes. we forgot to 
mention the end of level guardian. 
Unfortunately, it's a b«t too late to ten you 
about him now. cos it's time for a quck 
con guideD on't be foo ted  by the 'd istinctive' ) » p M c s ,  this is a  top -quality  p la tfo rm  experience.

SHAREWARE

A QUICK ICON GUIDE
In addition to bulbs, keys and bulbs, you'll 
find a few other things scattered around 
the various worlds on your travels. Hearts 
increase your power level, while Venus 
flytraps decrease it at a hornfc rate.

Spnngs. hooks, ropes and platforms 
all provide pretty predictable means of 
transportation, while teddy bears cause 
Mister and Missis to swap places A 
snooker cue lets you collect the snooker 
balls in any order, and a snooker triangle 
restores the position of all the balls on a 
level. Glue pits stop you from jumping, and 
pretty much everything else gives you 
bonus points. That's it. bascaliy. Um. 
good luck ( No wait, don't go yet1 What 
happens if we get stuck on a level? -  
Reader s voice.)

WHAT HAPPENS IF YOU 
GET STUCK ON A LEVEL
If you get stuck on a level, press the left 
mouse button to restore that level to its 
starting set-up Right, that's it this time •

THE ATTACK OF THE GREEN SMELLY 
ALIENS FROM RUNET 27b /6
A uthor: Alex May

Attentive readers will remember that back 
on issue nine's coverdisk we brought you 
Mr Wobbly Leg Vs The Invaders From 
Space, one of the entries for our issue 
two Wm A Job At Bullfrog' competition 
(results coming really soon now. honest) 
m whch you. our lovely and well-adjusted 
readers, had to design and write a variant 
on the classc Space Invaders game 
Now. as a special treat, we bnng you 
another unnecessanly-lengthily-titled

Afthl 
They’re 

beck, end  

they’ve 

invented  

the w heel!

entrant from that very same compo. m the 
shape of Alex May's Attack Of The Green 
Smelly Aliens From Planet 27b'6 (or 
Smelly Aliens lor shod). This is one of our 
very favourite submissions for the 
competition, and -  although we can't say 
for sure, since we're not ultimate judge 
Peter Molyneux -  we wouldn't be at ail 
surprised if it turned out to be the winner.

The object of the game is as simple 
as it ever was -  blast the invaders and 
score lots of points, and that's a l -  but 
this is a well-thought-out idea, and well- 
executed too Your laser base srts m the 
centre of the screen with the defence 
shields arranged around it. rather than 
everything being across the bottom as 
before The aliens attack m increasing 
numbers in circular patterns, and you

rotate your ship in position and shoot at 
them through the gaps between your 
shields, which in this game are 
completely mdestructable. You die if the 
aliens manage to get a laser blast 
through the same gaps, so if they fire 
where there's a space, you must rotate 
the shields around so that they block the 
oncoming shot.

And that's all there is to it As 
classically simple as the first Space 
Invaders, and identifiably related to it. yet 
an original and cleverly-designed arcade 
game m its own nght, we think you'll like 
this one To be honest, it does work best 
if you've got a one meg machine which 
can access the groovy music, but -  hey! 
-  we re sure you can supply some kind of 
sound yourself if you don't •

CONTROLS
f ir e  R o u te
U s e r shield

R o u te

sh ie ld

riqh t

Hi Quality Version Available on AMIGALAND.COM



AQUAVENTURA
Author: Bill Pullan 
Publisher: Psygnosis

It's Serious Challenge time in 
AMIGA POWER again, folks 
Our Aquaventura demo, 
courtesy of those nice 
Psygnosis people, bnngs you 
the game's first mission to 
complete Nothing too hard 
in that, you might think, but

PMCIS
0 1

there's a difference -  now you have to do 
it m 60 seconds. Yup. just one minute after 
you press fire to begin the game, it'll all be 
over, whether you succeeded or not. so 
get your no-nonsense shooting gloves on 
and get ready for some blasting. The 
game itself couldn't be simpler -  fly around 
usmg the joystick and blast everything you 
see which fits into one of the categones 
listed below.

TARGET CATEGORIES
Things which move. Everything else

IS IT THAT SIMPLE?
Yes. it's that simple.

ANY OTHER CONTROLS?
Well. okay, to be stnctfy accurate there are 
a couple of other things you might want to 
know One is that you can switch your gun 
sights on or off by pressing the S' key 
(actually these are hombfy confusing and 
we suggest you leave them off), another is 
that you can alter your craft s velocity by 
using keys F1 to F10 (F10 being the 
fastest speed), and the last one is that you 
can pause the game with the P' key. Any 
more questions’ !

SHOOT WHAT? WHEN?
Watch the intro. But don't hang around, 
you haven't got time to blast everything..

HEY A 5 0 0 P  OWNERS!
Apologies and all that, but DON'T leave the 
game running on the rolling demo and then 
try to play -  you won't be able to. as the Hi- 
Score table crashes the program. You'll 
have to reload it to play if you do. Sorry for 
the inconvenience •

CONTROLS

5:0:0mm mm
M 3 ®

a  pcaoum ?© © © d js q d k

PLUS• Cartoon Classics • Lemmings • Captain Planet ••  Bart Simpson • Paint III - with animation •Workbench 2 •
PLUS

• Hollywood Collection • Robocop •  Batman - T he Movie# 
• Indiana Jones #F19 Stealth Fighter •  Wicked 30 Game Pack

■ Another 50 great games ■  Microswitch Fighter joystick 
■  Dust Cover ■  Mouscmat

A l l  Th is  C o u l d  B e  Y o u r s  - J u s t  C a l l

0839  550 060
Enter As Many Times As You Like. If You Don't Ring You Can 't WinSo call now to win this fantastic prize

'four i

Colls cost 36p (cheap rate) and 48p (at all other times) per min. Inc. VAT 
T.P.P. Ltd. Berwick upon Tweed TD15 1AB. Please ask permission before you call 

■ ma> be passed on to other responsible companies who may send special offers and promotional literature If you do not want this please write to the above O
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H 5 0 0 P  H H E D  ♦  R O C K E T E E R  ♦  R E S P R R V  L A B E L  ‘ R E S T I N G ’ ♦  T O U C H D O W N !  L A B E L  
L R U N C H E S  ♦  R Q U R B H T I C  G A M E S  ♦  E I I I J C R T I O N R L  H I T  S Q U f i D  R E L E R S E S  ♦  H U G O

RESPRAY 'RESTING'
In  ono of yo ur id le r  
m om ents  you m ay ju s t ge t 
around to  w ondering  
‘W h ateve r happ ened  to 
R ospray -  D om ark 's  budget 
lab e l? ' Tho tru th  is , it 's  not 
dead -  no t as  such -  ju s t in 
a period  of e x te n d e d  res t, 
w ith  D om ark b a ck  
c a ta lo g u e  s tu ff c u rren tly  
going ou t on O cean 's  H it 
Squad la b e l in s tea d .

SHOCK NEWS! 
THE AMIGA  
5 0 0 P  IS DEAD

W ith the ad v en t o f  the new  A *0 0  

m o d e l, C om m odore's short-lived  

ASOOMus is to  b e  d iscontinued. D on't w orry  

though, fo r  those w ho w ou ld  ra th er buy the 

old  m odel, stocks arc  exp ected  to  last until 

la te  this year.

II was only launched about six months 
ago. but now the A500 Plus proves itseH 
to be very much an interim machine, with 
Commodore planning to phase it oul m 
time tor Chnstmas in favour of the new 
A600 models The A500 Plus is still on 
sale of course -  and will be for some time 
-  but sourses close to the company tell us 
that manufacture has already ceased, 
presumably freeing production lines to 
work exclusively the new basic machine.

The Commodore Amiga of the 
future, then, is without doubt the A600. 
This currently comes in two models, the 
basic one meg one at £399 and the 
version with a 20 Mb hard drive fitted 
internally for £100 more at £499 
However, you should by no means 
dismiss the idea of buying an A500 even 
now -  there're likely to be some great 
discount opportunities to be had in the 
months ahead

TOUCHDOWN! 
TOUCHES DOWN
Fans of th e  M onopoly  
C om m ission  n e ed n ’t w o rry  
to o  m uch ab o u t O cean  
g e ttin g  th e  re -ro lo ase  
m a rk e t a ll to  thom selvos  
though -  r iva l so ftw a re  
houso E m p ire  a re  just 
ab ou t to  lau n ch  one of 
th e ir  very ow n! W elco m e, 
th en , to  tren d ily -A m e ric an - 
F o o tb a ll-s ty led  
Touchdo w n! Long m ay you  
s tic k  out year-o ld  gam es  
for e ig h t qu id (ish).

HIT SQUAD 
'EDUCATIONAL'!!
M e a n w h ile , fan s  of T h e  H it 
Squad w ill be p lease d  to  
kn o w  th a t O coan a re  about 
to  s ta rt launching  
ed u c a tio n a l(t) p rod uc ts  on 
th e ir  budg ie  la b e l. The fun  
begins w ith  Fun S cho o l 2. 
•The tim e  is righ t to  
publish  som e ed u c a tio n a l 
t it le s  on H it Squad,* 
recko n s  O cean 's  Paul 
P a tte rs o n . Y eah , r ig h t...

IS IT A BIRD? 
IS IT A 
PLANE? ETC

y # *

©

Plenty o f  p la n e *, b e t w here's o a r  k e ro  o f  the hour -  Ik e  Rocketeer?

It's probably la ir to say Disney hasn't quite realised it's  potential 
game-wise yet, but It's  not lo r a lack o l trying. One o l the lew 
software houses (Lucaslilm  is the only other we can think of) to get 
their film  licences built-in, Disney lead with a new adventure-game 
version of Dick Tracy from the USA (let's hope it's  better than the 
Empire version). Following that is  The Rocketeer Quit out on the PC, 
due on the Amiga in September) featuring '30s racing planes, 
experimental rocket packs and vicious nasties -  imagine 
Cinemaware's Rocket Ranger transformed into a scrolling blaster 
and you'll be most of the way there. Keep watching the skies!

YEAR OF THE 
AQUA OLYMPICS

The o ld  F o n d  -  w a r t l l  you m « the new  m odel!

Before the eagerly awaited Splash Gordon 
-  the third James Pond console-style 
extravaganza -  comes the first of a brand 
new style of Pond adventure, and one 
ideally suited lor this summer (it is 
Olympic year, after all). Bringing with it. as 
it does, happy memories of those great 
multi-event sports games of years past, 
this very unoflishal Olympic licence' 
Irom cheeky Millennium -  The Otfishal 
Aquabatic Games -  features the 
underwater agents of FI5H on a misson to 
get themselves fit so they're in line fettle 
to take on the dastardly Dr Maybe. We can 
hardly wait...

And that's not all from Millennium! 
Daughter Of The Serpents is a graphic 
adventure set in 1920s Egypt for October 
release, while Rome (no relation to our 
recent covermounted PD game!) is Steven 
Grand's sequel to his earlier Robin Hood. 
You start out as a humble slave and have 
to try and make your way up through the 
ranks until you reach the dizzy heights of 
Emperor. A much larger, more ambitious 
game than Robin Hood, expect to see a 
September release.

WHEREVER 
HUGO, I 
GO TOO...
Cheeky Hugo in 

not-PO -nl-all 
shocker!

Or: The strange case of Skaermtrolden Hugo. 
Seems the loveable Skaermtrolden Hugo (P0. 
issue 12) was too good to be true for the Public 
Domain after all. The Danish software house who 
created it are mightily surprised to see their baby 
doing the PD circuit in the UK -  they spotted the 
review in AMIGA POWER -  especially since they 
were making enquiries into releasing it 
commercially in this country themselves. WeT 
keep you posted on what happens next, but don't 
expect to pick up the game through the Public 
Domain in the near future.

Hi Quality Version Available on AMIGALAND.COM
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HE SAID 'CAPTAIN', 
I SAID 'W O T?'

Here's one of those stories that sounds too good to be true, but -  apparently -  is. Seems top 
pop star Captain Sensible is a bit of a computer game and. no doubt, soccer fan, so what 
should he do on hearing of Renegade's upcoming release Sensible Soccer but ring them up 
asking to do the music? And now he is. And here's a pic to prove it. Er. hurrah?

WIN FIVE COPIES 
OF ALIENS - THE 
SPECIAL EDITION!
PLUS 1 0  COPIES OF HOSTILE BREED!
Palace's brand new multi-screen 
space station defend- em-up Hostile 
Breed is nearly upon us -  see review 
next issue -  and to celebrate we've 
got ten copies of the game to give 
away That's not all though -  as 
those who ve read the headline 
above w ill know. Y see. lo r the 
first five winners pulled out of the 
hat we ve also got five copies of 
the video Aliens: The Special 
Edition -  and all you have to do 
is answer these simple questions.

1) Hostile Breed artist Jo Walker also worked on what previous 
Palace game?

a) Demoniak
b) Rim Runner
c) Barbarian II

2) Aliens: The Special Edition is  how much 
longer than the original version?

a) Five minutes
b) 17 minutes
c) 40 minutes

Easy, yes? Now simply write your 
answers down on the back of a 
postcard or envelope and send it off 
(along with your own name and 

address, of course) to Top Breeders 
Recommend IF Competition, AMIGA POWER. 29 Monmouth 

Street. Bath. Avon BA1 2BW. Closing date is June 30th, so hurry, hurry, hurry...

THE SHOW MUST 
GO ON...
M ore co m p u te r show s! The  
E lec tro n ic  G am es S how  is 
h e ld  a t W em bley E xh ib itio n  
c e n tre  on N o v em b er 13- 
15 th  and p lans to  fe a tu re  
‘m oun ta in  b ike  and  
sk a te b o a rd  c irc u its ' as w e ll 
as  a ll th e  no rm al co m p u ter  
stu ff. W ell!

...AND ON
If  you c a n 't w a it  th a t long, 
though, th e re 's  a lw ays  
A rc ad ia  a t A lex an d er  
P a la c e  (A ugust 8 th -1 0 th ).
In  c a s e  you’re  w o nderin g , 
no, th is  is n 't an ex h ib itio n  
as  such -  w ith  stand s ta k e n  
by the  s o ftw a re  housos -  
but ra th e r  a  la rg e -sc a le  
te m p o ra ry  gam es arcad e , 
fe a tu rin g  gam es  
ch am pio nsh ips , c e le b rity  
c h a lle n g e s  and th e  lik e . 
M m m , you m ig h t ju s t c a tc h  
th e  A M IG A  POW ER te am  
dow n th e ro  to o ...

EDUCATIONAL (BUT 
FUN)
T h e  gap b e tw e e n  
e d u c a tio n a l and sorious  
so ftw a ro  is n arro w in g  a ll 
th e  tim e  -  w itn e s s  gam es  
lik e  S im A nt or D isney's  
M ic k e y  M o use  e d u c a tio n a l 
th in g s  -  bu t ra re ly  has th e  
d is tin c tio n  been so b lurred  
as it is  w ith  A ctiv is io n 's  
B ushbuck, a  so rt of In d ian a  
Jo n es -ty p e  search  fo r ra re  
and w o n d e rfu l h is to ric  
a rte fa c ts  c ro s sed  w ith  a 
trave lo g u o  o f fam ous  
g e o g rap h ic a l lan d m arks . 
Full re v ie w  n e x t issue.

SICK OF FOOTY?
D on't w o rry , you w ill be. 
Ju st ou t is US G o ld ’s The  
L in e k e r C o llec tio n , a  K ixx  
sp ec ia l fe a tu rin g  Ita ly  
1990, H ot Shot, F o o tb a lle r  
O t The Y o ar I I  and  
In te rn a tio n a l S o cc er  
C h a llen g e , a ll to g e th e r in 
one box fo r C 19 .99 .

SICK OF FOOTY? 
PART TWO
S ooner or la te r  every  First 
D ivis ion  fo o tb a ll te a m  is 
going to  ha ve  its  ow n gam e  
-  or so it soom s. Jo in ing  
L iverpo o l and  M an U  com es  
A rs en a l FC  from  T h a la m u s, 
an  arcad e /m an ag o m e n t 
th in g . O rig in a lly  in ten d ed  
fo r E as te r, th ings seem  to  
be slipping -  G unners fans  
shou ldn't re a lly  e x p o c t it 
u n til la te  sum m er.

UBI SOFT
Contact: Ut» Sod. S * M c n  House. 100. Readng 
Road YsMty. Cambortey Surrey G U I7 7RX

History: Founded n  1986 as a software pubksher by 
Yves Gudemot the company's long standing 
chavman. Ub. Sod is pan ot a larger group inducing 
one ol Europe’s frggest games dmrfeutoci W«h 
offices m Germany. America. Vie UK (established 
September 1990). France -  and a form venfcxe in 
Japan -  they're truly an nternabonal concern too

People: Ubi Sod employs around 50 people ftA  lin e  n  
France, though * i  Vie UK there are only two Afl devgn 
and concepaon ol soderare takes place m Pans, wan 
about 20 people directly involved n  software 
development, and a number ol the programmers 
working in house However. Ubt Sod have recently 
worked w « i outsde developers the Vw German 
BJuebyte, perhaps best known lor Raffle Isis m d  Pro 
Teens Tour 1 and 2 -  and who are now puttfsfkng 
games Ike  Apttya  (treaty mso the UK Viemsefves -  
and Computer’s bream, the team behmd the 
SAT games

Greatest Success: in the opvson of Rot eon Leard. 
Ub> Sod s UK Operators* and Marketng Mamager. t  
would have to be Pro Teens four by Buebyte 
because it was our ftrsl b g  success It was the one 
viat ready created our reputation as a pubksher *i 
France and abroad *

Greatest Failure: "That would have to be Iron Lord In 
(act Viat noukf have been a  big success dK had been 
on time, but uVortunately « took ages to fmeh. and we 
•ound other games had led H behind by the time 4 
came out it was a real shame'

Typical Game: There isn't reaVy any such thing 
though we always try to produce games Viatl appeal 
to as many people as possb te  B A T .lv  oum ple. was 
always intended to be the sort ol adventure type 
game that anyone couW get nio We ddny want it to 
be played by tho te lea  RPG gaming lew and 
no one else *

How they see thorn serves: "Wore a mayor publisher 
* i  France, ci co m e, and I Wnh we re buidmg a pnxty 
good reputation *i the UK too BmkVg a rep a l over 
Vie world a  our pnonty -  though we re now 
recognising each country needs a afferent approach *

How do other people te e  them: *1 th e * that ethers «  
the industry are now aware ol us as a dynamc and 
capabio publisher *

Product development: "Whei a program ing team 
brings a concept to ue and we accept A  we re keen to 
stay «  very dose contact wdh them right the way 
through development, domg what we can to mprove 
the game The other way to do V Is viat we come up 
with Vie scenario and the stuchse ol a product 
ourselves and then farm it out to a programi n g  team 
-  we keep even closer tabs on those onesr

Final Word: ’ifs  simple We are determined to 
continue the production and distnbukon of 
quality software *

BAT  f - s t i l l  on the h o m o n  from  Ubi S o ft

Let’s hope it ’s w orth  the  w ait...

A
M

I
G

A
 

P
O

W
E

R
 

J
U

N
E

 
1

9
9

2

Hi Quality Version Available on AMIGALAND.COM



A
M

I
G

A
 

P
O

W
E

R
 

J
U

N
E

 
1

9
9

2
'S R O O K I E S  R E R C H  F O R  T H E  S K I E S  -  P O O L  + L U R E  O F  T H E  T E M P T R E S S  S H U T T L E  + 

K V R R N D I R  + C R N N O N  F O O O E R  + E C T S  R I H R R D S  -*- P E R F E C T  G E N E R R L

l! VIRGIN ON THE 
ECLECTIC
indeed, you could argue they don't just verge on it. they actually deliberately make a point 
of releasing the weirdest mix of games you ever did see. One minute they'll come up with 
something shallow and funny like Viz. the next a state-of-the-art text adventure like 
Wonderland, the next something completely different again. Who else would sign a 
Motorhead licence, for instance? (Though goodness knows what's happened to that.) And 
who else would have a summer line-up as diverse as this...?

REACH 
FOR THE
SKIES

ROOKIES
Not unlike Sensible's Cannon 
Fodder in many ways. 
Rookies Is a 3D isometric 
wargame-wlth-god-sim- 
pretentions. if you can 
imagine that. Created by 
programmers Perfect Set, it 
aims to recreate the sort of 
fun you get playing with 
Action Men or toy soldiers (or 
Paintball, for that matter) -  
but on a computer. Look for 
an autumn release.

3 0  gungo ho heroics in the exp losive Rookies.

Here at AMIGA POWER we've 
always been b»g fans of period 
flight sims. so this new WW2 
effort from Rowan -  the team 
behind Falcon -  is eagerly 
awaited It puts you in the role of 
pilot (British or German) or air 
controller during the Battle Of 
Britain and lets you get on with it 
Again, scheduled for an 
autumn release.

ARCHER
McCLEAN'S POOL

A rch er M c k a n  j iv e s  his bolls o 

bH o f a  re-spray (a h e m ) fo r  

Virgin's next big release

The new. American- 
friendly version of the 
uttra-successful Jimmy 
White's Whirlwind 
Snooker, as put 
together by the multi­
talented Archer Mdean 
and featunng just about 
every game variation 
known to man Look for 
a review very soon.

date to be 
confirrmed.

SHUTTLE
Gigantic, massively 
complex and 
determinedly 
completist 
simulation of the 
American Space 
Shuttle, put 
together by top 3D 
specialists Vektor 
Grafix. Release In space no-ooc can h ea r you press 

the w rong button  -  bu t you've go t to  

got up there  first I

LURE OF THE 
TEMPTRESS

Created by Revolution Software, Uvs full-scale mouse-driven 
FRP adventure -  apparently created with visual help from 
Watchmen comic artist Dave Gfcboos -  is set to nval the best 
the Americans can offer Look for a £30 99 release very soon

Could it be? A  British gam e to  bea t the likes o f  M o n k e y  

Is land ?  Find out in next month's A M IG A  POW lR

MEANWHILE...

FABLES & FIENDS: THE 
LEGEND OF KYRANDIA

From Westwood Associates (the Eye Of The Beholder developers) comes this strange cross 
between normal Fantasy Role Playing games and interactive graphic adventures. K lacks

© weapons (completely) and features limited spell-casting, concentrating instead on a fairy-tale 
atmosphere, character interaction and all that jazz. Sounds very promising indeed -  look for a 
(guess what?) autumn release for this too.

S onxlblo 's  C annon Foddor -  
v isu a lly  a  sort o f cross  
b e tw e e n  M e g a  lo  M an ia  
and C om m ando, w h ich  w e  
firs t sh ow ed you b a c k  in 
A P 11 -  has ju s t been  
signed up for re le a s e  a b it 
la te r  th is  y e a r  by V irg in  
too! W orth  a ‘hu rrah ’ , do 
you th in k?  (Oh, go on  -  Ed) 
H urrah!

ECTS
THE AWARD 
W INNERS
A couple of months ago (AP12, back issue fans) 
we gave you a list of nominations for the European 
Computer Trade Show 1992 Awards -  the self- 
styled games industry Oscars. Well, now we can 
tell you who won! Nominations were made by 
journalists from 50 magazines across Europe 
(including AMIGA POWER, of course), and the 
awards presented by Gamesmaster’s Dominik 
Diamond. Here are the winners in the various 
Amiga-relevant categories...

Best Action Game: Lotus Turbo Challenge II 
(Gremlin)
Best Sports Game: Jimmy White's Whirlwind 
Snooker (Virgin)
Best Adventure/Role Playing Game: Eye Of The 
Beholder (SSI/US Gold)
Best Simulation: Railroad Tycoon (MicroProse)
Best Packaging: 3D Construction Kit 
(Incentive/Domark)
Best CD Game: Sim City (Maxis/lnfogrames) 
Software Publisher Of The Year: MicroProse 
Game Of The Year: Lemmings (Psygnosis)

The only computer game to win any significant 
awards which hasn't appeared on the Amiga is 
Origin's Wing Commander II, which swept the Best 
Sound and Best Graphics awards, while -  for us. 
anyway -  the big surprise was the complete non- 
appearance of MicroProse's Formula One Grand 
Prix by Sir Geoff Crammond. Maybe next year, eh?

W ILL WE EVER 
SEE A SEXY  
W ARGAM E?

The P erfect G e n e ra l in a ll its jrc e n 'n ’brow n  

glory. It  may b e  the P erfect G enera l, b u t Is it the 

Perfect W argam c? Can it  m atch up to  B a ttle  

I s le t  Find out next m onth...

Well, lots of people keep trying to come up with 
them, don't they, but we have to say we still 
harbour severe doubts about whether it can really 
be done. Still, if anybody can manage it. Ubi Soft 
can -  their brilliant Battle Isle and Celtic Legends 
releases did interesting things with the hex-based 
format, and now. with The Perfect General, they're 
tackling the subject head on. Actually developed 
for them in America by the as-yet-unknown-over- 
here outfit QQP. we still don't know too much 
about the details. Review next month though...

Hi Quality Version Available on AMIGALAND.COM



PLAY THE ACE

FROM THE DESIGNERS OF 
THE SMASH HIT TENNIS CUP

•  3 game modes: 
simulation, arcade 

& automatic 
Training & practice 

modes
•  Opponents using 

true game strategies 
•  "Radar" option - plan 

or profile views 
•  Choose the 

matches of
your season 
& win P.T.A. 

points and cups 
•  Double 

Camera option - 
1 or 2 players 
on 1 or 2 

screens

£ 2 9 .9 9  £ 2 5 .9 9  £ 2 5 .9 9

IBM PC • AM IG A • ATARI
EGA/VGA 500/ 500+, 1000, 2000 ST/STE

Distributed in the U.K. by Digital Integration Limited (Enquiries -  0276 684959)
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1 WHERE ARE THEY NOW? 
N ol PALACE SOFTWARE
BY GARY PENN

io  W alker's  distinctive graphics give H o s tile  B re e d  *  lo o k  a ll o f its ow n. You may 

rem em ber his in tro  sequence in the exce llen t M e$ a  lo  Mania-

In H o s tile  B reed , ex tra  w eapons -  missiles etc -  a rc  co lle c te d  by co m pleting  a simple  

sub-gam e accessed via the space station spokes (see m ain te x t). The com ponents must 

then be brought h ere , lo  a hangar inside the base, and  b o lted  onto  your craft.

Actually. Palace Software are alive and well and still working away across the road from 
their old haunt, the Scaia Cinema. They’d be the first to admit that they have never been 
top of the heap, but the company’s always proved itself an invaluable spice in the rack that 
is entertainment software.

While there’s been little obvious activity from the Palace people since they 
released Demomak over a year ago. a lot’s been going on behind the scenes They've 
been bought up by French publisher Titus, but more importantly (to us) they’ve been 
working on products -  the blaster Hostile Breed is set for release next month, while they're 
also busy revitalising two old favourites. Super Barbarian and Super Cauldron And then 
there's the so-new-it-can't-to-be-discussed-yet Jekyil And Hyde

“I suppose in the long-term we re moving towards CD-based product.' says 
Palace King and co-founder Pete Stone 'But that’s a way off Our plans in the short-term 
are... whatever *

Hostile Breed is one of those whatevers. The brainchild of coder Rob Stevens 
and artist Jo Walker, it represents Rob's Amiga debut (he did previously spend a few 
months putting together a HG Weils-ian Time Machine game for Palace, but that was 
dropped) and it’s going to be h«s last -  he's recently moved on to console work.

Jo's pixels have previously adorned Sensible Software's Mega lo Mama (the 
introductory sequence) as well as Palace's Barbanan I and II, Demomak. and Sliders (the 
one good screen"). Since Jo's work on Hostile Breed finished months ago. he's now firmly 
ensconced on Super Barbarian -  but more of that later

It was in October 1990 that Rob had the idea that developed m Hostile Breed-  
he wanted to create a modem version of Defender

"Wen. a similar sort of thing.' he explains Tm  sick of shoot-’em-ups where all 
you get are bigger and bigger weapons and fixed spnte patterns so it s a matter of learning 
where to sit on the screen I hate that. Intelligent aliens are more fun. as Defender proved ’ 

In an attempt to make Hostile Breed stand out from the crowd. Rob and Jo are 
incorporating more than just intelligent aliens

"There are eight levels." says Rob. "but you play them simultaneously * These 
honzontai-scrollmg levels represent the spokes of a planet-based space station, holed by 
an earthquake (!) and now home to aliens pounng m by the shuttle-load The aim is simply 
to kill the aliens and plug up the holes to win, but there's more to it than that...

‘Everything m the station's 
powered by a reactor and it all works 
properly You have these repair robots
whch you build and then send out to 
repair the cracks m the base and any 
cables that have been eaten away 
They get attacked a bit like the 
Humanoids in Defender, and you have 
to rescue them."

So there's the base to run, droids to build and protect, and sexually active aliens to kill. Yes -  when the little blighters aren't 
going for the player, they are going for 'it’ , and it's not uncommon to see many different alien life-cycles all buzzing around at once' 

Indeed, there are 78 different aliens and 24 plants, which all told amounts to 590 stages of evolution in all. ‘One half of them 
usually attack you. while the other half do their own thing.' Rob reveals 'Having said that, almost all of them go for the internal 
workings of the base though*

The boys' strange ideas came from a vanety of sources, including books, beer, the box (natural history programs m 
particular), and films. Their lave rave »s Blood Money of all things. "It played well.' says Rob Hostile Breed should be released by 
the time you read this and is reviewed m the next issue of AMIGA POWER

SUPER, SMASHING, LOVELY
The Supers -  Barbarian and Cauldron -  are less imminent Both of them are 

intended for release next year. In Super Barbarian. Mana Whittaker s nowhere to be 
seen -  but that doesn't mean there aren't plenty of choice chicks to rescue from the 
clutches of evil Drax, who's back yet again

"We re combining the best of the two previous Barbanans: says Pete Stone The 
result is two beat-'n'-hack-'n'-slash-'em-ups in one. a one-on-one knockout with up to 
eight players taking pan (only two combatants are on-screen at once though), and an 
action arcade adventure Super Barbarian is m the hands of ex-GangOf Five coder 
Dave Chapman (he d'd Sorcery many years ago) -  or Dr Dave as the Palace team used 
to call him. because he “always seemed to be rescuing other programmers' failures’’ .

Super Cauldron on the other hand, is being put together by Titus in France, but will 
be released on the Palace label (the mam witch character is their creation, after all). If 
things go to plan, she'll return in a run-'n'-jump-'n'-shoot-'n'-speli-ioous romp, only this

O time around she needs to be rescued from an evil King You play her daughter, you see. 
who's a jolier. more cartoon-esque soul m keeping with the style set by Titus' The Blues Brothers and Titus The Fox More news 
In future issues

W here arc  these sprites from ? Super 

B a rb a ria n ,  o f course...!

POWER
MAD

Much more of an obvious arcade game 
than recent things like Psyborg, Loriciels 
newie Jim Power In Mutant Planet is a 
scrolling half shoot-'em-up/ half beat-'em- 
up affair, not unlike recent releases from 
the Leander/Borobodur school of arcade 
style games. Here's a quick taster screen 
-  full review next issue.
•  More games to come from Loriciels 
over the summer include Bizzy Bros, a 
Lemmings-style game based on gold 
digging (!), The Cartoons, featuring two 
very different creatures who mutually 
depend upon each other to survive 
(sounding very much like an updated 
Head Over Heels) and -  yes! -  Baby Jo IP.

Hi Quality Version Available on AMIGALAND.COM
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CROC TILL YOU DROP

Visually akin to Bomb lock, but actually in a genre all of its own. Cool Croc Twins marks the 
launch of Empire's Arcade Masters label -  an outlet for original arcade-style products.

Everyone’s mixing the platform and puzzle game genres together these days -  Mirage's 
Humans, Ocean's Pushover -  but here's a rather different way to handle it. Cod Croc 
Tmns marks the launch of Arcade Masters -  Empire's new sister label -  which, as the title 
suggests, will concentrate on original arcade style games, leaving the mainstream company 
to deal with the Megatraveller and Pacific Islands sort of product

But what of Cod Croc Twins? Following a single screen, multi-level, one or two 
simultaneous player pattern. C od Croc Twins requires a tot more brainpower than the 
screenshots might lead you to believe. The storyline concerns two incredibly, well, cool' 
crocodiles (surprise, surprise) who are vying for the affections of (oh dear) one Daisy Croc- 
et This involves competing in increasingly more cluttered and complex play areas 

Each screen is composed with a myriad of platforms, outer walls, tethal-but-cute 
aliens, and tiles. Wandenng around the outer walls, the crocs can bounce, dinging onto 
platforms and nutting the tiles -  thus changing their colour. Change the colour of all the tiles 
and its onto the next screen. Simple to explain, pleasingly Bubble Bobble-esque (well, sod 
of...) but tough and quirky with it -  Cool Croc Twins will be available m a couple of weeks

FTL JOIN 
PSYGNOSIS
T h e  d e a th  of M irro rso ft s till 
seom s to  bo a t th e  roo t of 
ev ery  o th e r s to ry  w e  h e ar  
th ese  d ays , th e  la te s t  
being th a t resp octod  
A m e ric an  p u b lisher FTL -  
th e  peop le  behind sem in al 
RPC D ungeon M a s te r  
am on gst o th ers  -  is  no w  to  
bo hand lod  in th e  UK  by 
Psygnosis. Wo a w a it new s  
of now  p ro d u c ts  -  perhaps  
a D M 3? -  w ith  in te re s t...

STUCK ON 
KNIGHTMARE?
W e're no t surprised  -  i t ’s a 
very tr ic k y  gam o. H ap p ily , 
help  is  a t hand. H e lp  in th e  
fo rm  of an ‘A dventurers  
H an dbo ok ', co n ta in in g  all 
th e  in fo rm a tio n  you're  
going to  need  to  c o m p le te  
the  gam e -  though  
p res en ted  in a s lightly  
c ry p tic  fash io n  so as no t to 
m ako it too  ea sy . For a 
sm all b lack  and w h ite  
m a g a z in e -lik e  th in g , CS.99 
(fro m  so ftw a ro  s to res  or 
M in dscap e  on 04 44  
2 4 6 3 3 3 ) m ay sound a b it 
steep , bu t if you 're  rea lly  
d e te rm in e d  to fin ish  the  
g a m e , w h e re  e ls e  a re  you  
going to  go ...?

UNTIL THE END 
OF THE WORLD

Ashes: Midwinter fans should be right at home.

Ashes O f Em pire , the new Mike Singleton 
extravaganza (see news last issue), is nearing 
release -  we hope for a review next issue. In the 
meantime, here's a quick gander at what it looks 
like -  M idw in te r fans should be in their element, 
though the game scenario (loosely based, as it is. 
on real life events in the crumbling Sovier Union) 
promises to be rather more sophisticated than 
stuff we've seen before.

/  \ /  r ,  / .) RECOMMENDS
After another month of intense game-playing (it’s a dirty job, but you know the 
story), here’re our six faves from last month’s releases. Check ’em out, already.

APIDYA
( P l a y  B y t e )

Arguments go on in the 
AMIGA POWER office -  still! 
-  over whether this or R- 
Type II is actually the best 
Amiga shoot-’em-up ever. 
And no doubt the argument 
will continue to rage for 
quite some time. What's for 
sure, though, is that it's 
most definitely in the top 
two. and if that's not 
reason enough to buy this 
beautiful, addictive, 
varied and sonically 
astonishing little slice of 
Software Heaven, then we 
don't know what is.

AGONY
( P s y g n o s i s )

A 'relaxing' horizontally­
scrolling shoot-'em-up 
might sound like a 
contradiction in terms (or 
indeed just a very bad 
idea), but give this curious 
little oddity from Psygnosis 
a try and you might just 
change your mind. 
Gorgeous to look at. and 
with an intro tune you could 
frame (if you'll pardon the 
mixed metaphor), this is a 
game that's also 
surprisingly enjoyable to 
play. Mellower than the 
entire Pink Floyd collection.

PACIFIC ISLANDS
( E m p i r e )
Tank games aren't for 
everybody, but if you're one 
of those people (as the 
saying goes] to whom they 
do appeal, you couldn't do 
much better than to try 
Empire's latest offering for 
size. Actually much more 
action-orientated than you 
might expect. Pacific 
Islands wallows in a 
claustrophobic atmosphere. 
Boasting lots to do. fine 
presentation and oodles of 
room for experimentation, 
this is a game to last you 
right through the year.

ULTIMA VI
( M i n d s c a p e )

A bit too hardcore for 
newcomers to fantasy role 
playing games it might be. 
but if you're a fan, Ultima VI 
remains the biggest, 
deepest offering in the 
genre ye t You get the best 
in exploration, combat, 
character interaction and 
humour -  all in one game. It 
could still do with better 
graphics (and a bit more 
speed), but then, that's 
American Amiga 
programmers for you. 
Probably the best value 
game you'll ever buy.

ANARCHY
( S i z z l e r s )

Yet another blaster 
beginning with the letter 'A', 
we're afraid, but very 
different to the other two. 
Anarchy is an update of the 
classic (and firm AMIGA 
POWER fave) Williams coin­
op Defender, with lightning- 
paced action and millions 
and millions (well, up to 80) 
bad guys all onscreen and 
after your hide at one time, 
and it’s completely brilliant. 
Want to know the best thing 
about it, though? It'll only 
set you back a mere eight 
quid. Unmissable.

COVER GIRL 
POKER
( E m o t i o n a l
P i c t u r e s )
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PENGUIN GALLUP CHARTS

TOP lO O
P-PICK UP A 
POWER CHART
Were pleased to announce that the Gallup 
charts, previously sponsored by ElSPA, 
the game publisher's association, now live 
under the wet little wing ol -  get this! -  the 
well-known Penguin choccy biscuit 
instead1 So cheers to Penguin creators 
McVities, and on with the show...

TEAM 1 7#S 
BEST YET
P r o j e c t  X
N e w  E n t r y ,  N u m b e r  1

P ro je c t X  -  spectacular to  lo o k  a t, great 

street crcd , but (we th in k) flaw ed.

Wow. eh’  For any game to go straight «n 
at number one is a remarkable 
achievement, but when it's one from an 
almost-unknown (and very new) 
programmmg.puWishing set-up. and 
entirely un-supported by a major 
advertisintypromobon campaign, it's even 
more amazing

Protect X's success -  it took only 
two days on sale to go to number two. and 
only eight to make the top slot -  is based 
almost entirely on word ol mouth And 
what's this down to’  Well, a good general 
reaction to Alien Breed, their last release, 
for a start -  that went to number two spot 
after only three days of sales -  but beyond 
that there have been enthusiastic 
magazine previews for many months now 
Protect X -  to not put too fine a point on it 
-  has caused quite a stir, though we cant 
help wondering that if all those buyers 
excited by sexy graphics had seen just 
how tough the game «, they might have 
been a little bit discouraged

Debbie Bestwick, Sales and 
Marketing Manager for Team 17. had 
this to say about the success of what's m 
fact only her company's third release (the 
first was the budget kung-fu game FuH 
Contact ) 'We re overjoyed * And who can 
blame her?

MADDEN FOR 
GRID IRON 
SOFTWARE
N e w  E n t r y ,  N u m b e r  2

Now here's a game that deserves its 
success Simon Jeffrey. Electronic Arts'
UK PR Manager, is very pleased with EA s

O latest "This is great, especially as 
American football is still very much a 
minority game I think it's purely on the

N sa rtytiw t •  • • • V w y g o o d  *  *  •  H u  aiinom anw  t t l lm d  •  O n

1 (NE) PROJECT X  Team 1 7 £25.99 . . .
2 (NE) JO H N  M A D D E N  AM ER IC AN FOOTBALL

Electronic Arts £29.99 . . . . .
3 (NE) SPACE CRUSADE Gremlin Graphics £25.99 . . . .  

4 (2) FORM ULA ONE G R A N D  P R IX  McroProse £34 99
5(99) PINBALL DREAM S 21st Century Entertainment £25 99 

6 (4) R A IN B O W  ISLANDS Hit Squad £7.99 
7 (NE) BLACK CRYPT Electronic Arts £25.99 . . . .

8 (NE) LOTUS TURBO CHALLENGE GBH £7.99 
9 (NE) GOLDEN AXE Tromx £9.99 . .

10 (NE) HA RLEQ U IN Gremlin Graphics £25.99

11 |N£i SHADOW WARRIORS )M Squad £7 99*
12 (46) POPULOUS 2 EkKtrooc Arts £29 99

13 (561 GIANTS OF EUROPE ArtCO 17 99 ~
14 (HE SUPER OFF ROAD Troiw C9 99 ~ *

15 (NE PACIFIC ISLANDS Empre £29 99 " "
16(13) NEW ZEALAND STORY

H4 Squad £7.99—
17 (38) ROBOCOP H* Squad £7 99 —
IS (NE MANCHESTER UNITED G6H C9 99 "*
19(1) 1st DIVISION MANAGER 

Coda Master* £7 99 ~

20 (NE i T ITUS THE FOX T * *  £25 99 —
21 (98) SPECIAL FORCES MooProsa £3* 99 ~

22 (251 BUSSLE BOBBLE lU Squad £7.99*“ *
23 (181 JAMES PONO 2 -  ROBOCOO

W erm vn £25 99 — *
24(3) F-16 COMBAT PILOT Acaon 16 £9 99“ *

25 (101 HARLEQUIN Giambi Graphcs £25 99
26 (46! STRIOCR Knot £7 99 *”

27 (NEl EYE OF THE BEHOLDER 2

US Gold £3599“ *
20 (26! POPULOUS Sttr Pertonw* £10 99 **"
29(53 ABANDONED PLACES

Etockonc Zoo £29 99 —
30 (NE i GRAEME SOUNESS SOCCER MANAGER

Zeppeln £7 99 "*
31 (NE) ADS Acton 16 £9 99“

32 (NE 1 SIM ANT Ocaan £25 99
33(65 FUN SCHOOL 4 (7-11) Empress £24 99 ’** 

34 (NE i AGONY PsygnoM £7 99 *"
3$ (9r , AFTER BURNER H I Squad £7 99 —
36 (NE l DALEY THOMPSON S OLYMPIC

CHALLENGE m  Squad £7 99 “

37 (951 EURO*N SUPERLEAGUE COSC24 99**
3 t  (RE I FUN SCHOOL 4 (7 -11) Empress

Software £24 99 *“
39(51) CHASE HO m  Squad £7 99
40 (NE) BARBARIAN 2 PtygnottS £25 99 ’*’
41 (16 BIRDS OF PREY ENdrono Arts £34 99 “ "

42 (20 OPERATION THUNDERBOLT

H i Squad £7 99*“
43 (40 ANOTHER WORLD US GokJ £25 9 9 ......
44(41) PGA TOUR* Electron* Arts £2999 *
45 (Nf i MEGA lO  MANIA.TIRST SAMURAI

Ub Soft £30 99
46 (15) ITA U A  * 0  Tio m  £9 99 “

47(0) TOYOTA CELICA RALLY G8H £7 99*”  

40(7) A320 AIRBUS Thalon £35 99“

49 (24) CASTLES Electronic Arts £29 99 “ *
50 (19) ULTIMA VI OnqrvM ndK** £30 99 ......
51 (NE SHADOWLANDS Dome* £29 99* “

52 (RE) f  UNSCHOOL 3 (7 UP) Europress £24 99 ”

53 (NT SORCEROR Maslertronc £9 99 ” *
54 (9) JIMMY WHITE S WHIRLWIND SNOOKER

VWgn£29 99

55 (59) ALIEN BREED Town 17 £24 99 ***
56 (17) WWF WRESTLEMAMIA Ocean £25 9 9 '

57 (39) RICK DANGEROUS Km £7 99 *“
50 (90) RENEGADE H4 Squad £7 99 ’

59 (NE) iVANHOE H I Squad £7 99 “
60 (NE) ULTIMATE GOLF GBH Odd £9 99 *“

61(5) JAMES POND GBH £7 99 “ *
62 (NE) MIDNIGHT RESISTANCE

H I Squad £7 99 ••“
63 (87) THE OUEST OF AGRA VAIN

Code Marten £7 9 9 *"

64 (NE)COVER GIRL POKER Slorm£25 99*

65 <NE ' DELUXE STRIP POKER COS £7 99 *
66 (NE, ARMOUR-CEDDON Ptygnous £25 99 *“
67 (42) MONKEY ISLAND US Gold £29 99 *’“

66 (27) LOMBARD RAC RALLY HI Squad £7 99 *"

69 (NE) SILENT SERVICE 2 MooProce £3199 *“
70 (NE I RETURN TO EUROPE Anco £7 99 “ *
71 (12) WACKY RACES i*-Tec Software £7 99 *"

72 (55> HEIMOALL Core Dosgn £34 99 **“
73 (54) ON NO! MORE LEMMINGS

P*ygno«£19 9 9 “
74 (52) FOOTBALL CRAZY CHALLENGE

Anco £25 9 9 “
75 (NE l SHINOBI from* £9 99 “
76 (35 UNTOUCHABLES Hi Squad 17 99 “

77 (72) PGA COURSES Electronc Art* £14 99 " *
76 (20) PAPERBOY Encore £7 99 ”
79 (57) AWARD WINNERS Empee £25 99 *“
00 (73) ELVIRA 2 -  THE JAWS OF CERBERUS 

Accolade £34 9 9 "
81 (NE I MIGHT AND MAGIC 3  US GcM £40 99 "
62 (REI FUN SCHOOL 3 (5-7)

Europress £24 99 *“

S3 (RE) KILLINO GAME SNOW 

Psygnost* £24 99 *“
04 (RE) F-19 STEALTH FIGHTER 

McroProse C29 99 “ *
SS (RE > LEMMINGS Piygnovs £25 59 **“ *
IS  (77) NINJA RABBITS Moo Value £6 99 “
87 (NE) EVE OF THE BEHOLDER US Gold £30 9 9 1 

» (N f) PREDATOR 2 Unortoll £25 99 *“
09 (68i DRAGON NINJA m i  Squad £9 99 *

90 (6T MICROPROSE GOLF WleroPrcee £34 99 “ *
91 (14) ROBOCOP 3 Ocean £25 99 "

92 (43 GHOULS AND GHOSTS Kra £7 99 ”
93 (91 VIDEOKID G w iln  GraphCS £25 99 “
94 (88) MONTY PYTHON Trona £9 99 *“

95 (NE) AlO  TANK KILLER Swrre £34 99 “

9B (NE) PARASOL STARS Ocean £25 9 9 -----
97 (NE) VIZ Trona £9 9 9 “ *

99 (NE) STEVE DAVIS WORLD SNOOKER
8k/e R ttxn  £7 99 *“

9# (RE) R-TYPE H I Squad £799 *“
100 (NEl WINGS lArtorsoft £29 99 “

We ftgure you must have tome idea how the charts work by now, eo briefly: they're pirt together by GaBup. 

they rail budgret and fu0 pricers together, gemot era rated In alar*, and now they're C McVItteel

strength of the program it's done so we>. 
Let's hope it hits the top next month, eh’ * 

We wouldn't be at all surpnsed -  
Madden Football made number one on the 
Mega Drive last year, while it's been a 
truty gigantic seller on both Super 
Nintendo and PC formats « the States.

GREMLIN 
TURN TO 
SPACE FOR 
ADVENTURE
S p a c e  C r u s a d e  
N e w  E n t r y ,  N u m b e r  3

Space C r u u d t  -  no t un like H e ro  Q uest, 

but b e lte r  (a n d  a b e tte r seller lo o !)

It's been a while since we reviewed it. 
maybe, but Gremlin's best RPG/strategy 
game yet has just entered the charts -  and 
at a very high placing too. In fact,
Gremlin's Ruth Bartles is looking forward 
to it being a number one We actually 
expected Manchester United and Lotus 
Turbo Challenge, a couple of our newest 
re-releases, to be m higher chan positions 
this month, but the success of Space 
Crusade has made up for it. In fact, we re 
looking forward to spending quite a bit of 
time at the top of the charts, with new 
budgies like Shoot-'Em-up Construction 
Kit and BSS Jane Seymour out soon'* 

Such confidence' Still. Space 
Crusade, at least, deserves to do w el -  
it's a better game than predecessor Hero 
Quest (no piece of rubbish itself), and an 
ideal starting point tor new space cadets -  
check the review in A P I2 tor more details

SENSATIONAL 
CLIMB, BUT 
'DREAMS' 
STILL GOES 
DOWN UNDER
P i n b a l l  D r e a m s  
H i g h  C l i m b e r  ( 9 9  t o  5 )

Pinball Dreams «s a real favounte of ours, 
so it s nice to see flipper mania spreading 
the country quickly -  this is another game 
that, we suspect, is doing well marnfy 
through its reputation on the streets'

The first b«g hit from 21st Century 
since it appeared last year from the rums 
of 8-bit favounte Hewson. the success of 
Pmball Dreams has caught its publishers 
rather by surpnse -  seems 21st Century 
can't duplicate copies fast enough' Orders 
are even coming m from as far afield as 
Australia -  the company reckon these are 
definitely the product of good word of 
mouth, smee there hasn't been a down 
under" marketing campaign yet' •

Hi Quality Version Available on AMIGALAND.COM



P ACHC ISLANDS ■ THE SEQUEL TO TEAM YANKEE

The vear is 1995

| AVAILABLE FOR IBM PC & COMPATIBLES. AMIGA AND ST

•  Eight different types o f fighting \ehnles modelled so that you 
o rn  see the n\vts'

•  Ml Atoms. M2 Hadleys. M l I)  APC\ /TV's

*199HMP«£SOftVVA«t .OXFOW DOTAL IMfftMiSCS GA«£ D€S*i*8TM YSTf«YM AO *t AIL RKXTS R£Sf RVtD

Disaffected Renegade Soviet communists, 
backed by North Korea, have invaded the 
Pacific atoll ofYama Yama Your tank platoon, 
returning from the Persian Gulf, is the 
closest American unit to  the scene. The 
burden has fallen on you to  liberate this vital 
secret communications out post 
Pacific Islands is a hectic race against time 
Unrivalled 3D
•  Fas action. JD real time tank simulation usi 
Empire's unique hit mapped technology
•  M atch buildings explode as you make a  direct strike
Battle Selection
•  All five islands on the Yama Yama atoll must be 
retaken
•  You must dcode how to attack each island
•  Full mission briefings before each bottle
Tank Battles
•  Test your steel in over than nerve quenching 
bottles
•  bberatevdlagcs. destroy ammunitions dumps, 
disrupt jungle supply lines, defend bridges
Military Hardware
•  T72s, BMPs Hughes 500 Helicopters and SA9 
Gaskins
•  S50.000.000 of equipment under vuur control
•  Infra red imaging, laser range finding TOM missiles 
and DPICM artillery back-up
Fund your Campaign
•  Financial reward for destroying emeny installations
•  Fines imposed for collateral damage
Communications Facilities
•  Satellite dishes, radar towers radio aerials
•  Spot opposition scout vehicles before they give 
your position away
Unique Control
•  Scrolling battle maps and updxcd status repons
•  Call up artillery and lav minefields

•  Simultaneous command o f four tank units

•  View the battlefield from four penptxtnes.

•  Control 16 different vehicles at once through an elegant vrrsimple control system

•  You must destroy1 allcommunkatKms facilities as swiftly as 
possible The longer uou tike, the more information the enemy 
/uve about tour position and strength

•  Capewihnibpikubrcno CXI k v  d o t t *  i n  j#Sc U  i  o m »  jtx.*

mite i  mimjiMjnr *thn <0 Mve>>
i

•

•  htfmrau^mrjvtnoen 
lu irpK *ur cbn^nl a  b  jrxf 
p r  tht janr rct‘

« th6 s t w * tt$
LAWOOS SORTm TRADC CtNTRE 
BASAOO* £SSf X SSIS60J 
TEl No KKMiMllU 
XAXNo
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* 7  C n iU lv i Softwm*

With a ll the levels, power-ups, bonuses, features, hidden secrets and multiples 
that you'd expect from award-winning Graft gold •

BEAUTIFUL AND EVOCATIVE...STANDS UP PROUD AMONGST THE BEST OF PLATFORM GAMES.”  Amiga Power 
“ THE BEST PLATFORMER SINCE RAINBOW ISLANDS.”  The One 92% 

l  “ A MUST BUY.”  90% CU Amiga Screenstar
C l. Metropolitan Wharf, Wapping Wall, London E1 9SS. 1992 Graftgold Creative Software. Published by Renegade. W i a " ' '

j  j
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JUST WHO DO WE THINK WE ARE?
MATT 
BIELBY
It's been holiday time yet 
agam for Matt -  this time 
he's been camping with 
Mum and Dad m the south 

|  of France He came back 
the same pasty white colour as when he left though 
-  the mmute he got there it started snowing, leaving 
the poor chap turning blue m his Bermuda shorts 
Matt's been wondering: How it can possibly 
have snowed in the south of France in April.

MARK 
RAMSHAW
Mark s been vacationing' 
too -  the lucky swine 
bagged a free week >n the 
West Indies courtesy of a 
computer dealer, via the 

family computer shop. Luckily, he left just in time, 
because if he'd come in singing Woah, I'm going to 
Barbados' /usf once more, we would have shot him 
Mark's been wondering: What on Earth he did to 
get so ridiculously, disgustingly lucky.

STUART 
CAMPBELL
Guess what? Stuart's been 
on holiday After a whole 
year wiihout a break, he's 
been back home in 
Scotland for the third time 

m as many months. Td  forgotten how beautiful it 
was*, he sniffed on his return, armed with bizarre- 
smelling sweets called Oddfellows for the team. 
Stuart's been wondering: If he can persuade 
Future to relocate in Edinburgh sometime soon.

GARY 
PENN
Not one to be left out, 
Gary’s taken a little break 
m the Great Malvern Hills 
‘ They were hills, and they 
were great*, was Gaz’s 

considered Wish You Were Here’ analysis His 
juggiing’s coming along too -  * But no tricks yet* 
Gary's been wondering: Where his girlfriend's 
hamster's gone since it disappeared through a 
hole in the floorboards last week.

AMANDA 
COOK
Shock horror' Amanda 
hasn't been on holiday 
this month' Instead, she's 
been entertaining her 
mother with shopping 

tnps to Winchester and Cardiff. *So I can buy some 
new white Levi's for the summer to replace the ones 
I spilled chocolate milkshake on last month . * 
Amanda's been wondering: If she'll win the Bub 
and Bob competition with her new dungarees.

SALLY 
MEDDINGS
Sally's been shopping too 
-  she went to the Walt 
Disney shop >n London's 
Oxford Street to buy a 
M»ckey Mouse rucksack, 

but they'd sold out. so she bought a green alligator 
glove puppet called Ralph instead Wh»ch seems 
cunously appropriate to Sal this month...
Sally's been wondering: Where her baby 
daughter learned to do projectile vomiting.

NEIL 
WEST
Rest easy. Motor Mart 
readers -  Nerf's got himself 
that new car he's been 
hankering after "It's 
another Tnumph Spitfire, 

and it s beautiful*, he gushed Neil's also been to 
Twickenham to see some real men s sport m the 
shape of the rugby Courage League Cup final 
Neil's been wondering: Why have all those little 
men out there come out without their padding.

JONATHAN 
DAVIES
Angry letters from furious 
parents have been flooding 
into the AMIGA POWER 
office after we called 
Jonathan a role model last 

month Sadly, they've all been from Jonathans 
parents, deeply alarmed at the prospect of more 
than one Jonathan being unleashed on the world. 
Jonathan s been wondering: What he did to 
make his mum and dad hate him so much...

MATTHEW 
SQUIRES
Matthew's been stuck in 
the office by himself for 
most of the month while 
everyone else has been 
swanmng around the 

globe He's relaxed by 'Rallying through the lush 
countryside of Somerset in my cool supercharged 
1950s Rover* and sleeping at his desk at nights. 
Matthew's been wondering: Why everyone else 
seems to get four months holiday a year.

KARL 
FOSTER
*1 haven't had the time to 
go on holiday*, complains 
Karl Tve spent six days 
so far |ust playing 
Legend, and the rest of 

the month immersing myself in the new Skinny 
Puppy album * Sounds to us like poor Karl could do 
with a bit of a holiday after all that mental torture ... 
Karl's been wondering: Whether he can afford 
to buy a new PC on the money we pay him.

DAVE 
GOLDER
Dave's been off to 
London to see some 
obscure German punk 
band (’Their name 
translates as The Dead 

Trousers*, he told us helpfully), but mostly he's 
been showing off his Erme Wise-style legs around 
the canal paths of Avon now he's back on his bike 
Dave's been wondering: Where Alfred 
Hitchcock s cameo spot is in Dial M For Murder.

r
RICH
PELLEY

He's back' Back' BACK' 
Yes. all you Rich Peltey 
devotees out there will be 
relieved to hear that your 
favounte international

playboy reviewer is back with a vengeance m this 
month's AP But what we really want to know is -  
where d«J you get that dapper moustache, Rch? 
Rich's been wondering: If he can sue whoever 
mutilated his photograph in Studio/8...

IS

GAMES
Don't worry -  if you 
don't like football, 
it's alright. There's 
still loads of stuff in 
this month's 
European 
Championship 
Special issue of 
AMIGA POWER for JohH **rB**< <o"»pi««« *»«►• i®° roll*, 

your delight and delectation. There's the long- 
awaited and heavily-hyped Addams Family game 
from Ocean, finally here and strenuously reviewed 
by Matt Bielby. Not so hyped, but just as from- 
Ocean is their strange new Quavers tie-in puzzle 
game Pushover, while the more cerebral gamers 
among you are admirably catered for with Virgin's 
frighteningly plausible strategy thriller Floor 13, not 
to mention Legend. Sim Ant and Eye Of The 
Beholder 2. Egg hero Dizzy makes his first 
appearance in the front section of the magazine

courtesy of the 
Dizzy 's Excellent 
Adventures 
compilation, but 
most shocking of all 
-  there's a wargame 
reviewed that 
Jonathan Davies 
actually likes'. Eek! It

P syb o rs  -  STUN R u n n tr,  bu t sim pler. m u s t  b e  S u m m e r . . .

TH E  A M IG A  POW ER  
SC O R IN G  S Y S TE M  (A N D  
HOW  IT  W O RKS): AN EASY- 
TO -U SE B E G IN N E R S  G U ID E >

2

The AMIGA POWER reviewing philosophy is an absolute 0
doddle to understand. No. really, it's  simple. But if  you’re >
reading this at all you must want to know at least a little bit "0
more, so here, in all its glory, is The Way Wc Do Things At 0
AMIGA POWER.... s

1) We re all aware of how much software costs, which is why
m
3

wc believe a game has to  be really good to be worth buying -  
o r  worth giving a good mark. Happily, there's more than c_
enough top-notch stuff around if you only look -  we mark as C
hard as we do to prevent you from wasting time (or money!) on z
the bad ones. You’ll thank us fo r it in the end... m

2) We believe rating systems should be simple and easy to (O
rA

understand. That's why we just give one mark out of 100. a few
V
N

summing up sentences, and that's it. What more is there? 

3) A th ird point? We don't know the meaning of the phrase. o

Hi Quality Version Available on AMIGALAND.COM
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G a m e :  The Addam s Family 
P u b l i s h e r :  Ocean 
A u t h o r s :  Jam es Higgins 
(code). W arren Lancashire 
and Simon Butler (graphics) 
at Ocean 
P r i c e :  £ 2 5 .9 9  
R e l e a s e :  End of May

T
old you Ocean games were 
starting to get really good (a 
couple of months ago in AP11. 
back issue fans)' This is. for 
my money, the best Ocean release since 
the budget Amiga version of Head Over 
Heels last year (yes. better than Parasol 

Stars), and one of the best 16-bit console-

style Amiga releases to date Of this type 
of game, only Harlequin gives it a run for 
its money, realty.

So what can we put this down to9 
Well, the fact that the Amiga Addams 
Family has been developed in parallel with 
the very-weB-received Super Famicom 
version, for one. and we all know where 
the real development time and money is 
being spent these 
days -  on posh 
console games for 
the vast American 
market There's 
been a degree oi 
time anp effort put 
into the actual game 
design here that we 
only really get to see 
six or seven times a year.

There's been one major change 
since we previewed the game back in 
AMIGA POWER 11. and it's been for the 
better The parallax scrolling has gone -  
totally. What we re now left with are plain 
black backgrounds -  they may not look 
quite as pretty m the screen shots, but the 
sprites show up better against them. and. 
cruaally. the game scrolls far more 
smoothly In tact. I'd challenge you to 
come up with something that moves better 
on the Amiga -  this is a |0y to play, and

one big reason is that you're not aware of 
the limitations of the machine when you 
play it at all. just your own limitations as a 
gamesplayer. Loading between levels is 
kept to a couple of seconds each time too. 
adding to that console-style feeling of 
immediate access.

Want something to compare the 
game to9 Well, if Robocod was fast and 

Somc-like. Addams 
Family has more 
than a touch of 
Super Mario Bros 3 
to it. particularly in . 
well, lots of it. 
actually If you're 
familiar with that 
game you'll see what 
l mean immediately, 

just by looking at the pictures on this page.
The plot is simple, and has 

(mercifully) very little to do with the largely 
story-free Addams movie. Vanous 
member of the family have been stolen 
away by an assortment of evil forces and 
hidden around the house It's family head 
Gomez's job -  as the one surviving 
member -  to trot around rescuing them all. 
though that's going to take some doing. 
Not only are the four people to be rescued 
initially (Pugsley. Granny, Wednesday and 
Fester), each guarded by an end-of-levelH om e alone: G o m e l je ts  lo  exp lo re  outside the house to o , searching fo r  his lost fam itf-

"There's not 
a wasted 

screen in the 
entire thing"

Hi Quality Version Available on AMIGALAND.COM



Here we a rc  in the lib rary  -  that's another

away from it -  this is one b«g game, alright.
It s also a bloody tricky one -  though 

not m any unfair sort of way (there's no 
hidden danger to be found here, Stuart 
and others of a similar disposition will be 
pleased to learn). Bags of reslarts (and 
even more secret rooms, packed to the 
ratters with extra money, power-ups and 
lives) give you more than a fighting 
chance, while assorted codes mean that 
(unless you want to) you don't have to 
replay bits you've already done each new 
time you come back to play

The game is also packed to the brim 
with nasties and landscape obstacles to 
evade -  there's not a wasted screen in the 
entire thing -  and for once they're nicely 
integrated too. You don't get the sense

that the game designers are just throwing 
baddies at you for the sake of it here -  the 
jumping and landscape-evading is at least 
as important a part of the gameptay as the 
baddie killing (oh yes. and the baddies all 
die on the first hit too. This isn't one of 
those hopeless platformers that hall thinks 
it's a beat-'em-up. ai la Magic Pockets) 
There's nothing much wrong with the way 
the game's paced or presented at an. quite 
frankly -  and how many Amiga platform 
games can you say that about7

The other thing we always seem to 
be cntiosing Amiga platformers for is a 
lack of imagination. Not this one though 
Yes. we've seen a lot of these gameptay 
elements before (the big bullets you can 
jump on. the buttons to press to move

walls or create platforms, the moving 
platforms, the guillotines, swinging maces 
and all the rest) but significantly not in 
Amiga games very often, much more likely 
m PC Engine. Mega Drive or coin-op ones. 
And besides, rarely are they combined any 
better than this.

Faults7 Well, there are a few -  what 
game doesn't 
have at least a 
few. and 
they're
certainly worth 
talking about, 
m the interest 
of balance if 
nothing else 
The first

hundred points there (no  w o n d er C o m e t 
is lookins so chuffed w ith him self).

Boss character, there are a handful of 
other Boss characters littered around to 
halt your progress too (killing these 
provides an extra life), not to mention 
literally hundreds of rooms and sub levels 
to make your way through.

Only when all four have been 
rescued do you get to open a wall blocking 
off half the music room to reveal -  loads 
more levels (as many as you've been 
through in the first half of the game, 
according to some sources at Ocean, 
though we find that pretty hard to believe), 
somewhere at the end of which you'll find 
your beloved Mortioa There's no getting
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To the le ft o f  the kitchen w e j e t  th i*  f r id je  

level -  it ’t  a  b it la r jc r  in there then the 

e v e re je  H o tpo in t you hove in your h o m e !

Co to  the r i jh l  o f the kitchen, on the  o ther  

bond, end  you j e t  to  this furnace a ffa ir  -  

m ind you don 't burn  your hends!

is that the backgrounds are a bit empty 
now. and that the game looks somehow 
slightly unfinished 
without them This is 
true, alright -  you 
can't deny it -  but 
equally you cam deny 
that a) the lack of 
backdrops doesn't 
effect the gamepiay at 
all (m fact, it's the 
principle reason the 
scrolling is so
smooth), and b) at least there's no danger 
of you getting fatally distracted from the 
mam action by something dever going on 
in the background anymore.

Another criticism I've heard is that 
some of the sub-levels do seem to go on a 
bit. with umpteen variations on the same 
theme repeated m slight variation, rather 
than anything new happening. Tins «s 
called depth or value-for-money. I guess -  
you're simply getting a lot of game here.

Some may find the control inertia 
slightly uncomfortable too. I suppose -  
though, to be fair, everyone in this office 
(Mark bemg the only exception) seems to 
think it works just fine I certainly had no 
problems with it -  it's nothing like as 
unfriendly as the inertia in Hudson Hawk, 
say -  but I know Mark found it a bit 
■forced-, daimmg that for him. the way the 
Gomez character slides to a halt 
sometimes seems to have little to do with 
how fast he was going. I have to say l 
dont see it myself

No. for me maybe the biggest fault 
with the game -  and it’s not so much a 
fault with what's there, really, as an 
absence of something good -  is that 
there's little here that'H really knock your 
socks off There are no great surprises, no 
really impressive giant sprites (well, not 
that I've seen) -  the pacing «s more or less 
uniform throughout The Mano games are 
like this too. you might say (and, indeed, 
you'd have a point), but the fact remains.

"More a 
Nissan 

300ZX than 
a vintage 
Ferrari"

This is without doubt a great game, but it's 
more of a Nissan 300ZX than a vintage 

Ferrari -  just as fast, 
much more sensible 
and efficient and user 
friendly, but lacking a 
degree of soul.

Now go away and 
forget the last few 
paragraphs -  the 
slightly whmgmg ones 
-  because they make 
no difference at ail to 

my buying recommendation. Quite simply: 
go out and get this 
game What more can I 
say7 That you'll regret it 
if you don t...7 
•  MATTBIELBY

A

®  UPPERS One of the -  if not 
the -  most together console- 
style games on the Amiga 

yet. There's bags of It, It's mostly 
very well thought out. it 's  been put 
together with great care throughout, 
and technically it 's  hard to fault. If 
you're a secret rooms hidden extras 
freak you 'll be In hog heaven.

© DOWNERS Perhaps a tad 
soul-less There s little to 
really knock your socks off 

here, just a great deal that's quietly 
very pleasing indeed.

THE BOTTOM LINE
This is Ocean's best stab at a film 
license to date, and one of their best 
16-bit games of any type -  they've 
teamed to ignore much of the plot 
(not that this particular film  had much 
of one to start with anyway) and 
concentrate on the A l l -
characters and atmosphere t i l l  ~ 
instead. A great game... U U E881

GC
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l i  t  the m in  him self, lad ies  end gentlem en, 

M r John Bernes! Still, w e d o n 't recom m end  

you pley the gam e simply es Him  -  it's du ll.

P ub lisher: Krisalis 
A uthors: Peter Harrap & 
The Teque Team 
P ric e : £ 2 5 .9 9  
R ele as e : O ut now

old it right there and ask 
yourself this question: is there 
really any room in your 
crowded games collection for 

yet another football simulator’  Well. yes. 
quite frankly, there is in mine -  and the 
software houses seem to be betting that 
there «s in yours too This is but one of a 
whole number of new footie games 
released to tie in with the European 
Championships (see Stuart's feature this 
issue). There's a good reason for this, of 
course -  they can keep on churning them

out until someone actually gets it right as 
far as I'm concerned

That's right, despite numerous stabs 
at it from just about every software house 
ever. I'd say that 
nobody has come up 
with a footie game that 
does the genre justice 
yet To date I would 
say that Anco came 
closest with Kick OH -  
an opinion not shared 
by everyone on 
AMIGA POWER. I 
know (Too bloody right -  Mark & Stuart) -  
but while it's far from perfect, and arguably 
nothing like real football at all. it plays 
better than Waylon Jennings live, and I 
couldn't ask for much more than that

There's one other big contender, of 
course -  Manchester Untied Europe, the 
predecessor to this John Barnes game. 
Whiie th«s didn't attract me in quite the 

same way. I just this 
mmute produced a 
personal Top Ten 
Footy Chan and it 
managed to come 
second anyway 

As John Barnes 
European Football ts. 
presumably, an 
improvement over 

Manchester United, then, it has a fair 
chance of becoming the reigning soccer 
game -  at least until the almost certainly 
all conquering Sensible Soccer becomes 
available But does it’  Well, let's find out.

"It doesn't 
offer much 

scope in the 
long run"

JO H N  BARNES

Krisalis manage to get their game of two halves out first, but w ill updating Man
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the ta il and kicking H 
(Mid other players).

of the boll. You Actually You can perform
see him book players dramatic sliding
and wave his yellow tackles, dinky little
aod red cards taps and a marvclk
when necessary! heading action.

« L ■ m
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shall we ..? Without further ado it's me 
against Barnesy m The Bottom Line 
Championship finals...

PHWEEEP! KICK OFF!
And already Barnesy1 s in possession .. In 
John Barnes you can play a single match 
against either a computer-controlled or 
human opponent. (No surprises there.) Or 
you can compete against seven other

la thi* touching Escape To Victory re ­
enactment, M o  Johnston a ttem p ts  a  

breakout bu t is fo iled  by the guards.

The entire p itch  is shown here thanks to  

the m iracle o f m o d em  technology. Sadly, 
the scanner's no t much use in practice.

European teams (under human or 
computer control) in a Champtonshp of 
sorts (two Groups of four teams sJug it out. 
as it were). It's fme as far as it goes, but 
doesn't offer much scope for lone players 
in the tong run.

PHWEEEP! ONE NIL!
And Barnes is the scorer! He's oft to a 
cracking start with options galore. Among 
other things, you can determine the length 
of the match and turn off the weather 
(otherwise it rains from time to time), the 
scanner, the setpieces and celebrations if 
you don't like them.

PHWEEEP! ONE A ll!
Oh dear. Despite being simple enough to 
handle immediately, I found the control a 
little too sensitive for my Hung. When it 
comes to gaming possession, it's too easy 
to tap the ball away by mistake, and all the 
boys move rather too fast -  they end up 
running around the pitch at great speed 
and looking like dorks. Surely with all 
these optons. some form of sensitivity 
adjustment wouldn't have gone amiss?

OOOAAAH!
A near miss The setpieces used for 
throw ms. corners and free kicks are too 
clinical and not as free-flowing as I'd like -  
particularly the free kicks taken just 
outside the box (that does my head in).

PHWEEEP! TWO ONE!
Spellbinding' It s that old Barnesy magic

Utd Europe be enough to secure a win?

coming through' The 
title music s a thumpy 
toe-tapper, and the 
sound dunng play ts 
even better There's a 
dead thunky' ball- 
biffing noise, classy 
klaxon hoots, the 
occasional Boom'1 (?), 
grunts from the 
keepers at full stretch, 
and requests of ’Here'' 
from eager players And 
even though the lively 
crowd's as tinny as the 
whistle sound, it all 
makes for a b*g Big 
Match atmosphere.

PHWEEEP!
THREE ONE!
And it's Barnes again 
for a hat-trick' Barnesy 
has oodles of niceties to 
add to the buzz 
generated by the sound 
The referee and 
linesmen behave pretty 
much like the real-life 
counterparts, and there 
are even occupied 
dugouts (for effect only 
I’m afraid -  they aren’t 
at all interactive). I also 
like the way the players 
stand around with their hands on their 
hips, waiting for you to move or pass the 
ball The players' heads turn to follow the 
ball. too. and scorers sometimes run off 
the pitch and on to the surrounding track 
to share their delight with the fans

OOOAAAH!
That was close Barnesys primarily 
honzontal action is claustrophobic (the 
players are roughly a fifth of the size of the 
area of the pitch shown). The radar 
showing the players' positions is aH very 
thoughtful, ta. but it has no practical 
application Your best bet is to keep

"This is 
a very 

atmospheric 
footy game

You onhr g«t one chance to  choose a fo rm a tio n  p e r m atch, so 

you'd b e tte r  m ake it m atter! And (exc item ent upon  

exc item en t!), w hen your selections have been m ad e , you can 

do  H aga in  fo r  your com pu ter-contro lled  o p p onent, too!

W hether you p lay against m an o r m achine, you have to  

represent a country. Take your pkJt fro m  this c h o k e  o f e ig h t..

atmospheric footy game, packed with neat 
touches, but still significantly flawed, in 
particular the small area of pitch on screen 
at any one time. This was apparently a 
speed trade off -  Man Untied had a bigger 
area visible but moved more slowly -  it's 
up to the individual which you prefer.

Me’  After 90 minutes of sheer hell 
(well, it's not that bad), I'm off to pontificate 
with the lads over a lucozade. Ah. if only 
Barnesy could reproduce his Liverpool 
form on the Amiga...
•  GARY PENN

®  UPPERS Atmosphere is 
Barnesys strong po in t- its 
sound and nice touches 

make the going as electric as the 
Real Thing. Barnesy also scores In 
the accessibility stakes, and there's 
playability to be found provided you 
dig deep enough.

# #

playing with the same team and get used 
to where they by and large position 
themseh/es (that's if you can instantly tell 
the difference between the faceless 
players without wasting a valuable split 
second looking down to see the name of 
the man m possession).

THERE'S NOTHING IN IT.
R R IA M  ArxJa* ,he^ o f,h e toyU n I All have a result. Barnesys a 
winner, but only just -  it could have gone 
either way. Supporters of Man Untied 
Europe will be able to wallow m Barnesys 
shallow waters happily -  this is a very

© DOWNERS The
claustrophobic display and 
fiddly control let the side 

down, but all told there are no own- 
goals scored here.

THE BOTTOM LINE
It's fine -  better than most footy 
games, but still No Big Deal. Barnesy 
doesn't deserve to be shown any 
cards but it won't win any major cups 
either. It's likely to be one of the 
better footie games from this year's 
crop, but we re willing to bet. even at 
this early stage, that you- ^  M z  
know-exactly-what will I  
show it a clean pair of I ■ E

even at

7 4 !
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RFECT

Saddlers House 100 Reading road Yately Camberley Surrey GUI 7 7RX .Jfgl (252) 860 299

Based on a twelve year old 
y tournament series, the game 
( includes a highly refined yet 

very intuitive playing system

JjjGorgeous playing field and landscapes 
• Clean and simple interface 

•  Three difficulty levels 
• You control every move and fire of your

forces
•  Superior artificial intelligence 

• One or two players, human or computer, 
plus ploy by modem 

• A wide range of intriguing scenarios 
The thrill and sounds of artillery, tan^Thnd

- i :  in fa n tr y y rK i< ^ o n

1

i^JcS
i '
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Ye gods! 21st Century resurrect an 8-bit
G am e: Deliverance 
P ub lisher: 21st Century 
Entertainm ent 
P ric e : £25.99 
A uthors: Raf Cecco 
(design); Peter Verswyvelen 
(coding) & Kim Goossens 
(graphics) at Devinart 
R e le a s e : Out now

W e always feel slightly
saddened, here at AMIGA 
POWER. When we come 
across a game with the 

finest of programming talent behind it. into 
which heaps of effort has clearly gone, 
and which seems like the answer to all our 
prayers the first few times we play it -  only 
to fmd. after a couple of days of 
investigation, that it turns out to be. well, 
not quite all there'. (I do. anyway I can't 
speak for the rest of those ruthless 
bbghters.) Surely Deliverance. with the 
proven talent of Raf Cecco and a string of 
euphoric 8-b«t reviews to back it up. won t 
suffer just such a fate? Read on...

For fans of the 8-bit versions, it goes 
without saymg that Deliverance ts a 
platform game with some chap walking 
around killing monsters However, that's 
more or less where the similarity ends -  
not only is our hero now a large viking type 
(sod of George Bernard Shaw crossed 
with Noggm the Nog) instead of a dwarf, 
the very. erm. 8-bitty gameplay of the 

original has been replaced by 
something closely 
resembling that of an 
arcade machine l doubt if 
Cecco had anything very 

much to do with this 
new version, to be 
honest -  it's really 
quite a different game 
to his Spectrum and 
C64 ongmals.

Similarities? Well, there are 
some Our hero still carnes an 
axe. which he can swing around 
his head (for dose combat) or 
heave vehemently across the 
screen (for long-range death- 
dealing) That's until the final level, 
anyway, at which point the game 
transforms itself, with mixed 
results, mto a sod of scrolling 
shoot-'em-up.

Until then, however, things 
follow a pretty standard pattern 
with platlorms. ladders and the 
rest of it. It's famibar stuff -  
padicularty level one. which, with 
the addition of a few metallic 
bricks, would have the Bitmap 
Brothers demanding royalties.

What it doesn't share with 
Gods, padicularly. is subtlety of 
gameplay -  this is very surface 
stuff. True, every so often (on level 
one, at least) you'll come across 
these large wardrobe-type things 
which can be opened to reveal 
vanous things, but this hardly amounts to 
gameplay depth' More often than not. all 
youll fmd inside are even more evil 
spiders and bats, though once in a while 
you'll come across keys, which are 
needed to get
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Im aginative m onsters a n d  be as tics ab o u n d  in 

w o rld . Mere even the p latform s put up a fight!

D e liv e ra n c e  Take , fo r  instance the tree  

(lust like  a t Paddington S tation, really .)

<t> game, and, it seems, hope for the best...

M M \through doors, and. 
if you get really 
lucky, fairies -  and 
completely naked 
ones at that! (Good 
Lord! -  Ed.) As it 
turns out. the aim of
the game is actuary to liberate' as many 
of these fairies as possible. (They've been 
captured by the evil Queen Bahd. you see. 
plunging the land mto darkness etc.)

So this isn't a game of great depth, 
more an arcade-type thnll To be honest, 
the scrolling and animation don't exactly

Nothing 
beneath the 

surface"

set new standards of treacly smoothness -  
put Deliverance alongside, say. Leander to 
see how things should really be done -  but 
who cares when the graphics have been 
designed as well as this? The backdrops 

are stunning in 
places, and way 
above average 
everywhere else 
And the sprites are. 
well, brilliant Not 
only are they 
beautifully drawn, 

but they're wonderfully imaginative too.
That's really the main thing 

Deliverance has got in it's favour -  the 
Baddy Factor From the weird invisible 
men on level two to the strange stick 
people on level three -  and the incredibly 
frightening insect things that accompany

them -  all the stops have been pulled out 
to give the most impressive baddies I've 
encountered since the General Election

And if you're impressed by them, just 
wait till you see the end-of-level 
sequences' Blimey -  you'll be knocked off 
your feet They're absolutely astounding, 
real crowd pullers. Games in themselves, 
almost Normally at AMIGA POWER we 
wouldn't ruin your fun by revealing the 
details of such things, but I've just got to or 
I'll burst. At the end of level one. for 
example, there's this... (Snip1 -  Ed) Aw 
Just look at the picture below, okay?

So what's the prob7 It sounds 
positively splendid Why the shghtly-less- 
than utterly enthusiastic intro^ What don't 
they tell us on the back of the box? Eh?

Well, nothing specific. It's a top-hole 
game and everything It's just that, um,
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THE BADDY FACTOR
ou can't walk more 
than a couple of yards 
in Deliverance before 

being pounced on by a bunch 
of the weirdest baddies in

SATAN'S CHIMPANZEES
(Level 1)

Obviously 
embittered by 
their rather 
unfortunate 
appearance, 
these ugly 
blighters 
exact their 
revenge by 
swinging from 
platform to 
platform and 
spitting

fireballs at you. Four or five axe-blows 
should put a stop to their little game.

INVISIBLE(ISH) MEN
(Level 2)
These 
characters 
normally flit 
about
harmlessly in 
the background, 
semi-invisible, 
but occasionally 
they
materialise', 
whereupon it's  
best to knock 
them for six 
before they do 
the same to you.

computer-gaming history. The 
trick is to be prepared -  stand 
there goggling and you’ll be 
reduced to cinders before you 
can say “Oh dear".

STICK PEOPLE
(Level 3)
Very odd, these. They start off as bits 
of tree, but snap off, fall to the ground 
and spout arms and legs. They then, 
for no 
apparent 
reason, start 
leaping about 
all over the 
place.
succumbing 
without 
argument to 
your axe 
blade.

LIVING PLATFORMS
(Level 3)
It's quite 
unnerving to be 
walking 
nonchalantly 
along a platform, 
suddenly to 
have it come 
alive beneath 
you feet and 
start attacking 
you. Jump clear 
and lay into it 
w ith your axe. 
though, and it 
should quieten 
down a bit.

(fidget fidget) there's always 
plenty going on. but I found 
myself wishing there was 
even more yet.

The baddies are 
terrific, realty temfc But 
there are only about three 
different sons on each level, 
and once you've killed 
twenty or thirty of each you 
begm to wonder if. well, you 
know And tabbing axes 
about is all very well, but l 
kept expecting to come 
across some sod of shop'
(esp on level one). Your 
only chance to upgrade 
anything is on level four, 
where you can exchange 
the blobs you fire for bigger blobs

Lose a  life , and this rather unnerving little  visual app ears  

-  •  m alevolent dev il stands m enacingly o v e r your body.

CALI ME UNGRATEFUL BUT.
r n u  The crux of the problem is that, 
L l l r l . . .  once you've uncovered each 
level's secrets, you're left with the 
prospect of re-uncovenng them again (and 
agam) until you reach the end (And even 
then there's a load of disk accessing 
before the end-of-level oquence.) There's 
nothing hidden away beneath the game's 
surface for you to discover, no puzzles to 
solve or secret rooms to chance upon, and 
m the more-than-likely event of completing 
the game within a few days of buying it I 
can t imagine anyone wanting to play 
through it all over again.

And how about the competition'’  Say. 
Gods. Switchblade II and First Samurai 
(another Raf Cecco game, funnily 
enough). Three onto one might not be 
entirely fair, but they've got Deliverance 
cornered simply on account of having lots 
to do Deliverance parries bravely with its 
benchmark graphics (some of best on the 
Amiga, no doubt aboul it) and sheer 
imagination, but it's not enough. The final 
blow is dealt. It slumps to the floor, 
mortally wounded. 'But what about those

end-of-level bets?’ it gasps. 'And the stick 
men things’  And the scrolling section’  
And how about the... wheeze cough...' 
Its three opponents raise their swords and 
cry as one: 'Variety, that's the key."

Good stuff, then, but too thinly 
spread to be a real knock-out.
•  JONATHAN DAVIES

® UPPERS The graphics are 
really rather special -  better, 
in fact, than in many arcade 

machines. And there's plenty of 
honest hacking exploring action in 
here to back them up too.

® DOWNERS Look beneath 
the surface, however, and 
you'll be confronted by an 

empty void. There simply isn't 
enough to it to make this an out-and- 
out classic.

THE BOTTOM LINE
A gold star for visuals, but a 'see 
me" for the underlying n p  ;  
gameplay. All dressed up I H  n  
and nowhere to go. I  U  E

Hi Quality Version Available on AMIGALAND.COM
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A TASTE SENSATION

T he problem with Pushover Is 
that there isn 't a very good 
connection between pushing 
dominoes and the Quavers snack. 
Ocean have obviously pondered this 

one, and decided the best way to get 
around the problem is to provide a 
natty Intro sequence which somehow 
manages to tie-in an ant dominoes 
game with Colin and his Quavers. It 
may be silly, and it may be tenuous, 
but it works -  alter a fashion -  and you 
can't deny it both looks and sounds 
(you'll have to take our word on that 
one) rather groovy.

A picture's worth a fair old 
number of words though, so let's take 
a look at that intro sequence in full...

Here's everyone's favourite  person (dog?  

P19?) co lled  Colin, now  in his very own 

u m c  (so rt o f). Here's the in tro  sequence.

There he is, w andering  a long, m inding his 

ow n business, grinning out a t the cam era  

and w ork ing  up a  m ighty hunger.

W ow , ta lk  abo ut a  taste sensation! Colin 

goes a ll w obbly, kno cked  o ve r by that 
incred ib le  Q uaver flavour!

But w hat's this? A  d im inutive Q uavers fan  

realises that help  is n ee d ed , and gets 

ready  to  d a n  to  the rescue.

A ha, w hat have w e here but a crunchy 

Q uaver! There's nothing fo r  it  -  it's tim e  

fo r  a  qu ick snack, thinks our Col.

Phew! Caught Col just in tim e, bu t -  oh 

no! -  the p ack  o f Q uavers has fa llen  

dow n that there h o le . Cue the gam e...

Ocean’s first original puzzler in years is this odd platform/dominoes mongrel.

G am e: Pushover 
Publisher: Ocean 
P rice: £ 2 5 .9 9  
A uthors: Red Rat 
R elease : June

A n Ocean game without a high
profile established months before 
release7 Without a six month 

build up of stytish advertising7 Without 
umpteen work-in progress features7 In 
other words, an old-fashioned, honest-to- 
goodness. hype-free ongmal game7 Well, 
no. not quite.

You see. Pushover may have been a 
bit hush-hush up until now. but a tie-in with 
Quavers (you know, the ensp things 
promoted by a bulldog called Colm with 
the voice of Lenny Henry) resulting in a 
half-million pound TV ad spend s  certain 
to change all that (Well, it worked for

Mario and Walkers crisps.)
Oh great, you could be forgiven for 

thinking at this point, another of those half- 
baked cartoon game things, but this time 
featuring the dubious delights of Curly 
Colm. and maybe some digitised speech 
from our Lenny. Well, no actually -  the TV 
hero only really enters into it during the 
mtro sequence and on the occasional 
animated rest screens which offer the 
brain a b«t of R&R (The Quaver packs 
themselves have a slightly higher profile, 
actually appearing in the game 
themselves. Well, occasionally.)

No. the real hero of Pushover- the 
character the player controls -  is. in fact, 
an ant (an escapee from Ocean's new Sim 
game, presumably), whose task it is to 
help Colin find h»s missing Quavers. And if 
he seems to have next-to-nothmg to do 
with the famous curly snacks, wait until

you see the basic game itself -  a sort of 
arcade puzzle game featuring platforms, 
ladders and tots of lopping blocks 
Imagine Lemmings crossed with dominoes 
and you won t be far oul -  the more you 
took at the game, the more obvious it 
becomes that Ocean had this scheduled 
for release anyway, and the Quavers 
connection is very much an (admittedly 
welcome) last minute add-on Still, if it gets 
the game on TV...

DOMINO DANCING
If I was the kind of reviewer who went on 
to explain exactly how the game works at 
this po-nt. I'd tell you something like this. 
For a start. I'd let you know that the 
screens are littered with various types of 
domino, which, when pushed by another 
dommo. react in assorted different ways

And I'd tell you that your task m the game 
is to topple ail the dominoes on the screen 
by moving them about the place a bit (your 
ant can carry one domino at a time) and 
then knocking them ad over in one go. 
against a time limit of course

And since, of course. I am that kind 
of reviewer. I'll also go on to say that 
otherwise impossible looking screens are 
m tact do able only because some 
dommoes actually defy gravity (when hit, 
they will rise until they bash into the 
underside of a platform above), while 
others will explode, leaving a hole in the 
platform on which they stand Others spirt 
into two dommoes. some simply disapper, 
while one type continues rotating along the 
platform, instead of simply toppling over. 
Thankfully a chart of the various dommo 
types can be catted up at any time to 
remind you of what they all are

As you can see, the first screen isn't

© exactly the biggest cha llenge eve r -  bu t at 
least they've go t the learning curve right.

By level 90  things, how ever, things arc  

getting m o re  than a little  m ore com plex. 

Nice Axtcc scenery too .

And by stage 40 , things a rc  getting very 

tricky in d eed . We seem to  have progressed  

through tim e to o  -  it a ll looks very hi-tech.

Here 's level * 0  -  com plete  with  

M ed iterran e an  looking colum ns, frankly , 

it's a ll C reek  to  m e. (O h  d e s r  -  I d . )

Hi Quality Version Available on AMIGALAND.COM
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IT AIN’T NO PUSHOVER

H ere we are at level 90 of the
game's 100 levels. Surprising, 
then, fo find it's  so easy...

a. This is w here it a ll s tarted . O u r ant 

pushed this one solitary dom in o  -  tim e to  

cross your f in je rs  an d  hope... 

b. Here w e can sec the dom in o  e ffect in, 
um, effect. The tu m b lin *  w ill continue in 

both directions a long  the p la tfo rm , with  

one block topp lin g  dow n o n to  the 
platform  b e lo w  to the le ft there, 

c  The tim er -  always counting dow n  

(unless you use the crib  screen -  sec 

below ). The tim e a llo w ed  varies from  

screen to  screen, 

d. The dom inoes here need to  be  

transported to the area  b e lo w , so that the 

chain reaction  w ill continue to  the target 

dom ino (h id d en  beh ind  the bo tto m  o f the 

ladder). The fact that the sequence w ill 

topple these dom inoes if  le ft h e re  means  

bmc is o f the essence (as  they say), 

c. The hero  o f P u t h o n r  is this ant. A  tad  

small and  indistinct, isn’t  he?

m m

A X /

JC|SC|]C|3C|1C|

f . This a rea  here is w here  the dom inoes  

need p lacing from  abo ve -  and  quickly!

But is it ant-astic?
1 | f (1

Standard S toppar S p litter (x p lo d c r
W

Ascender

f
Delay

2
Vanish T r*W «r

f

Tum bler JLo n a g e r

This chart can be called  up a t any tim e (thankfully, the level countdow n freexes) to  

display the fu ll com plem ent o f do m in o  types. A p parently  the patterns on them  arc  

designed to  b e  representa tive o f w hat each b lock  actually  does, but, e rm , w e re not

com plete ly  convinced. Still, w ith  this handy crib -sheet, w ho needs to  m em orise them?

All clear’  No? Then lei me talk you 
quickly through a sample screen. The 
objective, you see. is to knock over the 
target or trigger' domino (one with three 
horizontal stripes -  so called because it 
triggers the exit) you see somewhere on 
the screen -  and within a time limit. The 
fad that this must be the last domino hit 
(and no other may be still moving or left 
standing) and that, unlike the other doms. 
the target dommo can't be moved about 
the screen at all. adds extra complications 
to an already complex game 

Completing the screen in the 
specified time (it varies between screens -  
the final one gives a ten minute 
countdown!) results in the player being 
awarded a token These tokens can then 
be used to advance a level when you find 
one too tncky. Completing a screen 
outside of the time limit means either

Ivcry level h a t a co d e (th a n k  heavens) -  

here we te c  a friend ly  arm y o f ants in the 

process o f displaying it.

repeating the exercise or using a token to 
get any further.

DOMINO THEORY
What we've got. then, ts a game which
relies on cause and effect As only one
domino push is allowed per screen, the
bulk of the game sees you chasing around
the platform and
ladder networks,
attempting to guess
how each domino's
fall will affect the
next one. and
shifting them about
to get them to fall as
you intend All that's left to do. then, is
select a domino to set the chain reaction in
motion, hope for the best, and run tor the
exit. (Or that's true most of the time -  in
reality, some screens complicate things
further by making you move some
dominoes after the chain reaction has
been initiated. Speed then becomes
paramount)

Of course, most of us are too thick to 
work out how each screen will work out in 
our heads all the time -  in reality, play 
often throws pre-planning out of the 
wmdow, replacing it with hunches, 
guesswork, and blind trial-and-error/suck- 
it-and-see tactics. After a few frustrating 
screens, the concept of Chaos theory 
seems that much more familiar...

QUAVERING HEIGHTS
Decision time then -  is it a hit (hurrah1) or 
a miss (boo!)? First let me make the 
obvious comment -  yes. Pushover does 
look a bit like Lemmings, though as you 
play it the comparison soon retreats from 
your mind. No. if it really resembles 
something from Psygnosis. it's their yet-to- 

be-released Tomato 
> 1  Game The idea of

building up a stream 
■ j  ■  of objects then 

f  I I 1 W I  ©  setting the ball in 
■  motion (as it were)

is almost identical 
(Of course the 

execution differs greatly between the 
games, but the resemblance is there.)

That comparison firmly squashed, 
then, what else can we say about it’  Well,
I must admit my first reaction to Pushover 
was something along the fines of Oh. is 
that itT  -  it didn't look like anything to write 
home about. A few more plays brought 
things to the level of Mmm. this game's 
got something'. Then there was the period 
of Pity aboul the dull graphics and 
tenuous (and slightly desperate) tie-in\ 
Finally I achieved oneness with it. at which 
point l attained the level of Hey. this is a 
pretty groovy little puzzler after all*.

Well, alright, it's not exactly a state of 
nirvana, is it’  But then. I don't think 
Pushover is the sort of game which is

capable of doing that. Sure, it's fun. And 
yeah, it's damned addictive. But Pushover 
is not a Lemmings, a Populous, or a 
Monkey Island. It's not an event, a 
landmark game, a humbling experience 
It's just quite groovy, in it s own modest 
little way
•  MARK RAMSHAW

© UPPERS A strangely
absorbing game style, which 
initially appears contrived 

and dumb, but soon becomes an 
obsession. One hundred levels and 
some variation in scenery should 
ensure lasting interest. A simple, 
straightforward control system too.

®  UPPERS The animation 
of the ant. while packed with 
character, is still distinctly 

dodgy in some areas. The colours 
look a bit flat, and the attempt at 
graphic stylisation just doesn't 
really work.

THE BOTTOM LINE
A very tenuous tie-in. which is 
nonetheless a fine puzzle game. 
Nothing classic, and It could have 
been presented better 
(though the Intro Is neat), 
but fine nonetheless.

a n av e791 ©
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L E G E N D GAME REVIEWS

Game: Legend 
Publisher: Mindscape 
Price: £ 3 0 .9 9  
Authors: Anthony 
Taglione and Pete James 
Release: Out now

C oming to this iso-dungeon fantasy 
romp fresh from a couple of 
similar swords and sorcery 

soirees in the shape of Celtic Legends and 
Eye Ot The Beholder 2, 1 was quite 
prepared for this to be a fairly standard 
puzzle-and-bosh bash through the usual 
A D iD  inspired scenario.

Not so' Legends is something 
different Indeed, Legends >s something for 
which I can happily throw away the review 
rulebook and state, right here, right now. 
that it's a must, must buy Why’  Because 
it's such an utterly fabulous thing, that's 
why. There are few games that instantly 
grab my attention and keep me riveted to 
the screen, spending hours of otherwise 
profitable time just to see what happens 
next And there are even fewer that 
feature a sheer open-endedness that 
inspires you to simply forget the plot and 
go off in your own direction (only returning 
when necessary to what the designer 
intended), just to enjoy the immense vista 
of adventure waiting there in the 
game world

If I've not already done away with the 
need for the rest of this review -  and the 
more discerning. who'U 
want to know exactly what 
the hell it is I'm raving 
about, should still be 
reading -  here is. as 
precisely and concisely as 
I can. why you've got to 
buy this game

Let s start, and it s a very good place 
to start, with the plot Evil and chaotic 
forces are out and about in the land of 
Trazere. doing their usual evil thang. and 
the entire population is typically witless in 
terms of dealing with it. The task of 
vanquishing this outbreak of malevolence 
is down to lour heroic adventurers drawn 
from far and wide -  essentially, you and 
your mouse. So what's new’

Well, for starters, there's the swings 
and roundabouts ot character generation 
Four elements -  earth, air. fire and water -  
can be manipulated to equip members of 
the four-strong team of adventurers with 
appropriate attributes There's a selection 
of berserker, runemaster. assassin and

troubadour, each ot whom needs different 
combinations of strength, dexterity, 
intelligence and the rest with which to 
clobber the Adversary. You can even 
choose the sex of each member -  let's 
see more ot th«s m computer games 
(Indeed, it's something I immediately took 
advantage of.)

Right, so it's time for my four-girlie 
party to descend into the catacombs of 
Treihadwyl (the first part of the game), in 
which to battle foul monsters, solve 
tortuous puzzles and gam the means to 
progress to the next part of the adventure

Each room of the cavern below 
Treihadwyl is isometricaily rendered m 
impressive detail, the party members 
included There are a few puzzles to work 
out before you can move on. but let's look 
first at a particularly impressive feature: 
auto-mappng As you move through each 
corridor and room, a map is automatically 
sketched and can be called up at any time. 
Damn useful and much more fun than 
plotting on graph paper

CHURCH Of THE FREE-WILLED
myn And there's the character 
In in U  movement Far be it from me to 
call it 'intelligent' -  computers are still 
pretty thick -  but the party members move 
around in a co-ordinated way. shifting out 
of the way of each other, in superbly 
animated routines. Then, when monsters 

come piling in. the whole 
thing goes into uproar as 
each figure on-screen 
runs about beating hell 
out of anything that looks 
unfriendly It really is a 
hoot to watch

In battle, there are 
various character specialities that can be 
switched on from icon or keyboard. The 
berserker will go into a rage if provoked 
and run around mightily smiting; the 
assassm will hide in shadows, becoming a 
faint outline image and that much harder 
for monsters to hit; the troubadour will not 
only fight, but play a song (pretty versatile 
stuff) This isn't just lor everybody's 
entertainment either. Songs, bought from 
a minstrel who roams the wider world, 
have different properties -  party strength 
can be increased by a suitable ditty, or hit 
points are regenerated more rapidly to the 
strains of another.

However, it's the runemaster who is 
the most fun He or she can mix and —*

"Super,
smashing,

lovely"

>
S

Hi Quality Version Available on AMIGALAND.COM



A
M

I
G

A
 

P
O

W
E

R
 

J
U

N
E

 
1

9
9

2

NOW TO KEEP YOON HEAD IN THE GREAT OUTDOORS

I t ’s a  b is  bad  w orld  out there , with  

enem y banners an am bush away.

L ife in the great outdoors is a 
thing to be wary of. You'll find 
it's  essential to go trooping off 

to various locations between quests, if 
only to buy some particularly 
necessary nightshade for the 
runemaster, but beware -  there is 
great peril afoot.

For a start, marauding armies 
roam the landscape, w ith banners 
indicating their whereabouts. If you 
cross the path of one. you can try to 
hide or you can attack. And what did 
bolshy old me do? You guessed it -  up 
and at 'em. ladies!

If this sounds foolhardy, well, yes 
it was. but maybe not quite as much as 
you think. You see. each banner 
insignia represents a different strength 
of army, from the weedy Kestrel to the 
eminently avoidable Skull -  before 
attacking I d checked out their 
strength and knew I had at least a 
fighting chance.

In combat, the view switches from 
the world map to an isometric 
outdoors tactical screen, similar in 
layout to the dungeon screen. This is 
when the fun starts. Enemy monsters 
come rushing in In droves and each

character is hard-pressed to stave the 
critters off. It's  the runemaster who 
needs the most attention, accessing 
the spell menu frequently to blast 
shades out of the opposition while 
casting healing spells on his or her 
beleaguered compatriots. If you beat 
them, your army w ill leave gold and 
magic items behind it which can make 
life a lot easier in further dungeon 
encounters. But reckon on losing at 
least two party members per 
encounter -  and if one is the 
runemaster. It's  unlikely you'll get very 
much further in the game.

cast spells possessed of an incredible 
variety of functions. Damage missiles, 
spells of enslavement, healing spells, 
protection from magic spells, they're all 
available The mam thing here is that you 
are not limited to a set roster ol 
enchantments The superb magic system 
(see the separate box) means that 
hundreds of spells, most ol which you 
must invent yourself, are possible just by 
combining the ingredients available. This 
is a first for a fantasy game; a wizard 
unrestricted by hard and fast rules on what 
magical powers can be exercised You're 
not even limited by the runemaster's level 
of ability -  so tong as you have the 
ingredients and the appropriate runes, 
which can be bought from a wizened 
character called The Ancient, the most 
complex and destructive spells can be 
wrought.

There're also a fair lew mage items

to be collected m the dungeon. Wands, 
potions, rings, scrolls and bits of magic 
armour are littered about m abundance, 
many of which have pretty spectacular 
effects, but which must be sussed out 
either through tnal and error or explained 
by the aforementioned Ancient Any 
oddments picked up are stored and 
accessed via an inventory screen, which 
also gives statistics on how each character 
is faring It's best to keep a close eye on 
whatever booty you've got as some items 
are needed to complete other dungeons, 
while armour and weaponry can be sold 
for a fair old whack to town-based traders 

Character control is a doddle. Click 
on the character icon, dick on where you 
want it to go and off it trots Shunting 
individual members around is important for 
some of the puzzles and traps, as they 
often require a character to stand on a 
particular slab of stone white another

operates a lever to open a door or to stop 
spikes from nobbling the party's progress. 
More often than not. the puzzles are real 
swines to solve -  level two of Treidhawyl 
had me cursing for hours as I tned to gam 
access to a room containing a vital ornate 
key for use in another part of the dungeon. 
As usual, the runemaster played the vital 
role, but the spell needed to resolve the 
situation is not at all obvious.

And that's not ail Throughout aH the 
dungeon-trawling, monster-bashing, 
puzzle-solving, treasure-grabbing hoo-hah. 
there's still the opportunity to zip out into 
the overworld and do a bit of trade Having 
thrashed a few monsters and nicked their 
gold, it can be exchanged for better 
armour at the blacksmith, magic items at 
the artificer, spell ingredients at the 
apothecary or a prayer for better luck. 
Better resistance to otherwise lethal blows 
is available at the temple and. for the

EVERY LITTLE THING IT DOES IS MAGIC!

T he main strength of Legend is. 
for me. the slick and versatile 
magic system. It's the 
runemaster who wields the wand and 
can quickly become the most powerful 

character in any party, not by slogging 
sequentially through experience 
levels, but by good old-fashioned 
capitalism.

Gold is used to buy runes and 
arcane ingredients, which must be 
combined to create spells -  aside from 
the state of your finances, there Is no 
other restriction on the type of spells 
that can be brewed. Nor is the

Take a  rune, a w ing o f bat, m il  them  up 

and  shoot your cat. ( trm ...)

runemaster limited by the quantity of 
runes or ingredients that can 
be carried.

It's  the combinations possible 
that really make this magic system, 
well, magic. Simple spells -  such as a 
director and damage rune, plus the 
appropriate ingredients for a damage 
missile -  can be mixed with other 
concoctions to create hugely complex 
effects. As an experiment. I tried 
mixing a surround spell w ith damage 
and missile spells -  and wished I 
hadn't when it all went off! The 
battlefield exploded and fireballs

Let's just check w het spells e re  in reserve  

-  eh, best p o p  out fo r  m ore ingredients.

whooshed out in all directions, 
totalling the opposition. It's just a pity 
the rest of my party was standing in 
the way while runey-babes did her 
smart-bomb routine, but. hey. I'll know 
better next time. Sorry girls.

Alternatively, and a little less 
upsetting for the rest of the 
adventurers, you could try mixing 
something along the lines of a heal- 
antimage-surround-enslavement- 
continuous spell. This heals the 
runemaster, protects him or her from 
magic, makes all the creatures around 
fight for you and is re-cast 
continuously until dispelled or the 
party leaves the room. And this isn't 
the most complicated thing you can 
come up with either -  the possibilities 
go on and on.

Add to this the magic items that 
can be found or bought -  an amber 
wand fires a damage missile, a serpent 
ring heals, a cloud potion gives 
teleport abililies -  and. quite simply, 
you're looking at the best, most 
comprehensive, most versatile magic 
system ever seen in an Amiga RPG.

H urrah and  h u ita h  fo r  au to -m ap p in g . N ow  

then, w h e r t  d id  you say that exit was?

terminally luckless, resurrection of dead 
party members is free. Tramping from 
village to town to village can also lead the 
party into conflict with enemy armies -  
best avoided in the early stages of the 
game as they're pretty tough to overcome.

In all. Legend offers an immense and 
complex game which looks good, is easy 
to play at whatever level you fancy tackling 
it. and is hugely absorbing There's great 
action, boggling bram-teasers and a 
versatile plot. aM of which make it perhaps 
the most enjoyable RPG yet As I said 
before, definitely make >t one to add to 
your collection

®  UPPERS Fabulous
graphics, an easy interface 
and the right combination of 

action and strategy. Better than 
Ultima W for first-time RPGers too -  
you’ll lose sleep over this, for sure.

© UPPERS The characters 
can look a little s illy  when 
running about ("...they call It 

Madness") and are inclined to get in 
each others' way. Otherwise th is is 
pretty much a fault-free zone.

THE BOTTOM LINE
Super, smashing, lovely. A real 
ground-breaker, great fun, 
completely non-linear (and, because 
of that, in possession of one of the 
most believable game worlds to 
date), H fu lly deserves to sit right at 
the top of its generic heap. At the 
risk of rubbing the 
message in yet again, a 
must buy. 911
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Game: SimAnt 
Publisher: Maxis (Ocean) 
Price: £ 3 4 .9 9  
Authors: Will Wright & 
Justin McCormick (design), 
Brian Conrad
(programming), and others 
Release: Out now

Dear oh dear You have to worry 
about Maxis. With each new 
release it becomes harder and 
harder to avoid the tact that 

they're shaping up to be the archetypal 
one-hit wonders

Consider: Sim City was one ot the 
true originals, an immensely playable, 
undoubtedly original product ot the type 
that only comes along every tew years -  a 
game that seems so obviously right \ha\ 
you're amazed nobody d done anything 
like it before Even now it's still riding high 
in the AMIGA POWER All-time Top 100 -  
dodgy programming notwithstanding -  
goodness knows how many years later, 
and that's almost purely on the strength ot 
the basic concept With it. Maxis had weB 
and truly arrived

Alter it came SimEarth. an even 
more ambitious project -  imagine, control 
the entire history ot the planet m one 
game! -  which sounded brilliant, looked 
great, and proved (even on the last PCs it 
was meant tor) to be a real pig to play.
The game was just too large, with too 
much going on. lor anybody to get a 
reasonable grasp on -  and a lot ot people 
persevered, none ot whom (to our 
knowledge) ultimately tound it a rewarding 
experience. Perhaps needless to say. it's 
caused untold problems m conversion to 
the Amga. and when (or. indeed, it) we'l 
see it at all is a moot point.

And now we've got SimAnt Hmm 
We'd hoped tor quite a bit trom this 'It's 
much more playable,' people seemed to 
be saying, there's much more ot a game 
m there.' Well, perhaps What they hadn't 
mentioned was how sloppily put together it 
aH rs. Not only are the icons used some of 
the most indistinct, crappiest little things 
we've seen m ages (intuitive? Get outta 
here'), making play very hard to get into, 
but there's a terrible two second 
(sometimes longer) delay between you 
clicking anywhere on screen and 
something actually happening. Time and 
again we clicked twice on an icon (or

THREE WATS TO PLAY.

►  H e re ’s you -  Ihe  
little  yellow  x n l -  

n ea r the start o f  a 

quick fa m e . Looks 

like  th e re ’s really  

only one way out, 

doesn’t it? (T h o u jh  

you cou ld always 

d i j  a new  tunnel.)

^  Red ants 

ahoy! These are  

your enem ies in 

the sam e. You’re  

j o in )  lo  hove to  
resist flipp ing to  

'experim ental* 

m ode a n d  u s in j 
your jo d - lik c  (lo  

ants) human 

pow ers a t this 

point...

4  The sp ider -  a 

vicious enem y for 

one an t, a  source i 

fo o d  fo r  a bunch •  

them , and one o f f  

first outside fo rce  

you'll com e across

Well, it ’s no Sim City. Maxis continue to struggle in the shade
clicked a second time elsewhere), thinking 
our first attempt hadn't registered 
somehow, when all ot a sudden the 
d splay would go mad. the program finally 
getting around to responding to our first

command. Very annoying. Worse still, our 
boxed, fimshed copy seemed to lock up 
more than once. Faith in the game was 
almost immediately undermined.

The other thing nobody told us was

■  M  ■  hen you first start the game l«> TTTT iU II---- E E2 FULL GAME
I f l V  vou II be presented with three S3 ^ U l  Pretty much the same thing on a
W  M  playing modes to chose mm - j |  (much) larger scale You have to take

between. They are:

O

QUICK GAME
The most arcadey way to play it. it you 
can imagine that. You control a black 
ant colony, faced with natural hazards 
(getting crushed by human teet. 
getting eaten by spiders etc) while 
competing with a colony of red ants for 
control over a patch of back yard.
Fairly simple strategy stuff with 
interesting ant bits thrown in.

over the entire backyard and house, 
section by section, while facing 
tougher adversaries (especially 
humans and their Insecticides).

O h d e a r, you’ve just d ied . (You’ll find  this 

happens lots no  m atter which type of 

ja m c  you p lay .) N o t to  w orry th o u jh  -  as 

lo n j  as the colony's healthy you can just 
hatch a  new  ant body and  s u n  a ja in .

EXPERIMENTAL GAME
This is probably the bit you II play 
around with most -  it puts you. as a 
God-like human, in a position where 
you can muck about with the ants, 
building mazes tor them, adding food, 
putting rival ants together or whatever.

how unfocussed it all is. Oh. sure, they've 
put a quick' mode in. which turns the 
game into a fairly simple ant-based 
strategy thing, but still the oodles ot 
options, potted snippets of ant history and 
myriad different viewpoints available give 
the impression of lots of parts rather than 
a cohesive whole.

It SimAnt is meant to be a sort of 
modern executive toy -  to be called up for 
a few idle minutes on your work PC. 
mucked about with for a bit. and then 
forgotten -  it might be reasonably 
entertaining There are. after all. lots of 
different bits to look at. (Indeed, in the 
manual Maxis themselves can SimAnt not 
a game, but a software toy. Toys, by 
definition, are much more flexible and 
open ended than games ')

For your average Amiga owner, 
however, used to s-tling down and burying 
himself in a tug game like this for many 
hours at a time, with a fixed purpose in 
mind, it offers a confused and 
frustrating experience.

There’s another problem too. Unlike
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^  l i  t  that spider  

again, this tim e  right 

on to p  o f the entrance  

to  an ant's nest, le t's  

f lip  to  'experim enta l' 

m ode -  w here you 

don't p lay an ant, but 
a  hum an p /a p n g  with  

ants -  and p lay god ...

4  Hey, lo o k , the 

spider's b ack  -  but all 
the ants seem  to  have 

gone. (I'm  not qu ite  sure 

w here yet.) le t 's  flip  

b ack to  the
exp erim enta l m enu and  

sec how  I can to rtu re  

them  some m ore-..

^  Let's bu ild  a 

w all fo r starters (a  

b it higglcdy  

pigglcdy, but it'll 

d o ) and  sec w hat 

happens. W ell, the 

sp ider seems to  

have w an d ered  off, 

but we've trap p ed  

an aw fu l lo t o f ants 

in th ere ...

i
of (arguably) one of the ten most original games of all time.
in Stfn City, where there really wasn t an 
end to the game -  it could go on forever -  
this does have finite borders, effectively 
imdrng the thing's lastabihty. I've not 
managed this yet -  truth be told. I just 
can t bring myself to persevere for that 
long -  but people I know have apparently 
completed Full 
Game mode (the 
central section of 
the game, where 
you're asked to take 
over an entire 
house and back 
yard, killing off rival 
ant colonies and 
drrvmg the human 
residents ou t) on the PC m about four 
hours. This doesn't seem to offer the 
endless gameptay possibilities you m.ght 
have hoped for Basically, if you get the 
impression that I didn t enjoy SimAnt 
much, you're right.

01 course, it's perfectly possible I'm 
being completely unfair about all this.
There are, indeed, people I know and

"A confused 
and

frustrating
experience"

whose judgement I generally trust who say 
either, 'yes. the game's OK. not brilliant, 
but OK or. in some extreme cases, yes. 
it's an absolute cracker'. You may find you 
agree with them and not me.

After all:
a) I don't find ants fascinating (as many 

people do). I find 
them mtnnstcally 
very bormg and 
limited creatures A 
game featuring 
them wou'd have to 
go some to 
entertam me
b) I find software 
toys' -  lacking, as 

they do. fixed set purposes and regular 
gameplay rewards -  all too often dull and 
unsatisfying My attention span isn't all 
that long - 1 need to be teased and 
manipulated by a game, not given room to 
move around doing what I want (what I 
want will invanably be to switch the game 
off and go and watch telly instead),
c) I tend to get very frustrated by sloppy

programming, particularly the sort that 
results m long loading breaks during 
gameplay or delays between you telling a 
program to do something and it actually 
responding and doing it.

All of which -  you could say -  makes 
it unlikely I'd go a bundle on the game in 
the first place. So fine, ignore what I say. If 
you love ants, like not just the idea of 
software toys (I think they're in theory a 
fabulous idea) but the practice too. and 
can put up with frustrating delayssloppy 
programming, you may just love SimAnt 
You may even find you're hooked on it. as 
many people have become hooked on 
Sim City or Railroad Tycoon But I'll 
promise you one thing -  there aren't going 
to be all that many of you. There are just 
too many things wrong with SimAnt- 
much of it m the execution, though the 
design's far from perfect either As it is. it's 
an often mysterious, occasionally 
mtngumg, constantly annoying and -  
ultimately -  strangely unsatisfying way to 
spend your time 
•  MATTBIELBY

WHAT DOES THE FUTURE 
HOLD FOR MAXIS?

As SimAnt -  and the upcoming 
(on the Amiga) SimEarth -  
would seen to Indicate. Maxis 

have lost their way rather, and it 
doesn t look like they're out of the 
woods (or. in this case, soil) quite 
yet. Indeed, you could make a strong 
argument for the second best Sim 
game of all (Sim City being a all-time 
great, of course) not being a Maxis 
product at all. but Sid Meier's 
Railroad Tycoon, published by 
MicroProse. which took one small 
section of Sim City and zoomed in on 
it. rather than (as Maxis themselves 
seem determined to persevere at) 
trying to do simply far too much all at 
once. It wasn't too shoddily 
programmed either.

Happily though, things seem to 
be moving in the right direction once 
again. A real SimTrain' is on the 
cards, and future products seem to 
be more along those sort of tightly- 
focussed lines, which sounds 
promising (God forbid a 
SimUniverse', which was where 

things were heading). We await with 
interest, as they say.
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Windows opening upon w indow s -  

S im A n t can easily lo o k  incredibly  

sim ilar to  ik e  softw are w e use to  pu l 

this m ag a iin c  together a t tim es...

®  UPPERS Well, som e people 
find  ants very in trigu ing , or 
so I'm  to ld . You ca n 't deny 

the scope o r am bition  of the game, 
and the m anual -  packed as it  is  w ith  
ant in fo rm ation , ant h is to ry  and 
(yes!) ant jokes -  is  a real treat.

®  DOWNERS The execution  is 
s loppy, fid d ly , annoying and 
som etim es a com b ina tion  of 

a ll three. The po in t o f It a ll is 
strangely e lus ive too. And you 're  
rea lly go ing  to  need a hard drive.

THE BOTTOM LINE
If you 're  rea lly in trigued  by the 
behaviour o f ants, Sim Ant m ight w ell 
appeal (indeed, I t 'll be yo u r dream 
com e true). However, H you harbour 
any doubts  at a ll about whether 
yo u 'll en joy  it, you 're  m ore than 
like ly  no t to . W hatever you do, don 't 
expect a game as 
appealing as Sim  C ity -  it 
ju s t a in 't go ing  to  happen.
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Game Dizzy’s Excellent 
Adventures
Publisher Code Masters 
Authors Various 
Price £ 2 4 .9 9  
Release Out now

E xcellent' Will that do’  (No. of 
course it bloody won't. Get on 
with it. And while I'm at it. don't 
you think the old Oh well. I 

suppose I'd better wnte a bit more then' 
gambit is getting just a little tired by now’  / 
mean, can't you come up with something 
just a little bit more original once m a 
while? It s not much to ask. especially 
when there 's so much potential here to be 
eggspkkted -  art' See. there's crap egg- 
type puns lor a start, millions of 'em So 
get cracking1 Arl' Even when you've 
finished those, there's tons of stuff for a 
hard-boiled -  arf1 -  reviewer to get stuck 
mto in this compilation of five -  count 'em' 
-  gorgeous Dizzy games, only one of 
which has previously been available 
anywhere else. I mean to say. you could

easily start off with a quick recap on Kvnk 
Snax. which we covered as pari of the 
Dizzy Collection compilation back m issue 
eight's compr/afion special, where we 
called it tricky, pretty and entertaining ' and 
gave it lour -  count 'em1 -  stars. You could 
tell anyone who didn't remember that it's a 
shckty presented and unusual puzzle 
game, with etemenfs of the ancient can- 
op game Per>go and really cute graphics 
You could say that, taken individually as a 
game that effectively costs a frver, it'd 
easily be worth, say. 80 percent -  Ed )

BURN DOWN THE DISCO. ETC
But -  (And after that, you could perhaps, if 
it wouldn't be too much trouble, write /ust a 
tew words about the other arcade puzzle 
game on the compilation. Panic Dizzy 
You could note that it's been improved 
from the iffy 8-bit versions for the Amiga 
release, most crucially by the addition of a 
two-player head-to-head competition 
mode, which adds a bit of testability to 
what's otherwise a pretty limited and

repetitive game where there seems to be 
very little opportunity to bnng any skill to 
bear on the game's outcome And if  I know 
your reviewing style, you'd probably 
conclude with something along the lines 
that the almost total reliance on chance -  
and the fact that once things start to go 
wrong, your chances of putting them right 
again decrease very rapidly -  meant that 
the game wasn t really worth more than a 
few occasional plays Sun. I know you 
don't like to be too mean to the Codies -  
d>d this month's cheque come through 
okay, incidentally? -  so you'd more than 
likely give it a pretty soft mark considenng 
it was only £5. say somewhere m the 
vicinity of 56 percent -  Ed.)

I |UST CAN’T FATHOM IT
Yeah, but -  (Of course, anyone 
with any journalistic training at all 

would probably take the opportunity for a 
slick hnk into Bubble Dizzy af fhis point, 
noting the progression from puzzle game 
with arcade overtones -  ie Kwik Snax -  to

arcade reaction-test game with puzzle 
overtones -  ie Panic Dizzy -  to pure 
arcade game with just a hint of a puzzle, 
as m Bubble Dizzy. That same 
hypothetical person would almost certainly 
chuck m a couple of throwaway plot lines 
about how this game fills m the missing 
link between Treasure Island Dizzy and 
Fantasy World Dizzy, covenng the bit 
where Diz had to swim to Fantasy World 
after being forced to walk the plank by 
nasty prate Captain Blackhead following 
his escape from Treasure Island Then 
they 'd probably go on to describe the 
incredibly simple and yet highly addictive 
gameplay. which involves Dizzy standing 
on air bubbles nsing from the bottom of 
the sea and jumping between bubbles ano '■ 
ledges to avoid falling back down when 
the bubbles randomly burst, at the same . 
time avoiding deadly manne life, collecting J 
oxygen to survive longer and picking up 
pearls to repair the necklace for Dizzy's 
sweetheart Daisy that had been scattered 
when Cap'n Blackhead threw our hero 
overboard If they were really on the case.
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one interesting point to latch onto straight 
away. You could show how the character 
of Dizzy has been developed a httie m ihts 
game, with lots of httie animations and 
pirouetting )umps and so on. although 
admittedly after that you'd probably have 
to shp mto the old tned-and-trusted Well, 
it's not really very

m m 'different from the 
others, except m the 
s)>ghtty-iess<utesy- 
canoony visual 
department, so if you 
liked that kind of thing, 
this would be the kind 
of thing you'd hke' Still, on the grounds of 
size. I would tmagmo you ’d  still be looking 
at a score around the 76-ish mark -  Ed )

Why not 
go out and

buy it?"

CRAP ‘YOLK’ I0KE-FREE
M look. can I -  (Fair enough. I

guess that'd leave you a little bit 
stuck (or constructive comment on the final 
game in the pack. Dizzy -  Prince 0 f The 
Yolk Folk Still, you could always waffle on 
a bit to fill space at the start, maybe drop 
mto one of your usual gratuitous ranting 
bits about something connected to the 
game only in some impossibly tenuous 
way. or perhaps relate some implausible 
anecdote about how you were walking 
down the street the other day when you 
bumped mto Paul Gascoigne or someone

like that, who said ’ Why aye Stu. have you 
heard about the latest Dizzy game9 I've 
/ust been playing it and I must say it's 
probably the nicest one yet. with really 
atmospheric graphics, (albeit that they 
could have come from any one of the 
three previous Dizzy arcade adventures).

and that great mix of 
platform action and 
bram-teasing that's 
made the other games 
m the senes so 
popular‘  By the time it 
came around to the 
conclusion, you'd only 

have to say that this was probably the 
second-best game on the pack after 
Bubble Dizzy, although maybe the formula 
was beginning to show its age. but at the 
end of the day the kids would go for this 
one m a big way again hke they did all the 
other times, so it was worth a good 82 
percent or thereabouts, and the review 
would be finished' So stop complaining 
and get reviewing, why don't you ? - Ed) 

Er. okay then Dizzy's Excellent 
Adventures -  (Snip1 -  Ed.)
•  STUART CAMPBELL

®  UPPERS A good varied 
mix of game styles, and 
certainly not lacking in the 

value-for-money department. Even 
the weakest title (Panic Dizzy) is 
worth a good few plays, and the best 
one (Bubble Dizzy) is  an pure arcade 
game up there with the best of 'em.

© DOWNERS Urn... well. I 
daresay some of you out 
there would rather have one 

really stunning full-price game than 
five nifty but not quite so 
astonishing cheapies. But -  hey! -  
it's  a free country.

THE BOTTOM LINE
A great compilation, and even the 
one previously-available game 
deserves a wider audience than it 
had before, so, er. why not go out 
and buy it? (Basically.) And on the 
grounds of the whole being A  I  ;  
greater than the sum of the f j A  £ 
parts. I'm going to give it... U ■ E

O b
For the first time ever a budget compilation makes it 
to the front end of AMIGA POWER. Why’s this? 
Because it ’s such an ‘excellent’ deal, that’s why...

B u b b le  -  

$ct busy 
w ith  the 

Dtixy.

Bus person might then draw compansons 
mth the central gameplay concepts of 
Rambow Islands. Nebulus and the 
legendary Speccy classic Underwuride. 
and conclude that this was a bnlhant little 
game whose appeal might perhaps wane 
a httie after all the levels had been 
completed -  probably not all that 
mammoth a task -  but that it was the kind 
of thing that absolutely everyone would 
eryoy in the meantime, especially if they 
turned up the tabby calypso music while 
they played This imaginary reviewer 
would quite possibly feel moved, by the 
same criteria as before, to award Bubble 
Dizzy a mark m the region of. ooh, 85 
percent -  Ed.)

I'M HAVING A FUNNY
p n r i  I Okay, so - ( I  can t believe that 
ur ELL...you couldn't find anything 
interesting to say about Spellbound Dizzy. 
e-'ther. Okay, so it’s another game m the 
classic Dizzy formula, with lots of platform- 
toping and puzzle-solving as seen before 
n  Treasure Island. Fantasy World and 
Magidand, but this one's bigger than the 
iast two put together, so there's at least

I I

I dofi'l know  ab o u t K w ik  Snax  -  it'd  take m e i j c i  to  c a t that m any cherries...

A
M

I
G

A
 

P
O

W
E

R
 

J
U

N
E

 
1

9
9

2

Hi Quality Version Available on AMIGALAND.COM



Game: Floor 13 
Publisher: Virgin 
Price: £ 3 0 .9 9  
Author: David Eastman 
Release: June

ow this one really is unusual. For 
a start, your eyes aren't 
deceiving you -  this is a black 

and white game. That's right, absolutely 
no colour at all At first it seems a bizarre, 
almost completely loopy choice, and one 
that's bound to put quite a few people off 
Don't let one of them be you though -  
beneath this unusual monotone surface 
lies an ambitious game set in a world 
where the line between good and evil is 
very blurred indeed

This «s. you see, one of the few -  
perhaps the first -  political conspiracy 
thrillers available on the Amiga Using a 
basic textadventurewithgraphics 
structure, it tells a tale ol political intrigue 
not a million miles from TV shows like 
House Of Cards or Edge Of Darkness or 
films like Defence Of The Realm or '60s 
classic The ipcress File. In the wake of a 
General Election that featured its fair 
share of smear campaigns and political 
skulduggery we should all be in the mood 
for it too

So what's it all about7 WeH. on the 
surface. Floor 13 seems to put you in the 
role of a shadowy secret agent character.

Your o ffice  d o o r -  H*» through here that a  

w orld  o f  m anipulation  and  m urder besins.

head of a mysterious organisation 
operating from behind the cover of a 
fictitious government mimstry.Your mission 
is to popularise and keep in power a 
political party (fairly obviously the 
Conservatives, though they're not named 
as such in the game), the bulk of whose 
members are completely unaware of your 
existence Not only do you get to run 
smear campaigns agamst the Opposition 
(and. indeed, any other opponents you 
may come up against), you get to kill them 
too Indeed, there's no dirty tnck you can't 
try as you attempt to get your way 
Intrigued7 You will b e ..

FISHY BUSINESS IN CENTRAL
nrripr At the game's start you've 
UrMuL recently been made Director 
General of The Ministry for Agriculture and 
Fisheries (the cover organisation) -  but

m
Your desk -  o n  h ere  you'll find  p lenty of 

top  secret reports  fo r  analysis.

Here 's tro u b le  -  The M ad  Scientist Guild. 

You can b e  sure they're up to  no good.

pay no attention to this, it doesn't realty 
exist Instead, your department consisis of 
various assassins, spies and other 
operatives -  your real role is to protect the 
government at all costs, with whatever 
means are at your disposal. Every 20 days 
(game time) a 
national political 
poll is taken, you 
see. and it's your 
f ib  to keep the 
government 
ahead of the other 
mam party at all 
times The Prime 
Minister will call on 
you frequently to either criticise or praise 
your actions, but whatever you do. make 
sure your machinations are kept out of the 
public eye. Nothing must be traced to the 
government or your department As long 
as your party are at least holding their own

m the polls, the game continues.
Interesting stuff then, but wait1 

There's more. You see. the game really 
comes alive when an extra tw ist«  brought 
into play. Unknown even to the Prime 
Minister, you're also a member of a cult 

secret organisation. 
The Secret Masters 
-  more important than 
keeping your political 
party m power, your 
primary aim is to 
serve them, 
undertaking the 
various tasks they set 
you.

So how do you do this7 Well... 
a) For a start, you must remain in your 
current job -  only then will you have the 
power to help your hidden masters. 
Indeed, furthering your political career will 
give you more power with which to help

"Where it 
scores is the 

feeling of 
realism"

Lies, murder, corruption, scandals -  it ’s a wonder nobody ever did a government

THE TEL FOR AI*H

Rem oval: In itia lly , you  s ta rt out w ith  
on ly  tw o assassins a t you r d isposal, 

so d o n 't get carried away knocking  o ff 
everyone w ho causes troub le . (Save 
that fo r when you 're  rea lly pow erfu l 

and you 've  got a decently 
sized death squad!)

H idden away on the m ysterious 
flo o r 13 of the M in is try  Of 
A gricu ltu re  And F isheries 

yo u 'll find the too ls  of po litica l 
sku lduggery at your d isposal. They 
start pow erfu l, but get better w ith  time 
-  fo r each 20 day po ll that comes in  
show ing a governm ent lead, the Prime 
M in ister w ill rew ard you by expanding 
your d irty  tr ic ks  fac ilities.

Search: If you 're  a fte r som e Interesting 
in fo rm ation  o r secret docum ents, just 
send a search party in  to  tu rn  a 
suspec t's  hom e o r o ffice  over.
(Easy. Isn 't It?)

© P ursu it: Follow ing a suspect to 
get in fo  on h im  is  a lw ays a good 

tactic , especia lly w hen you fin d  he's 
popping  in  and out of Soho massage 
parlours a ll the tim e!

D is-in fo rm ation: This Is one of ou r 
favourites. By us ing  th is  fa c ility  you 

can d iscred it anyone. And if  you  can 't 
find  anyth ing  to  sm ear them  w ith , why 

not ju s t make it  up?

Surve illance: A lw ays usefu l to  keep 
tabs on suspects. Spread the d irt 

us ing  in fo rm ation  gained by bugging 
the ir phones and (!) bedroom s!

Hi Quality Version Available on AMIGALAND.COM



F L O O R  1 3 GAME REVIEWS

let's use the d ep artm ent's  d is in fo rm atio n  

section foa im  a sm ear cam paign a t them .

Went, so that’s a good thing too The 
game opens on the first of January, and 
then plays through every day -  much of it 
involves reading political reports given to 
you and dealing with them accordingly 

Leaving your office and going into 
your government department, you get to 
use official resources to put under 
surveillance, pursue, abduct, interrogate, 
search, assault, infiltrate, discredit through 
smear taciics or (phew) assassinate your 
enemies. Daily reports inform you of the 
success or failure of these actions, and by 
gomg to the poll you can see what effects 
they've had on government popularity, 
b) Secondly, you must do your best to 
execute any actons required of you by 
your secret society. The guy who contacts 
you is called The Secret Master. a 
masked Tutankhamun like character who 
gives you tasks and occasionally talks in 
rddles Perhaps I'm just being thick, but

simulation before!

w  Heavy Assau lt: If you need to  
destroy any evidence, o r  rea lly  make 
sure som eone's dead, send in  the 
assault squad.

0 In filtra tion : A pa rticu la rly  good 
way to  find  ou t w ha t's  go ing  on 

in any o f the po litica l o r subversive 
groups you th ink  m ight s tart causing 
the governm ent troub le . Once you 
know w hat's go ing  on. yo u 'll know 
how to act e ffective ly  aga inst it!

0  In terrogation: Especia lly useful 
tactic aga inst those s lim ey do- 

gooder Journalists. (Ulp!-Ed)

THE TELEGRAPH £
r7i U't bM *».Hi*t m ^
B u rra ft-e T a

a,

fihticil CitiUl hr? Soil

And -  yes! -  here *  the result o f our action  

in the press. (Isn 't p o w e r s reat? )

stiU haven't worked out what the first 
request l got is all about, although his 
commands have tended to become more 
comprehensible as the game goes on

And there you have it Floor 13 
doesn’t really have an ending as such, but 
if you avo<d genmg sacked, get the PM to 
expand the size of your department, and 
manage to carry out all the more shadowy 
tasks given you. well, you'll be doing okay. 
Get yourself admitted to the cabinet. says 
creator Eastman, and you're doing very 
well indeed

I'M GONNA TAKE YOU
m o u rn  Yes. yes. yes. you're probably 
niuntn saying at this point, but what 
do you make of it’
Wen, first you have 
to realise that there's 
very little to compare 
it to -  indeed, 
programmer David 
Eastman s earlier 
release Conflict {a 
political adventure 
set m the Middle 
East) is closest m terms of structure.

Despite the fantasy elements, many 
of the sub-plots that crop up m the game 
are based on real political events or 
situations. Mucho research was involved, 
apparently, including attempts (sadly

4 \____ m
• #e have a Zb po 
" a r g e t  d a te  in  h  days

a b  p o in t  .u i
US

J5/C e: "DA

i. Wo: Peoyy □
z

i  &9K* c
*. GrOJCi 0
s w m ti c
i. leOTCtSr c

Happiness is™ a  m ajority lead  in the opin ion p o ll!  ( t u t  o f course.)

"There's 
dirty trick in 
the book you 

can't try"

failed) to get real political characters 
(Edwina Currie was one) to contnbute to 
the storyline (she dedmtned unless money 
was given to a chanty of her choice).

Indeed, where the game scores most 
heavily is in its feeling of realism The lack 
of colour, though initially off-putting, helps 
create atmosphere nicely, while the 
realistic visual details and interesting plot 

twists -  you really 
don't ever know 
what's gomg to 
happen next -  help 
build things nicely 
You realty do get 
the feeling of sitting 
alone m a cold dark 
government office, 
hidden away m one 

of the capital's many high nse blocks, 
planning people's fates It's stark, chill and 
tense and it works.

Technically it's very easy to get into 
and play too -  being devious can certainly 
be a lot of fun (Forget your morals if

W M F * SASL’tSotaue.

i**y.is *• - ••“ **■ v  **■*

Pow er h . . .  t a k in j  out an enem y and  s c c in j The suspect f ile  records your actions too.
the results o f H in the press! lust lo o k  w hat you d id  to  this ju y ...

you're gomg to do well at tfus game!)
I'm sure that there are quite a few 

people who re gomg to love Floor 13. then 
-  it certainly has its strengths -  but 
equally, be careful it's going to leave a lot 
of you cold No animation to speak of. no 
colour, little humour to lighten the mood a 
bit -  we've certainly seen more 
immediately appealing games And at over 
thirty quid, it sure isn't cheap

Still, if the theme attracts you. you 
could do a lot worse than give Floor 13 a 
whirl. It s got a strong plot, reasonably 
tnendfy controls and bags of atmosphere -  
it certainly managed to intrigue, and then 
hook, me It's a true original too And if you 
haven't been put off by the fact that this 
page doesn't feature a single colour 
picture, wefl. you might just find it'll get a 
hold on you too.
•  MATTHEW SQUIRES

®  UPPERS Despite the 
(reso lu te ly  unm ovlng) 
g raph ics -  th is  is. at heart, 

very m uch a text adventure -  Floor 
13 has an aw ful lo t go ing  fo r it  if 
you 're  in to  that sort o f th in g .' Plenty 
o f p lo t tw is ts , bags o f atm osphere, 
and enough sku lduggery to  leave a 
nasty taste  in  the m outh, th is  
p o litica l consp iracy th rille r  is  a 
true  o rig ina l.

© DOWNERS Drab.
m onochrom e, g raph ics and 
in itia lly  unencouraging 

gam eplay cou ld  w ell put a lo t of 
people o ff. Play -  basica lly  a lo t of 
look ing  at fo lders and acting on the 
in fo rm ation  you learn -  can get 
pretty d u ll too. It 's  de fin ite ly  a 
specia lis t taste, le t us say.

THE BOTTOM LINE
If you d o n 't m ind text-based 
adventures, th is  one -  packed as it 
is  w ith  assasinations. bent po litics , 
pow er-hungry characters, d irty  
tr icks  and double  agents -  cou ld  
w ell be to r you. If. on the o ther hand, 
you 're  rea lly in to  cutesy p la tform ers 
w ith  b righ t bo ld  co lou rs  o r lo ts  o f 
on-screen animated action, T P  »  
d on 't apply. (Obvious. /  "
really, is n 't it? ) I U 5

The G rand M aster -  a  m ysterious f i ju r e  w ho crops up to  j iv e  you your secret missions.

VI751

43

©
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It was just over a year ago that the world went crazy over the first EOTB. Can SSI

A nother m oody evening sett the scene fo r  t y e  O f The B e h o ld e r  I t L e je n d  O f  D a rk m o o n .  K h c lb cn 't servant opens the d o o r, m otion ing  lo r  your team  o f  adventurers to  enter.

A  p iece  o f p a p e r is pressed in to  your hands, instructing you to  m eet Khclbcn urgently. Slowly, you ascend the staircase to  Khclben's study.

Publisher: Strategic 
Simulations Incorporated/
US Gold 
Price: £ 3 5 . 9 9  
Authors: Westwood 
Associates 
Release: Out now

T he ongmal Eye of the Beholder 
proved quite a hit when it was 
first gulped down the gullet ol 
the role-playing fraternity a year 

or so ago For many it is the established 
benchmark in RPGs -  and the one to 
finally knock FTL's of-late-crusty-looking 
Dungeon Master oft its throne.

Why is this? Well. EOTBs hard core 
appeal is unsurprising, as it not only 
carries TSR's Advanced Dungeons & 
Dragons endorsement, but implements 
many of the second edition game rules.
For the casual dungeoneer. less interested 
m the finer points of the AD&D game 
system, it's appealing too -  featuring 
swish graphics, a funky plot and, above 
all. gripping gameptay So gripping, in fact, 
that AMIGA POWER bestowed on it a very 
respectable 88 percent m our first 
ever issue

So. yum yum. can we have some 
more please9' being the verdict, what can 
its successor offer9 It is billed as bigger, 
better and meaner than ever -  no small 
claim considering its dad Though senior 
associate producer N«k Beiiaeff admits.

© •It's a tenuous sequel to the first one. as 
are most sequels.’  all signs are that's a 
bigger, better game than its predecessor

I hfH

| k r r o l

r . i j [ &

i
HF____________-

Hey -  with 13 man-years of development 
ploughed into it you'd expect something 
pretty damn 
expansive..

Plot-wise EOTB 
II The Legend ol 
Darkmoon takes up 
where its forbear left 
off. You can even port 
your old party members 
from the first game into 
the second -  along with 
all their hard-won accoutrements -  
provided you're still on speaking terms 
with them Of course, we've not all played

"It's not 
the huge 
leap we'd 
hoped for"

the original EOTB. but not to worry -  you 
can easily create a brand spanking new 

(and suitably tough) 
party from the very 
comprehensive 
character 
generation section 

The story, then 
Veterans will recall 
their perilous slog 
through the monster- 
ndden sewers beneath 

the city of Waterdeep but. for all that 
parties' brave efforts, evil still haunts the 
world of Forgotten Realms People are

disappearing from nearby villages and 
Waterdeep's Archmage Khetben wants 
your four heroes to get it all sorted (Why 
he can't manage it himself, what with 
being an Archmage and all. is never made 
dear.) One plush animated mtro later, your 
merry band is teleported to the start of 
their quest -  deep inside the dark woods 
near the Temple Darkmoon.

First observations first. Well, we find 
ourselves with a familiar mouse- and 
keyboard-driven interlace which, while 
initially tncky to get used to (he smote the 
wolf with a mighty dick on his inventory -  
oops) soon becomes second nature As

Hi Quality Version Available on AMIGALAND.COM
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keep the fire burning, or does the fantasy role-playing backlash start right here? |j)

Khclbcn looks w orn  and  w eary. He inform s you o f  the evil a fo o t in Castle Darkm oon. 
Vcs, this looks lik e  a jo b  fo r  just such a  ban d  o f heroes as yours.

With a fin a l p lead ing  lo o k , Khclbcn im plores you to  help . Yep, it  looks lik e  another  

p ro fitab le  and fun -packed  adventure is ab o u t to  beg in. (O kay, so it's no b ig  surprise.)

Upon entering  Darkm oon Castle, your ban d  o f adventurers are  con fronted  by a friend ly  

looking p a ir  o f  Clerics. Som ething doesn't fee l right, how ever, and  your suspicions arc  

to o n  con firm ed  w hen a b a ttle  ensues. (N e v e r ignore your hunches, that's w hat w e say.)

the parry hops one click at a time through 
the wood, which must be a hoot to watch 
tor the outside observer, vicious wolves 
prowl its regular avenues -  obviously a 
land in which landscape gardeners 
abound Otd parties will have little trouble 
wiping out the wolves, and even newly 
generated ones, which start off at around 
level six. are similarly tough There are 
oddments to be found -  rocks for throwing, 
an old drow (very naughty elves) hideout -  
but turning a wolf to mush wilh a couple of 
swft swipes is not what I'd call the most 
action-packed way to kick off a game 
Considering how hard your characters are. 
I'd question this section bemg m the game 
m the first place.

ELEMENTARY MY DEAR
n r  A n rD  Things hot up fairly swiftly 
n t f lU L n  once inside Darkmoon. 
However We're presented with the temple 
itself -  plus catacombs beneath and three 
towers above -  to explore, making this 
one huge mutha of a game There are four 
levels through which to progress, each 
relating to the elements of fire, earth, air 
and water, and each colour-coded -  
pomtlessfy subtle, but I love it. The 
monsters start off tough and get rapidly 
tougher, so you'll have to make sure the 
party rests up between progressively more 
voient encounters This isn't easy stuff -  
so hard, in tact, that I think a hint might be 
m order, so here it is: there's a room m the 
catacombs you can use as a bolt-hole 
when the party's feeling particularly

pummelled, and there's a resurrection 
chamber not very far away too -  if you 
can figure out how to work it.

What else? Well, pleasingly, non­
player characters make regular chatty 
cameo appearances -  more so than they 
d<f in EOTB -  by which the plot is earned 
along These often amount to little more 
than a pretty picture and some words, but 
there are some interesting encounters m

which you're not quite sure whether you 
should clobber who you've come across or 
help them out -  some monsters will wibWe 
on amiably just poor to stabbing you m 
the back'

Occasionally 
you'll chance upon 
someone -  or 
something' -  that will 
join your party and 
fight aiongs-de you 
An early encounter 
will see a halflmg 
thief caned Insal
tagging along but. with his chaotic neutral 
alignment, you're never quite sure if you 
should trust him This, along with the

"It's 
as bigger, 
better and
meaner

characters' new-found environmental 
awareness' -  walk past a hidden door and 
someone m the party will mutter that they 
feel a draught -  really helps to draw you 

into the game world. 
It's not long before 
you start thinking of 
the party as 
individuals rather 
than a multi-legged 
killing machine (an 
accusation levelled at 
most multi-character 
RPGs).

When you get into a scrap though, 
and there are plenty of them, it all goes 
bonkers. Deft mouse manipulation - •

# #

SPELLBINDING STUFF

One gripe I've always 
had with AD&D is 
that, under the normal 

rules, you can't go making up 
your own spells -  it was this 
obvious failing in the SSI 
stuff that helped make 
Mindscape's Legend (also 
reviewed this Issue) look so 
good, for instance. EOTB2 
looks very sorry in 
comparison -  you're limited 
to a selection of mage and The s p d  

cleric spells (depending on a n d  rath  
which type of character 
you're dealing with at the time) which 
becomes wider as the characters go up 
in  level.

So what happens? Well, a mage 
character w ill memorize spells from a 
set list while the party rests -  it's  a bit

Tb« spe ll *T * t* i"  -  p o w erfu l, bu t its adh erence  to  tfee 

j  lo n j-in -th c -to o th  AD&D rules m ake it just

of a bummer, for as soon as he or she 
casts a spell, it 's  instantly forgotten. 
(And I thought these ultra-powerful 
mage types were supf>osed to be a bit 
clever!) Clerics, meanwhile, pray for 
spells (high-level paladins can do

exactly the same trick).
It doesn't end there 

though. Mages have a rather 
more offensive arcane 
arsenal, w ith fireballs, 
disintegration and ice storms 
all available at higher levels, 
while clerics fall more into a 
nursing and personnel role 
and are able to cure wounds 
and pray for better combat 
ability during a scrap -  

simplistic though they can still give you 
to o  r i fM .  a nasty flame strike if riled.

All this firepower places 
some restrictions on a magic user's 
resilience. Mages can wear no armour 
and clerics can only use 
blunt weapons, so it s best to keep 
them out of the front rank as much 
as possible. O
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THE GENERATION GAME
One o l your first tasks when

playing Eye o t the Beholder II 
is  to sort out a party of 

adventurers for yourself. Character 
generation is by the good old AD&D 
method -  take a racial type, give it a 
bunch of attributes and fiddle them. 
The usual motley assortment of 
Tolkien-esque races are offered: 
human, elf, dwarf, halfling, gnome (OK, 
so Middle Earth had no gnomes) and 
various mongrels, along with a number 
of different alignments -  the 
philosophy, if you will, by which the 
character deals with the world. Lawful 
good is  a complete goody-goody 
while, at the opposite end o l the 
philosophical spectrum, chaotic evil 
represents the attitude of a computer 
magazine publisher w ith a hangover.

Then there's a variety of jobs, or 
character classes, to be had: fighter, 
mage, thief, cleric, paladin or ranger. 
Alignment has some bearing on this 
lot, as does race -  you can t have an 
evil gnome doing the job of a paladin, 
for example -  but the greater 
consideration is a character s ability 
scores. Fighters obviously need great 
strength, while mages need 
intelligence and clerics need huge 
dollops of wisdom.

To create a character, you get the 
computer to randomly roll for 
attributes and, going on whatever 
attribute has the highest score, that 
w ill determine what kind of job the 
character w ill do. However, it s 
possible to bodge the figures. Just 
select the appropriate attribute, hit V

Character 

crea tio n  -  t O T t  

style. A fter  

selecting te a ,  

race , character 
profession it's 

tim e  to  ro ll the 
statistics and  

choose a cute 

little  p ic ture . A ll 

the  same as ia  

the first sam e, 

actually.

a few times and you've got a bunch o l team of Olympic weightlifters solely 
superhumans elves dwarves comprising Carol Vordemann. This, as
halflings gnomes with more muscle. you may well have guessed, is  exactly 
brainpower and personality than a what I do every time I play the game...

is needed to keep the front-rank fighters 
attacking, while the magic users lob spells 
from the back; it can get really frenetic as 
you see the party's hit points dwindle away 
while more evil creatures come piling in. 
Animation dunng the fighting *  pretty 
much the same as the original -  jerky, 
three-frame sequences -  but you'll spend 
more time whizzing your cursor around the 
weapons icons and spells lists than 
watching rheumatic monsters gnnd 
through their moves.

The graphics, though differing sightly 
from EOTB. are of a similar hgh standard 
and the sound effects remain exactly the 
same, rght down to the eerie, echoing 
footsteps that do so much to put the willies 
up you There are puzzles aplenty to 
contend with and ominous hints from the 
party about the likely outcome of pulling a 
lever or inserting a key in a booby trapped 
lock It ail conspires to create a terrific 
atmosphere, so edgy that it's almost a 
relief to come across a monster for a good

The adventure begins in the forest outside D arkm o on. The first fight Is n t fa r  o ff...

®  UPPERS Eye O l The
Beholder fans w ill be in  hog 
heaven. More of the action- 

cum-brain-burning same, plus a little 
bit extra, from an RPG game engine 
that has already proved itself just 
about the best there is. A good, 
solid, well thought out game, with 
lots of neat touches.

© DOWNERS Good
though it is. th is isn 't quite 
the major advance on the 

original we'd all hoped for, 
particularly in terms o l animation. 
And please can we have auto­
mapping next time?

THE BOTTOM LINE
A must for the dedicated RPG 
enthusiast (d6ja vu anyone? Yes, we 
have said that a few too many times 
lately...) and, in tandem with the 
original, makes for an utterly huge 
world in which you could fritter away 
weeks of your life. Not such a huge 
leap in RPG standards as the first 
game was -  which makes it A A  Z  
a bit disappointing -  but | f h  £  
still an excellent game. U U  E

A fter a few  seconds fighting, th e re ’s only 

one guard  le ft standing, and he’s no t so 

boastful anym ore . That'll teach him  to  

mess w ith  a  bunch o f do -goo ders .

Two rough and  ready  (an d  not very 

in te llig e n t) guards discuss just how  the 

player's party should be executed...

old cathartic thrash.
A good solid 

game then, great 
even, but there 
remains a problem 
The Legend ol 
Darkmoon. while 
bemg just that little 
bit better and more 
involving than EOTB 
m almost every area, 
is not the huge leap for dungeonkmd I'd 
hoped it would be A new plot, a bigger 
game world, a wider variety of nasties and 
more mind stretching puzzles; it s all there, 
but it's still more of the same

That's not to knock it -  fans of the 
original will love the game and it still sits 
head and shoulders above many other 
RPGs I suppose I've been spoilt by the 
360-degree animation and glorious auto- 
mappmg of Origin's Ultima Underworld 
(sorry folks, it's PC only) -  this is still one

N e x t cam eo p ic t  

liven  things up 

fro m  tim e to  tim e. 

They d o  actually  

help  to  give the  

non-p layer  

characters  a b it of 

fleshing out.

of the two or three best RPGs available for 
the Amiga Keep your fingers crossed for 
EOTB 3 then -  which promises new and 
radical features for Amiga players -  but in 
the meantime, enjoy this one. It's well 
worth a look and should take you 
absolutely ages to conquer 
•  KARL FOSTER
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I I I I R L  E O U  I N
S C O O B V  G

♦  K I C K  O F F  2  P  I T - F  I G I I T E  R 
S C R R P P V  D O O  + T I T U S  T H E  F O R

P O P U L O U S  II
(Electronic Arts)

Try typing MUSIC on the special codes section for some weird tunes, says Anthony 
Blears of Penrhyn Bay

H A R L E Q U I N
(Gremlin)

We been picking up strange 
reports about this one...
Somebody called David (the 
surname wasn't too dear) from 
Chiswick, for example, has 
discovered that the Jigsaw Level 
is the place to be if you want to 
explore higher levels or see the 
end sequence.

When inside the Clock
Tower, go to the gift box near the An o d d  som e deserves on o d d  tip . H ere H is...
big tunnel at the bottom of the
level and collect the space hopper. Keep this; you'll need it later Then go on until you 
get to the very beginning of the Jigsaw Level Oust after the kite). Now get out the kite 
and hop up onto the ledge to the right that you usually wouldn't be able to reach 
Then jump to the left You should see strange graphics, as if the Amiga has crashed 
Jump up again and then out to the left Now you should be falling, and if you're lucky 
you'l land. Now you're free to explore, and sooner or later you'll find you've come to 
another level, or perhaps the end of the game

K IC K  O F F  2
(Anco)

Scatins the goa lie  was never th is  casy.~

Here's a game you can never have too 
many tips for. Robert Papworth (aged 10) 
of Jersey has the following advice: play a 
home match and injure someone. When 
the sub comes on. injure him too and then 
sub their goal*. An injured player should 
come on though, in the second half, he 
doesn't come on at all. leaving you with an 
open goal We reckon more people ought 
to tell us their ages, by the way.

POKING FUN
Got an Action Replay cartridge9 Then 
you re in luck. Just load the game, press 
the red button, press M and type in the 
number given in the list below. Change 
the first number in the kst that appears, 
and then press X' to return to the game. 
That's unless we put a 'TFD' before it -  if 
so. use the TFD function instead

A'enator 8FD Lives
Artura 65F3 Score
BoH Frogger 3189D Lives
Cabal 39DE5 Grenades 39DDA Lives
Commando AB08 Grenades (player t)
Fantastic Voyage 1109 Lives
Final Day 1B2DF Time
Gauntlet III 1DOOE Energy
Golden Axe 5968 Smart bombs
Guardian Angel TFD CODBAF Lives
HATE TFD 9F66 Lives
hranhoe TFD 932 Lives
Lupo Alberto 27562 Lives (blue)
Mage Land Dizzy 171 Lives 
Mega-Twins B42E Timer 
Mission X  TFD 1BC0A Lives 
Moonstone C0D82D Strength (blue) 
C0D822 Strength (green)

Narco Police C16DD3 Lives 
Nebulus 7FB81 Player 1 lives 7FB83 
Player 2 lives
PP Hammer 105BF Lives 105C3
Treasure 105C1 Time
Pro Power Boat 3116 Uves 3122 Bombs
Rambo III 13613 Energy 67B6 Arrows
67CC Bombs 67F8 Bullets
Robotmc 5F833 Lives 624AC Bullets
Rotlerpede TFD 17228 Lives
Sidearms 25E4F Lives
Sidewinder 12955 Uves
Smash TV 1A7D Lives
Spidertromc 24B1B Uves 24B14 Timer
Squamble 18610 Uves
Super Scramble Sim 16C23 Timer
Thunderburner E928 Lives
Thunderjaws 1D50 Uves
Tornado Ground Attack COCCBA
Weapons
Viz 1F1E4 Timer
Voodoo Nightmare 1BC9 Lives
Zoom 2B4A3 Uves

Thanks (in a very big way) to James 
Gurney. Ian White. Paul Bagnarol. Mark 
Sealey. R Brown

COMPLETE

control
We’ve got so many tips there’s no room 
for an intro. So, urn, here it isn’t...

P IT -F IG H T E R
(D om ark)
Michael Filby from Bedford suggests you 
type in LOBSTERS while playing, and 
then press any of the numeric keys to skip 
levels Pressing C will take you to the 
championship level, and L win jump to the 
elimination round. Probably your best bet. 
however, is to reach for the Off switch

W ot, no lobsters? Shomc m ishlakc surely?

(Hi-Tec)

1 have got a cheat.’  says Andrew 
Howard (aged 9). who's from Bracknell 
"When it shows Scrappy Doo and 
Scooby. Not frightened type in 
QWERTYUIOPASDFGHJKLZXCVBNM 
and no capitals by.' H s father helpfully 
adds. "It gives Continues' up to 

cheat, bu t (sh o ck !) it  works. A p parently ... Iceland.’  but we re still none the wiser.

T IT U S  TH E F O X
(Titus)

D G Rowan of Harlow has just had hts 
final brush (geddit9) with danger, having 
pokshed off the last levol of Titus's foxy 
little number

Here aro the codes:
1) ON THE FOXY TRAIL -  2625
2) LOOKING FOR CLUES 8455
3) ROAD WORKS AHEAD 2974
4) GOING UNDERGROUND -  4916
5) FLAMING CATACOMBS -  1933
6) COMING TO TOWN 0738
7) FOXY'S DEN 2237
8) ON THE ROAD TO MARRAKESH 

-5648
9) HOME OF THE PHARAOHS no code

C om plete  THust N o  pro b lem ...

10) DESERT EXPERIENCE 8612
11) WALLS OF SAND 4187
12) A BEACON OF HOPE -  1350
13) A PIPE DREAM -nocode
14) GOING HOME-5052
15) JUST MARRIED -  no code

FREE! We want you r tips , cheats, m aps and pokes. 
And we want you to  g ive them  to  us... free! No, 
actually, th a t's  not true. We re rea lly  awarding 

softw are p rizes fo r  the  m eatiest t ip s  we receive each m onth, and fo r those 
sm aller t itb its  we ll  be g iv ing  ou t b ig , s lobbery kisses. (Please state your 
preference ou t o f Gary, Amanda o r  Stuart.) The address is  Com plete Contro l, 
AMIGA POWER, 30 M onm outh Street, Bath BA1 2BW.
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n 1. THE CLOCK 

TOWER -  STAGE 1

Beginning at The Clock Tower', climb to 
the first switch which starts the moving 
platform When standing on this platform 
you should be able to see beneath you 
another switch which must be thrown -  
th>s creates a platform further up the 
tower. Now get back on the moving 
platform and climb up the tower until you 
reach the next switch This opens the door 
to The Clockworks' at the base of the 
tower -  use your brolly power to float to 
the bottom to enter The Clockworks

2 . THE
CLOCKWORKS -  
STAGE 1

Flick the first switch you see m The 
Clockworks -  this removes the wall around 
the important' switch at the bottom of the 
slopes. Now sfcde down the slopes and 
use the bottom one to hit the important' 
switch -  this starts the ctockhands m The 
Clock Tower Now climb to the swinging 
pendulums and swing across to the left 
hand side of The Clockworks Slide down 
the big slope, avoiding the drips, and leave 
at the door marked exit'. This takes you to 
The Dream Mile'.

3 . THE DREAM MILE

Be careful at this pomi not to drop into the 
water far below you. Leave the moving 
platform to cross onto the totem pole-style 
ledges and avoid the sand snakes, 
buddahs and scorpions Once you have 
climbed the pyramid rope structure you 
should come across The Lost Temple Of 
Hur-Ho-Hr. but unfortunately it's closed 
so you must climb up the left sloping side 
of the temple and jump onto the floating 
platform just above and to the left After 
negotiating the tncky jumps and the strong 
wind you should be able to flick the switch 
which opens the temple. So go to the 
temple and enter the mouth

Inside the temple there is a large 
plug with a switch beside it. Flick the 
switch as this operates the Virtual TV' in 
TV Wonderland Now leave The Dream 
Mile the way you came m and return to 
The Clockworks

4.THE CLOCKWORKS 
-  STAGE 2

Back m The Clockworks, you must use the 
moving platforms to reach the big slope 
before jumping across to the left in the 
direction of the cogs Jump onto the cogs 
and up onto the conveyer belt which will 
carry you to the nght Be careful -  use the 
conveyer belt to pick up enough speed to 
leap the gaps As you speed along you 
should see a switch below you. Drop down 
-  using brolly power if you have it -  and 
flick the switch, landing on the platform 
below Now jump on the platforms to the 
left collecting the goodies as you go.

At the bottom of The Clockworks 
there is a very narrow passage which was 
blocked before Harlequin should now be 
able to crawl through to a chamber where 
there is a switch and some hidden 
bonuses. Flick the switch and go back the 
way you came in Now you should be able 
to use the cogs to reach the conveyer 
belts at the top of the level and jump your 
way to the exit

5 . THE CLOCK 
TOWER -  STAGE 2

Back at The Clock Tower you must climb 
all the way to the top. where you will find a 
targe clock face. Tip there are lots of 
hidden tokens here Now jump onto the 
clockhands and use them to jump your 
way onto the kite which will fly into the wild 
blue yonder

6 . FLIGHT OF FANCY

On the kite you should easily be able to 
collect the tokens and dodge the obstacles

before reaching your destination -  The 
Jig-Saw Puzzle'.

7 . THE JIG-SAW 
PUZZLE

The key to The Jig-Saw Puzzle is to flick 
the four switches which are located at 
roughly the four corners of the level Once 
these have been switched on. you should 
be able to find an upward passage which 
did not exist before. Use the steps to climb 
up and you will find a bank of TVs -  all 
turned off at the moment and yes. you 
guessed it. you can switch them on by 
running right and finding the hidden 
switch When you return to the TVs they 
should be displaying TV SALE NOW ON' 
This means that you can now enter TV 
Wondertand Go to the exit in Jig-Saw 
Puzzle and leave You should now be 
enjoying A Walk Across the Rooftops'

8 . A  WALK ACROSS 
THE ROOFTOPS -  
STAGE 1

Somewhere near the bottom right of the 
rooftops there is the first piece of the 
broken heart You'll have to throw a swiich 
or two to reach it. though, not forgetting 
the one just below where you start -  it 
fixes the table you'll need to climb up to 
get to the window

Here you will eventually find a large 
window which was previously covered by 
an advertisement for TV Wonderland Go 
through and you will be in Wonderland

9 . WONDERLAND

TV Wonderland is pretty huge so you'll 
have to use the remote controls (they act 
just like doors) to transport yourself around 
the level. Your aim is to reach the Virtual 
TV. which is advertised m posters around 
the level. (On some posters there are even 
arrows which give the direction of the 
VTV.) From where you start you must slide 
and fall your way down to the bottom nght 
of the level before using the platforms and 
ledges above you to reach the first switch. 
This switch removes a wall which blocks a
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downward passage near the bottom left 
comer of the level, so go left 'til you see a 
moving platform which will take you down. 

Here you will be able to see the 
second switch This one also removes a 
Blockage along to the nght of your current 
position, so leave this chamber the way 
you entered and scamper up and around, 
where you will find a small passage just 
Dig enough for you to crawl through At the 
end of the passage is the switch you need 
to create the first remote control This will 
be created at the top of the level, so make 
your way up and you will eventually find 
the remote control which you can enter 

You will now be m another section of 
TV Wonderland and you should be able to 
see your first VTV poster pointing left As 
you cfamb your way to the level you will 
fmd another remote which you must enter 
This will transport you to a small chamber 
where there is only one route to take You 
will fmd a switch which starts a moving 
platform later on m the level Leave the 
chamber the way you came m and 
continue your climb to the top of the larger 
room (follow the arrows on the posters) 
Once you reach the top you will fmd 
another remote control. Go m.

This is the final TV Wonderland 
chamber, and it houses the Virtual TV 
(self It shouldn't be too hard to fmd -  it's 
near the bottom right The programme 
showing should be Play Time', a kiddies 
favourite -  if you jump into the TV screen 
you w * enter a new area called The 
Learning Curve'

10. THE LEARNING 
CURVE

The Learning Curve has only one switch m 
<t, located near the nght hand wall It 
switches the VTV to something called The 
Cutesy Bros' -  a console-style platform 
game which may be entered in the same 
way as The Learning Curve.

11. CUTESY BROS
Only two switches in this one -  these 

remove a pipe enabling you to collect a 
piece of a heart Now you should go back 
out and nght back to The Dream Mile 
There is a switch near a plug here which 
you must flick. Now go nght back to The 
Learning Curve agam

12. THE LEARNING 
CURVE STAGE 2
Go to 'The Bomb Run', which is in the top 
«ft hand comer of The Learning Curve

13. THE BOMB RUN
Make sure you have a full bar of energy 
before you enter here as you are bound to 
lose a fair amount m the mass of

explosions which will ensue. There is only 
one route through the level -  left to right -  
so hurry as fast as you can. bemg careful 
not to miss any credit tokens

Half way through the level you should 
see a switch beside a tool box and a book 
on how to fix clocks This creates a huge 
machine called The Throat' in the 
Clockworks, so when you reach the end of 
the Bomb Run and you have a choice 
between either jumping into the dock 
space or taking the cog. as this will 
transport you back to The Clockworks

1 4 . THE
CLOCKWORKS -  
STAGE 3

You will fmd yourself fall mg through the air 
as you enter from The Bomb Run, so push 
left on your joystick and try to land near 
the swinging pendulums Note there may 
be be more credit tokens tying around 
here, so have a good look. Now make 
your way to the bottom left of the level, 
near the three horizontally moving 
platforms, to see The Throat'. Enter

1 5 . THE THROAT

There is really only one way to go through 
The Throat, and that is down Any 
switches you come across should be 
flicked, as they all remove blockages 10 
the downward passage Beware the large 
bubble creatures -  they speed up when 
their bubble bursts. The firework shields 
are handy to have on this level and holy 
power is a must Eventually you win reach 
the bottom There's a large pool of water 
here, and. lying nearby, a Jack-in-the-box 
with a fish power token ms«de. Get this 
and transform into a fish for Sewerode'

1 6 . SEWERCIDE -  
STAGE 1
Sewerode has one mam route through to 
the end. with a few barriers to hinder your 
progress. Collect the fish power from the

Jack-m-the-box near the start (you cannot 
carry ftshpower from one level to another) 
and swim your way through the sewers 
As you go you will notice some smaller 
passages leading off from the mam route 
so explore these, as they wilt usually have 
some bonus tokens or switches situated 
somewhere along them If you are in fish 
mode, be sure to take a deep breath as 
some of the underwater currents are pretty 
strong down there

There are two exits from Sewercide 
The first you should find will be a large 
pipe, similar to the one you came through 
from the Throat. Enter this and you win 
emerge in Fathom This Out''

1 7 . FATHOM THIS 
OUT!

Fathom' can be described as a large 
swimming bath complex, complete with 
diving boards, lockers and fat bathers. Use 
fish power to explore the first pool you 
come across and hit the switch located 
near the top left corner -  this removes the 
bars of soap which were blocking a 
passage to your nght. Fmd this passage -  
it's m the same pool -  and flick the switch 
you fmd there. This switch creates a diving 
board which you will use a little later on 

Leave this pool and continue nght, on 
dry land, until you reach the drvmg boards 
Here you w-.ll find a tall structure -  the 
drvmg board you created will be at the very 
top. Climb up and use the board to do a 
huge bounce across onto a platform Fall 
down onto the island and make another 
big jump to the nght and you should land 
safely on terra firma once again

Now you will see a sign informing 
you that the lockers are along to the nght. 
O re of these lockers is Davy Jones' -  it's 
locked by a sturdy padlock To open this, 
continue along to the nght and you should 
see a switch beside a key Clicking the 
switch will result in the locker opening to 
reveal an unsigned contract

The contract is from Davy Jones 
Construction Company, and it is for 
building a chimney at the rooftops -  but as 
the contract is not signed, the chimney 
remains unbuilt To sign the contract you 
must get to the top of the lockers using the 
diving boards. Here you will find a pen and 
some mk beside a switch This wifi sign 
the contract, and a chimney will now be 
present at the rooftops

After exploring the rest of the pools 
and collecting all the credit tokens, leave 
the same way you came m.

1 8 . SEWERCIDE -  
STAGE 2
Beside the pipe you just travelled through 
there should be a switch. If you have not 
already flicked it then do so. This switch 
removes the cover from the overflow pipe 
elsewhere m the sewers If you continue

along the mam route you will fmd the 
overflow. Enter, as this will take you to 
What A Fall

1 9 . WHAT A  FALL!

A tncky level, this one' You must use 
brolly power very carefully, as it's easy to 
get killed in the poison glasses which are 
positioned at various places around the 
level. From the start, go left and collect the 
brolly power from one of the Jack-in-the- 
boxes before dropping off the left hand 
side of the ledge Glide your way down, 
collecting the credit bonuses as you go. 
until you find a poster advertising The 
Gambler' -  a VTV programme

From the ledge underneath the 
poster, jump left until you find a swiich. 
This creates a platform which you will use 
a little later on. Now jump back along to 
the right past the poster until you can go 
no further Jump up and you should be 
able to see another switch This ts the one 
which changes the channel on the TV to 
The Gambler', so go back to the poster 

and check that it now says Commg Soon'. 
Now walk off the left hand side of the 
platform positioned under the poster and 
drop straight down Avoid the poison 
glasses, and you wiil reach the bottom 
where there is a door to The Rooftops'

2 0 . WALK ACROSS 
THE ROOFTOPS 
-  STAGE 2
Once at The Rooftops, you can check the

chimney has been built, but don't climb in 
just yet You have to re-enter the TV 
Wonderland and return to the VTV which 
should now be showing The Gambler" 
Jump m

2 1 .  THE HOUSE OF 
CARDS
As you enter the House of Cards you will 
notice a stationary rope hanging down 
from the jester s head. Your first task is to 
get this moving agam So drop down from 
the ledge you are on and run right, 
avoiding the card guards and the crazy 
spades Eventually you will fmd a switch 
which will start the swinging pendulum.

Return to the rope and swing your 
way across Use the next rope to swing 
onto the stack of playing cards Tip: there 
are loads of tokens down and to the nght. 
so drop down and get the goodies From 
where you start you must jump up the
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platforms and the sloping cards until you 
find a switch. This creates a small ledge 
which will allow you to crawl through a 
previously un-enterable passage

The passage should be easily found, 
and at the other end there is another rope. 
Don't use it yet Instead, drop down and 
you will find a switch Now climb back up 
and use the rope to swing across onto the 
stack of playmg cards Run nght and you 
will fmd a circus tent which, if the proper 
switch has been thrown, will be open 
Entenng the tent will take you to The 
Whacky Jugglers'.

2 2 . THE WHACKY 
JUGGLERS

From the door at the start of the level, run 
nght. crossing the trampoline until you find 
a cannon Jumping on top of the cannon 
will send you hurtling skyward on a 
cannonball until you land with a thump on 
a platform

Make sure the switch above the 
platform is switched on and walk off to the 
left Go back across the trampoline and 
this time dimb up the high wire You 
should be able to see above you a ton 
weight which the switch you just threw 
raised Now continue left along the wire 
and you should see the first whacky 
juggler This is a tncky bit which may take 
a little practice -  use the juggler's balls to 
leap upwards from platform to platform

Use the third juggler to leap up onto 
the platform floating above, where you will 
find a switch. This switch also removes a 
ton weight a little later on m the level Now 
drop off onto the juggler again and use the 
bails to do a huge leap up and to the nght, 
where you should land on another platform 
beside some hot air balloons.

Make your way along the baskets 
and platforms and un«cydes until you 
reach another set of jugglers Be careful 
on the unicydes. as one small slip could 

w result in you failing all the way back down 
o> aga*n Use brolly power if you have it. Do 
® the same as before with the jugglers, but 
*” this time jump up and go left from the final 
w one Now keep on left across the platforms 
2  and you w H find the last switch, which 
^  removes the final ton weght blocking your 

path So go back nght -  taking the high 
road this time -  and follow the route until 

a  you reach the cannons Use these as 
!jj before and you should have no problems 
q  reaching the gates to Heavens Above

* 2 3 . HEAVENS
„  ABOVE
5  From the start of Heaven's Above, run 
<  nght. avoiding the bats and gnm reapers, 

and |ump across the platforms on top of

© the pillars until you can go no further
Jump up and left and you will find a switch 
which will unlock the first gate blocking

your path Make your way left and you 
should eventually fmd the first large angel.

There are a lot of bonus credits 
available here, so milk them for all they're 
worth. Now drop off the angel's wing until 
you hit the ground, go nght and enter the 
chamber at the end of the corndor There 
are three switches m this chamber located 
near the walls and ceiling, so find them 
and flick them all. Once you have done 
this, leave the way you came m and you 
will find that the floor which was there is 
there no more, instead a lift is operating

Use the lift or drop down onto the 
level below the one you are on and enter 
the chamber. Find the switch here and 
return to the lift. Let the lift carry you up up 
to the level two above the one you were 
just on Go left until you have to crawl to 
reach the switch. This switch creates 
Heiizapoppm", which you will fmd a little 
later on.

If you have survived this far it might 
seem like a good time to have a break. So 
return to the lift and travel all the way 
down until you find a straw lead mg down 
Jump in and enter the bonus credit token 
grabber's paradise -  Suck It And See'

2 4 . SUCK IT AND 
SEE

ledge Throw the switch you fmd here and 
wait for another lift to take you a little 
higher. Eventually you'll fmd the first of the 
three wall switches, so flick it and make 
your way back down again Once at the 
bottom corridor again, run right until you 
see another passage leadmg upwards 

Use the moving platform to take you 
into the chamber above and you will see a 
diagonally moving platform racing around 
the chamber After a few goes you should 
have found the second wall switch near 
the ceiimg of the chamber. Leave here and 
return to the bottom corridor, run right 
(ignore the first upward passage you come 
to) and enter the chamber nearest to 
where you came in The last wail switch is 
m here, and once you have flicked it the 
way ahead should be clear of all 
blockages. To get to the top left of the 
level you must return to the bottom 
corndor and run left -  go up the first 
passage you come across After 
negotiating the tncky little platforms you 
must go nght, up and left until you come to 
a place where there are loads of spiked 
wheels falling from above. You'll have to 
dodge or shoot these as you climb up 

Eventually you'll find a grave with the 
word Music' engraved upon it From here, 
run left, picking up the second piece of the 
heart as you go' Here there is a switch 
which will transform the grave into a 
gleaming musical note. The relevance of 
this Will become apparent a little later Now 
you must make your way all the way back 
down again and leave the way you came 
in -  through the straw

2 6 .  THE SHORT WAY 
BACK

There is nothing to harm you m this 
level, so take your time to explore it fully 
and collect aU the tokens. All these straws 
act as junctions between four levels, but at 
the moment you will not have access to 
them all The first exit you should fmd will 
be the one to the Cutesy Bros In this level 
you should only be able to go a l/ttle way 
left, but if you approach the Cutesy Bros 
from the VTV end you will be able to 
explore it more thoroughly. Anyway you 
approach it you will fmd the second pece 
of the head' Return to Suck It And See.

Apart from the one to Heaven, the 
only other exit from this level will be to 
Heilzapoppin'. which you created by 
throwing that last switch m Heaven

2 5 . HELLZAPOPPIN'

Now. unless you have been all the way 
through the Cutesy Bros level, you will 
have to do a little back tracking. Don't 
worry’though, because you should be able 
to race through the levels without worrying 
about switches' The way back is -  
Heavens Above. The Whacky Jugglers. 
The House of Cards and TV Wonderland 
In no time at all you should fmd yourself 
back at A Walk Across The Rooftops

2 7 . A WALK 
ACROSS THE 
ROOFTOPS 
-  STAGE 3
Find the chimney and enter. You will now 
be in A Dark and Gloomy Place

Your aim in Heitzapoppm' is to reach the 
top left of the chamber To do so this will 
involve finding three mam switches whch 
take away three walls blocking the way.
So first run all the way left until you can go 
no further Here you should see a small 
moving platform moving up. so jump on it 
and let it carry you up to where there is a

2 8 . A  DARK AND 
GLOOMY PLACE
From the start of the level, run nght and 
follow the route You wilt pass a locked 
door marked Crypt 2' which you will have 
to come back to a little later on Continue 
your way up the level, using the swinging

arms as ropes until you fmd Crypt V. The 
switch to open this door is just a little to 
the nght so swing across, flick it and enter 
Crypt 1.

Here you will fmd a dark chamber 
and somewhere m it are three switches 
which can only be switched m a certain 
order There's no penalty for getting it 
wrong, so get up there and start flicking 
Once all three switches have been thrown, 
leave the chamber and make your way 
back to Crypt 2 which should now be 
open. This is similar to the first crypt, but 
there is only one switch near the ceiling, 
so climb up and flick it. This switch pulls 
back a curiam at the top of A Dark and 
Gloomy Place to reveal a huge organ'

Leave the crypt and continue your 
way upwards and onwards until you finally 
reach the organ itself. You will be able to 
enter the organ and this will transport you 
to The Organ Chamber'.

2 9 . THE ORGAN 
CHAMBER

If you have followed this solution up 
til now then this should be a simple case 
of finding the music book and jumping m. 
Don't forget that switch m Heilzapoppin' j 
with which you created the musical note If 
you can't do that then you'll have to fmd 
another way out

3 0 . SHEET M UZAK

j 4

/ •  « •  .

Now all you have to do is fmd the last 
piece of heart and take all four pieces to 
the heart chamber, somewhere in this 
level -  but watch out for the huge, red, 
bullet-spewmg snake things'

3 1 .  THE HEART 
CHAMBER
If you now have four pieces of the heart 
then buBy for you -  you'll now be able to 
see the end of game sequence If not. 
then it's tough basically -  you're just going 
to have to try it all agam'

Hi Quality Version Available on AMIGALAND.COM
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Domark’s first real stab at an RPG has proved a real success, coupling easy-to- 
get-into presentation with a very innovative new light and darkness system 
(Photoscape) which integrates visual effects with the actual gameplay itself. 
High time we did some tips for it, you might think, and indeed, that’s what we 
though too. Join Matthew Squires and the Domark boys for the full monty...

LEVEL 1
THE WILDERNESS

Your first task is to collect all the apples, 
sticks and a bow It's important that you 
don't forget the latter -  it can be found at 
the far right hand corner of the woods -  as 
you're going to need it later in the game 
Then follow the path, collect the two 
torches at the end of it and go down the 
steps into the next level

LEVEL 2 
DUNGEON

CoHeci and extinguish all the torches here.

© Move over to the door and pull the switch 
Proceed through the doors, collecting the 
stick, bread and full water flask.

On encountering the skeleton, kill it with 
sticks, then swipe its empty flask 
Drmk from the fountain -  in fact, always do 
this when you come across one

Fill the skeleton's flask too Collect an 
additional flask -  you'll find it by the gap in 
the wall -  by us»ng the coins you collected 
earlier on (Remember’ )

Pick up the apple. You must always collect 
food, as you never know when you and 
the boys are going to get a bd peckish. 
Look for a secret switch on the wall and 
push it Collect the strength potion 

Now open the lock with the key. 
leave your torch by the gargoyle (light 
sensor) m order to open the double doors 
and proceed Leave a weight on the floor 
swtich ahead and enter the room

Here you'll encounter a skeleton Kill it and 
collect the shield and chest Exit the room

Proceed around the corner, dnnk from 
fountain, leave another weight on the floor 
switch and go through to the double doors, 
avoiding the skeleton

Once at the doors, puli both switches and 
you'll be able to proceed through Collect 
the apples which can be found in the 
corner of the corridor.

At the next set of double doors, try to 
avoid the skeleton and place one 
character on each of the floorpads. 
Alternatively you could leave a dead body 
on a pad. as it weighs the same as a living 
character (Sound grizzly, but the needs of 
the many outweigh the needs of the one -  
or something). Go through doors

Pull the secret switch by the side of the 
small door, collect the scroll (light) and 
leave the room

Collect the key by the fountain and open 
the double doors with it.

Kill the skeleton Collect the chest and 
descend the steps into level three

LEVEL 3 
DUNGEON

Collect the key. Buy the light spell, pull the 
switch and proceed, once again, through 
the double doors

Pull the Puli' switch but send only one 
character through the teleporter Collect 
the key lying m the comer. Have a drink. 
(If you've got this far you deserve it !) Pull 
the switch in the far corner and exit the 
room through the teleporter

Open the portcullis with the new key. 
Do not pull the Do not pull switch (even 
more surpnses1). Have a dnnk and collect 
food Yes. yet more food -  you need to

Hi Quality Version Available on AMIGALAND.COM



gfab every bit of grub you can get your 
hands on

Now throw anything over the middle 
pit onto the weight switch This will cause 
the middle pit to disappear Extinguish all 
light (to keep you safe from the light trap) 
and collect the chest from the alcove using 
spellbook and key Exit the room m the 
following way: use the key in the portcullis, 
stand one pair of characters on the front 
switch and one pair on the back switch. 
The two characters at the back will now be 
teleported into the adjacent room -  leave 
them there1

Go through the now open door with 
the first pair of characters Collea the 
chest and then stand on the weight switch. 
Now go back and free the other pair. Kill 
the skeleton, who has the exit key. and 
leave the room to rejoin team.

Kill both skeletons and pull the secret 
switch which will open the next door 
Collect the shield and go past the gargoyle 
m the dark You will find two pits. Throw a 
fireball over them -  this will activate a light 
teleporter at the end of the corridor The 
pits will then disappear and you can 
proceed to open the lock and portcullis.

Kill the Valkyrie with fireballs. Buy 
any item (the third chest is recommended) 
Go through the door by plaong something 
on the weight switch Recharge any 
depleted item on the altar (this procedure 
can be used to resurrect a character).
Have a drink, pull the switch and exit the 
room by pulling both switches on the 
outside of the door.

Now either proceed past the 
Valkyries, kill them, collect gold com and 
open the next door with it. OR go right 
round and stand the characters by the sign 
Says nothing. Reveals much' A secret 
wall wdl now open and you must enter 
CoHect the chest stand ng at the end Pull 
the switch to open double doors. Send one 
character down the right steps and the 
others down the left steps into level four

LEVEL 4  
THE PRISON
Walk your single character all the way to 
the fountain (which is also a dead end).
Now walk the other three over to a secret 
swtch between the second and third wall 
torch Do not bother with the floor 
switches. Push the secret switch and 
repm the first member of your party after 
the secret wall has opened and you have 
collected all the items.

Now carry on down the corridor 
Avoid the last floor switch as this will warp 
you back Make everyone read This 
message is for everyone' Spend your 
corns and collect the chest which takes a 
little time to appear

Now stand three of your party on the 
three floor switches. This will lead them to 
be kidnapped, but don't be alarmed -  you 
can rejoin them later. Check each of the

three -  one of them will have to kill his cell 
mate. Once in the cells, look out for rats 
Food and water is available and can be 
obtained by collecting the key by the 
doorway to the Bread and Water' cell 

Take the free character, collect the 
key that has appeared, open the leftmost 
door and collect waterbaii spell Have a 
dnnk and continue down the corridor. Go 
through the small gap m the wall, which is 
the first gap to the character's left, and k il 
the fire demon with the waterbaii spells 
When he dies, one cell will open and one 
of the previously imprisoned characters 
will join you. Leave the room the same 
way you entered it. but turn left and go 
nght around to the portcullis and switch 
Pull the switch and enter the room.

The swiich also turns on the 
teleporter for a short period of time. Throw 
items into the teleporter. These will warp 
to a floor switch which closes pits. Now 
collect your items back and pull the switch, 
opening the cell. Now exit the room with 
three characters

Turn left out of the room (the 
characters' left) and continue down the 
new corridor until the T-junction where you

should also turn left Pull the switch. Kill 
the mmoiaur and collect the chest which 
contains a key and corns The key opens 
the last cell -  do not forget the key you'll 
find m this cell by the door.

Now exit the room and turn right Put 
the cell key m the lock and enter the dming 
room. Pull the switch in the corner, which 
will open the door Buy some food and 
collect the chest. Have a drink Now 
proceed into the Master Switch Room.

Do not pull switch four, as this action 
will let the monsters in. Kill the mmotaur in 
the room. Use switches one, two and three 
to open the rooms and collect the key It's 
best if you send someone in and wait for 
the key to appear but whatever you do, 
don't choose' key. Instead use the key on 
the last room and then descend the steps 
to level five.

LEVEL 5
Open the door by using the switch 

Send one fighter into the room Beware 
here, because the photo-receptor will pick 
him up and will open the monsters' doors 
If possible let each monster out one at a

time. Waste them, but at the same time 
keep an eye open for fire demons as they 
will light the photo receptor and let all the 
monsters out themselves

Have your eyes peeled here because 
one of the hre demons carries the exit key 
The best advice is to kill him any way you 
can. then get all of your group through *
Now spend the com and use the altars. Z 
Your boys are gomg to be pretty hungry o  
and perhaps thirsty too. so buy them >
refreshments, then send them all into the -g 
teleporter by leaving an item on the floor q  
switch. Extinguish all light and exit through ^  
the new teleporter Enter the One each' m 
room. (It is wise to send your men into the x  
corridors one at a time here) Waste the 
skeleton and collect the key. •  c

DID WE GET 
ENOUGH FOOD?
What became of our heroic crew? 
Did they trigger all the right 
switches? Did they get killed by fire 
demons? Or what? Find out in next 
month s edition of AMIGA POWER!

c
z
m

<0
<0
M

Use the following key combinations in 
the four locks to solve this corridor:

-  Key 1 = Lock 4
-  Key 2 s Lock 3
-  Key 3 = Lock 2
-  Key 4 = Lock 1

You can use the switches on the 
outside to free adjacent characters. All 
four keys are not needed to solve this.

If you re going to solve the next 
corridors two teams, each comprising 
of two men, w ill be needed. This is 
because each team helps the other to 
progress further. Use the following 
combination:

-  Switch 1 closes Pit A
-  Switch 2 closes Pit B

Get everyone through, stand 
together on the floor switch and enter 
the portcullis. Go to the Mystery Tour' 
switches and take one switch (A. B. C 
or D) each:

A -  Light both photo­
receptors. Keep light away from the 
doorway as invisible receptors create 
a skeleton. Collect the key.

B -  Collect key. extinguish all 
torches and exit.

C -  Collect the chest, kill the 
skeleton and leave all the items on

Please give generously'. Go through 
the door and proceed through the 
second door. (NB: No items can be 
carried, but don t worry -  you 'll find 
them all back outside).

D -  Collect the chest. Throw the 
fireball in the direction of arrow. It will 
warp X-Y-Z and the door will open.

Use the collected keys on three 
locks, wait for the doors to open, then 
proceed down the steps into level six.

That's all we've got room for until 
next month folks. Stay tuned though, 
'cos that's when we’re planning to ’do' 
the second half of the game.
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Remove your finger from that lightbulb socket this instant, and let our friend and 
yours, the very special Jonathan Davies, squeeze your troublespots...

obody's perfect, as even I am sometimes forced to admit. 
So we set up The Last Resort to cater for those 
occasions when, no matter how hard you struggle, how 

many joysticks you break and how much hair you pull out. you 
simply can't get any further in a game. All you've got to do is jot 
down a brief description of your problem, send it in to me and I'll 
do my best to find a solution. And if I can't come up with an on- 
the-spot fix, I'll wager one of our readers will have the answer...

CORPORATION

Q Tve been playing for ages, yet I 
keep running out ot dnnk and first aid 

or just get sent to Freddie for no reason at 
all. Have you got any suggestions?"
A Roberts. Craven Arms

A Well, basically, just stop being so 
crap. And make sure you've picked 

up the dnnks dispenser from the dome 
near the start, along with the refill for rt 
And escape from pnson using the bomb

THE IMMORTAL

Q T m  stuck at the end of Level 2 I've 
collected all the gems and got to the 

room where they're to be placed Gresh 
told me to place the stones on to the holes 
in the order left, nght and centre I've tned 
this but nothing happens What on earth's 
going on?*
Richard Leighton. Cowbridge

A Try the order nght. left, centre 
instead (Don't ask me why.)

LEMMINGS

Q "Could I have the code for Tncky 
Level 15. please’  I can t get past 

level 14 *
Kira Staddon. Newcastle-upon-Tyne

Sure It'S MDIBAJLNEP

TREASURE ISLAND 
DIZZY

QlV e  got the cheat for flying, but I 
need one for immunity too *

Thomas Preston. Coventry

Try typing EGGSONLEGS.

GODS

Q *l keep getting killed straight after the 
World Two door of Gods '

John Dougan. Prestonpans. Scotland

A Happily Craig Blackthorn of
Wakefield m West Yorkshire recently 

send us a complete solution to much of 
this Here goes: For a start, when in the 
Shop buy INVISIBILITY. ALIEN FREEZE 
and a WEAPON INTENSIFIER As you 
come out of the shop, select your 
invincibility quick, before the two aliens kill 
you Now go quickly to the small hole at 
the far nght of the screen with the spikes 
m it and collect the GIANT LEAP POTION 
Leap out of the hole and kill the alien on 
the next ledge up. then select your alien 
freeze. Then |ump onto the ledge, go 
across to the end of it. jump onto the next

ledge up and set the switch. Now go 
across to the lowest platform that appears 
and collect the two crystals which appear 
on it Now go to the long ladder and jump 
off onto the platform with the next switch 
on it. Now you have a choice: either walk 
along the bottom platform or the second 
one to make a SHORT CUT CRYSTAL 
appear. Collect this to be transported 
somewhere else in World Three

I eastOW OF THEQ "Do you know of a cheat’ "

Robert Smith. Kingston

A l'm reliably informed that this might 
well work: when the last intro screen 

appears while the game's loading, hold 
down the joystick button and the left 
mouse button together until the disk 
swapping message appears

THE SECRET OF 
MONKEY ISLAND

Q *ln Monkey island I've run aground 
on Le Chuck's ship but now I'm a bit 

stuck -  how do I get the root for the 
cannibals so that they can cast their Spell 
of Exorcism on the Pirates?*
Martin Alesky. Leicester

A  You'll find it m the glowing box To 
open that you'll need the tools from 

the room with the squeaky door.

LOOSE ENDS
All this is giving me a bit of a headache, to 
tell the truth, so I think it's probably time to 
hand the question-and-answenng over to 
you lot instead. To start with, if you know 
the answers to any of the following 
quenes. please right in write away Sorry, 
er. write m nght away

Q’How do you dispose of the caged 
bird m Level 1 of THE SIMPSONS’  I 

can find no breadcrumbs'"
Howard Joseph. Leybourne

Q Tm  stuck on Level 3 of ALTERED 
BEAST Is there any sort of cheat?* 

Paul Hodson. Leatherhead

Q -ln FUTURE WARS. I've found a 
magnetic card and a control device in 

the monastery What are they for’ "
Alan Thompson. Newtownards, N. 
Ireland

Q*1n HARLEQUIN. I'm completely 
stuck. I can fix the dock, get on the 
kite, and I can do the |igsaw puzzle and 

the rooftop levels, but I can't get anywhere 
on the dream mile. What the hell do I dor  
Stuart Gidden, Peterborough

Q Tm  trying to get the radioactive rock 
from the Eastern Maze to the 

Western Gate There are two ways, one 
blocked by a mega-powerful dam. the 
other by a door What do I do’ *
Ben Wheeler. Watford

Q *ln LEISURE SUIT LARRY 2 ,1 can't 
get off the lifeboat. I keep getting 

sunburnt, despite wearing the wig and 
throwing the spinach d>p overboard And 
on LARRY 3 I've collected the empty 
bottle, filled it with water and talked to 
Dale What next’ "
Nicholas Williams. Littlehampton

Q Tm  stuck m DUNGEON MASTER at 
a locked stairway, just m front of 

which is a mummy who's trapped behind a 
pit On the wail it says 'This is my 
prisoner Let him suffer.* I've tried 
everything, but can't get down to the next 
level I just get eaten by purple worms" 
Scott Hallett. Leicester
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CASES CLOSED
See -  not everyone's quite as crap as me. 
Here's a whole flotilla of problems that 
have been solved with the help of you.
The Readers

FIRST SAMURAI

Q Michael Reilly of Van Nuys. USA was 
Stuck on Level 2.

A 'After getting through the blue spikes.
get the two buckets from the top 

cavern Then go back to the spikes and 
climb down the first wall with the nearest 
spike on it Make sure you have a bell, and 
then |ump the hole with the two lateral 
spikes m and use the teleport at the end of 
the tower cavern This should take you to 
a wall of fire. Now use the bell, and kick 
that mutha's head in.*
Matt Jones. Worcester

ROBOCOD

Q Michael Re>Ky of Van Nuys. USA -  
for it is he -  was also having trouble 

getting past a bear (Not having a great 
deal of luck, is he?)

A 'Jump on one of the platforms (but 
not the middle one) and. as he falls, 

jump, pulling down on the joystick when 
you're m the air If you land on his bonce 
five times he will die *
Anon, Farnham

THE SIMPSONS

QJohn Somerton of Whyteleafe 
couldn't get out of the funhouse.

A  'Just ride the platforms on the big 
wheel and continue out of the top of 

the screen and over onto the platform 
below. Continue nght to exit the funhouse 
And don't forget you can type 
COWABUNGA for infinite lives and EAT 
MY SHORTS to skip levels.’
Anon. Farnham

CAPTAIN PLANET

QAlex MacNeiil of Hove was after a 
cheat for this one

A "It's dead cunning, this one. You 
need a copy of Captive Load CP and 

on the Level Selection screen wack 
Captive m there and press fire The screen 

say, Disk Error’. Re insert your CP 
disk and the cheat will be active *
Mart Jones. Worcester.

EXILE

Q Tncky one, Exile. Chns Hartley from 
London couldn't see how to retneve 

a small red object from a narrow tunnel

A ‘ It's a radoactive protection pdl, in 
fact. To reach it. just lob a grenade 

in. If you aim it well enough it will land on 
top of the pill. A coupto of well-placed 
bullets will knock the grenade off the p*il 
and voila: the pill is Wasted out It's quite 
hard, but comes with practice'
Ben Wheeler. Watford

CADAVER

Q P Marshall of Sittingbourne was 
struggling with the game right at the 

end of Level 1.

A 'Collect the fire shield from Kazah's 
tomb by dropping the golden funery 

coin on it. Get the jar that says. It's taboo 
to disturb the dead- and drop it on Lord 
Carolus's tomb. This should give you an 
unknown spell which you can read with the 
help of the Read Magic scroll. Go to the 
dragon (make sure you have the Crown of 
Kings -  the REAL one) and walk in. Drink 
the Fire Shield potion and cast the 
unknown spell, now called Massacre The 
dragon should die in a shower of guts.' 
Anon. Farnham

m z z Y SY WORLD

Q Gemma Cousins from Edesborough 
was stuck getting the last com -  *you 

know, the one m the space where the tree 
near the hippy is.*

A ‘Go to the left of the tree where there 
is a mound. Move to the far nght of 

the mound and press fire. You will pick up 
a clump of leaves revealing the com which 
you can then pick up.’
Paul Marsh. Wokingham

POLICE QUEST

Q Simon Dubeau of Brighton couldn't 
arrest the drunken driver OR finish 

the undercover mission in issue 13

A "To arrest the drunken driver give 
him a test, check his license, read 

him his Miranda nghts. leave him m the 
jailer's custody To complete the 
undercover mission bleach your hair, 
leave everything that might give you away 
in the police station, keep the things that 
might come in handy, go to the Hotel 
Delphona. get a room, accept the Death 
Angel's offer for a pnvate game later on 
(you must have a voice transmitter), win 
some poker and you'll get invited to jom 
Death Angel m his pnvate room.*
James Hampson. Catford

Phew, and that's about all we've got time 
(and. indeed, space) for this month Am I've 
got left to do, really, is remind you to read 
the nice little box at the bottom there .

•  Can you assist any of the puzzled readers above? If so. let me know and 
III pass on your advice. But then, perhaps you've got problems of your 

own. If that's the case, jot them down (no need to be shy) and I'll see what I can 
do. Nothing, probably, but someone out there in Readerland is bound to be able 
to help. Problem or solution, scribble it down as concisely and descriptively as 
possible and send it to The Last Resort. AMIGA POWER. 30 Monmouth Street, 
Bath BA1 2BW. Oh. and mark them 'Answers' or Questions' to make life easy.

NEXT
MONTH!
In the world’s greatest Amiga 
games magazine!

NEW LOOK NEWS PAGES!
New regular columns (don't fret, Oh Dear... fans!), new 
giant previews and more (more! More!) pages!

Your complete buyer’s guide to one of the most popular 
game genres ever -  the vertically scrolling shoot- em-up!

GIANT REVIEWS OF:
Dune/ Virgin
Wizkidl Ocean
Links/ Access (US Gold)
Sensible Soccer/ Renegade 
Ugh!/ Play Byte 
Myth/ System 3
Might & Magic III/ New World (US Gold)
Lure Of The Temptress/ Virgin
Epic/ Ocean -  yes, we really think
we might get a finished version this month!
And more! (These are just the ones we’re planning as the 
issue you're reading goes to press -  things could, of 
course, change a million times over the next four weeks.)

PLUS! 2 DISKS!
We re not telling you exactly what’s on it, but you’ll meet 
at least one caveman, one boy scout, one Xaragonian 
mothership, quite a few coloured blocks (Wow! -  
Reader's voice.) and a zillion, squillion things to kill!

It’s all in the July issue of Amiga 
Power on sale Thursday 25th June. 
Don’t miss it!
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So yo u  w a n t  
to  be a n  a rtis t?
Well if you do then you can't afford not to catch the July issue of Am iga Format replete with 
Spectracolor Jr (worth a stunning £60), the complete HAM paint program from Oxxi Aegis, giving 
you the power to use all of the Amiga's 4,096 colours at once.

We ll also show you the way to be creative, even if you lack the raw talent, and get the results 
you want in art, design and music the easy way... by cheating. But there's more than one way to get 15 
minutes of fame 'cos on our second Coverdisk is a demo of Europress' Easy AMOS, the program that 
gives you the chance to write your very Amiga games. Get a life and get a copy.
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European Champions
100 EUROPEAN TEAMS ★  

DESI6N YOUR OWN CUP TOURNAMENT *  

1 A  2 PLAYER ACTION *  

OVERHEAD KICKS, DIVING HEADERS, E tc . *  

SU C K, FAST, INTELLIGENT PASSING *  

SAVE UP T 0 10 REPLAYS AS HIGHLIGHTS *

*  SECOND DISC FULL OF CROWD SOUNOS

★  EUROPEAN CHAMPIONSHIP COMPETITION

★  AMAZINGLY DETAILED KITS

*  SUBS BENCH WITH MANAGER A PHYSIO

*  TACTICAL ADVICE ON OPPOSITE TEAM

★  NAMED SCORERS

£ C1, Metropolitan Wharf, Wapplng Wall. London E1 9SS ©  1992 Sensible Software. Published by Renegade
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only a good game in its own right, but 
iso has to be seen to be better than Kick 
W Mind you. with Kick OH 3 well under 
ray. maybe the goalposts are in for 
nother bit of shifting soon...

nships in Sweden, where the 
•r one of football's top trophies, 
roduced a veritable Mexican 
enough moneygr^buy two pints 
i this issue. boCJJjGt’s just the tip

Confutinyly, ih« 

S o a lk s  In 
ia r o p t a n  f o o tb a l l  

C ham p  i c im  to  

Have the same 

co lour o f strip  as 

the ou tfie ld  

p U re rs ...

THREE GAMES Of TWO
i t  s | u r n  So. let s take a look at 
H A L V LO how the battle's shaping
up Incredibly convenientlyjhe i 
summer releases dnnde f M l j t  into 
three pairs of similar s ty ie *5 *o  of 
them shape up as games very much in 
the traditional computer game vein, 
two of them borrow heavily from one 
of the more popular console types, 
and two of them look very like the 
current standard in com-op soccer.

Over the next three pages we II 
get a little more in-depth on each one. 
finishing with our wild guess at which 
of the teams competing in this year's 
European Championship each game 
most closely resembles (England and 
Scotland excepted, for reasons of 
office harmony) and hence the odds 
on it proving to be the biggest success 
(courtesy of Ladbrokes). If you're a 
betting man, this could be your 
passport to nches (Or not.)

Ily start, though, time for a 
ess'-typebit European 
'ip from Domark (a 
a Taito com-op) should have 
depth review treatment in 

this bit of last-mmute
programrnmgdeiay put paid to that idea 

What we've seen is a near-complete 
version, missmg a few of the cleverer tnck 
shots, the graphical foils (such as the 
camera zooms you get whenever anything 
interesting happens) and some of the more 
drastic fouls, but more or less intact apart 
from that It's a fast-moving and action- 
packed effort (as you'd expect from 
anything which has to take regular arcade 
money for its living), and it boasts a few

novel ideas too. the most .mmeo-ately 
appeabnodPftw the fa! comedy referee 
who can \w M u p  with the game's super- 
athletic pta^fffs and frequently falls flat on 
tvs face, avowing for somo brutal illegal 
tackling to go unpunished The graphics 
are very like the com-op. alt bright colours 
and exaggerated animation, and the game 
plays pretty smoothly, with lots of scope for 
actually getting the ball m the net (no 
super-talented goalies with a single 
exploitable weakness here) and hence lots 
of top rewarding fun That's about all we 
can tell you at the moment, but this one 
isn't lookmg bad at all. and we're looking 
forward to seeing the finished product m 
plenty of 3 ,u!l review nex1
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THE COM

SENSIBLE SOCCER
R e n e g a d e WORLD CLASS SOCCER

A u d io g e n ic

Sensible S

any of the other current stuff, but frankly 
looks like no competition The feedback

betier. and CTKryone who hated Kick O  
tfwks SensM ^jkKcer is fab.

passmg in S e n s }*  Soccer <s unmatcha

it ilia it* nigrwgnis leaiure. 
u can afore up to 10 replays frorr 
nd t h / i  watch them >n

a i/d e tails of 100 clubs.

wrach lets you play a far more 
il game. In Kick Off you had no 
than to play a simple k»ck-and- 

but m our game you've got the

4 .MULLER

8 .MCLAREN 
I 9  HILL

ink we ve gone for a balance between 
two I mean, for total realism you'd

but at the same time I think our game 
looks and plays more reals!'Caity than ar 
other one we've seen 
if  Sensible Soccer was a  rea/ foofbaffer,
iV ftiC h  o n &  \ \ o u i d  i t
I think I d describe it as a subtle cross

Hoddie and the uncomt

AT THE END 
OF THE DAY

From what we've seen so far. 
Sensible Soccer is perfectly poised 
to walk away with the honours. With 
its outstanding playability and 
realism, th is has to be the Germany 
of the forthcoming batch. It's got the 
biggest hype to live up to of any of 
the games here, but unless 
something goes horribly _  «
wrong, we re looking at a 1% J  
sure-fire cast-iron classic. | | "  /

-A

m m‘ , ft * •* ' w '^  k. • .f  . Li

.••A.,"
game specifically ai 
advantaae of tne fe

ne mat |t 
er format

inai wen as rar as i can see 
joes everything Sensible Soccm w e *  «. 
a lot more
W'baf unique features are you offering?
’ ne mam hook, s going to be tne dua' 

ewpomt. obviously It gives players the 
pst of both worlds, with the prettiness of

?mead perspective Also though we

ScauWe S o cce r -  you've p layed  ihc  d em o , n eed  w e la y  m ore?
/ndty in years to come I don't want to 
ve too much away right now. but I thn

AT THE END 
OF THE DAY

Though not actually due on the pitch 
until the end of August. I reckon 
World Class Soccer has a feel of 
Holland about it. Slick, elegant, total 
football is what's promised 
here and the chances of it A  <  
coming up with the goods I
have to be highly rated. U

A
M
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A
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LIVERPOOLTHE 
COMPUTER GAME
Grandslam
We haven't heard from Grandslam for a 
long t>me. but they're back (back' BACK') 
with a vengeance, or rather with a football 
game i-censed from arguably the best 
team of the last decade This is actually 
the second Liverpool licence, but we H 
draw a d«screet veil over the first one. and

can property do an overhead bicycle-kick 
volley, too. We've basically tried to take a 
new and original approach to the idea of a 
computer football game, what with the new 
viewpoint and new features 
Have you tned to concentrate on the 
Simulation aspect or were you more 
interested m simply a good game?
We've gone for the simulation side. I 
suppose This *  a more realistic game, 
with more plays and more scope for 
authentic tactics than the rest It's got 
proper league FA Cup and European Cup 
tournaments in there too -  with the new 
super-league' European Cup structure for 
complete authenticity. At the same tme

Formation Soccer's display and. at the 
moment, looks eerily similar in style to 
Stoker. But -  hey' -  that's im p o ^ v  
handy for the purposes o' th s w j  so 
we’ve got no complaints at all Neddered 
what Grandsiam s stalwart full-back Paul 
Chamberlain thought of the notion that 
whatever the manager did, it was all down 
to the eleven sprites on the pitch in the 
final analysis...
What do you see / J T ’V '  mam 
competition? L w )
Obviously SensMe'Soccer because it’s 
realty set itself up as the target to hit. but 
we re also looking to produce something 
better than Kick Off 2. because we want to 
improve on the best game currently on the 
market Stnker is a direct contender, too 
What unique features are you offenng? 
What we've concentrated on -  uniquely. I 
think -  is tne set-piece aspect of the game 
OthpHS>ga footban products have largely 
ig r M M *  potential of free kicks, comers 
anoStron. but we've realty tned to make 
the most of these bits of the game Also, 
we've finely tuned the heading side of 
things, with the result that tne heading in 
our ganm ^rnore accurate and true-to-iife 
than arM m  we've seen before We think 
this is tnaJiKt game of the type where you

something as fluid as Kick Off. but wj)tafl

tacked, i ike controllability j  
//Liverpool The Computer Gar-e was a

Wen. it'd have to be a V w eLu* player 
and I’d go for Sieve McMriaman -  he's 
young, fresh, exciting an<* inspirational.

PLMItX KOn « t »  •

AT THE END 
OF THE DAY

Unproven but promising, the best 
analogy for Liverpool in  th is context 
is probably the Championship hosts. 
Sweden. There's certainly plenty of 
speed on show here, but it remains 
to be seen if it can translate H  1  
into a controllable and / ■  I
playable game. »

rj£y  es (To keep

would it be' 
Gary Lmeki 
him is right
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EUROPEAN 
CHAMPIONSHIP 92
Elite
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EUROPEAN SUPER SOCCER 5-
Flair

This is the dark horse in the race Creative 
Edge is a new development team, and 
Euro Soccer(the probable I ' F r i ' . j in *  
is actually under discussion i the 
moment) «s their first entry m i  the Am>ga 
market. With Flair just confer ed as 
publisher, the game is well u der way. and 
it looks very similar to Europ an 
Championship 92. with the s. me 
sideways-on forced-perspect ie viewpoint 
I discussed the ments of the atennacio 
system of software releasing vith Creative 
Edge's formidable sweeper a id captain. 
Dave Wightman...
What Oo you see as your ma i 
competition?
On the strength of hype alon< Sensible 
Soccer is the one to beat, bu there's also 
obvious competition from Ew >pean 
Championship 92 which is th same kind 
of thing as our t t o G a m e ^  -wise 
though, were not won apab; jt anyone 
What unique featuresJue yot ottenng? 
We've gone to tow n/n  prese taton with 
our game, in a w a#ha l I don think s 
been done before#There're 4 0 frames of 
animation on the laye rs  a'or • (done by 
Chris Hifl of PD A t Potato He d demo 
fame), and lots oflittle cameo when 
anything happenslSpeech sa nples are 
heavify used, with Afferent ar I authentic 
commentators depndm g on hich team 
you're playing, and tiVteams hemsefves 
have different characteSst-cs lodeiled on 
their real-life counterpartsSWi ve got full­
screen penalty shoot-outs, afc weather 
conditions which affect the pU r too.
Have you tried to concentrate >n the 
simulation aspect or were yot note 
interested in simply a good gc ne?

This is a pure arcade-type product We 
haven't spent months and months getti 

" the "g f't , '1w  cw u
make the game faster and smoother by 
say. domg away with offside, then that': 
what we did We've got some classic 
arcade brutality in there too -  as well a: 
the usual sliding tackles, our game lets 
you barge and shoulder charge the 
opposing players, to the degree that if i  
player takes enough punishment he'U 
actually die' The crucial thing here is th, 
the game is playable and enjoyable - 1 
didn't like Kick Off 2 at all and I'm mucf 
more mto things wif"1. ! !. ; j  i1,1,'.1 
and decent presen it ion That sad. we 
have based the str cture of the game o 
tho real European :hampionships 
H Euro Soccer wat a real footballer wh 
one would it be?
He's nippy, he's 
loves him -  it cot

teky. and everybody 
only be Gordon

Strachan really, colldn't ip

AT THE END 
OF THE DAY

Euro Soccer Is the real unknown 
quantity here, which is something it 
has in common with the team of the 
CIS (formerly the USSR). Previously 
a real force to be reckoned with, the 
newly-divided CIS side has yet to be 
really tested in combat, as it were, 
but like them. Euro Soccer looks like 
it could potentially come 
out of nowhere with the T  1
goods. At the moment, we I — I 
just don't know. ■

7t  J  J  : ! • ]

S*07 PCftVCP ^

Om  o f the bis^cfc  coin o p t  in recen t m em ory, but con the A m i* *  handle it?

■ x i. as Elite (remember 
return to the Amiga fray 
version Bui I don't 
>p called European 
I hear you all wail m 

that's because Elite's 
conversion of Tec mo's 
»r arcade title World Cup 
have decided that

gong out with a name like that wouldn't be 
the smartest decision, so a few quick 
tneaks. a new moniker and hey presto, the 
perfect event licence. Well, maybe I 
suggested to Elite’s veteran goalkeeper 
Steve Wilcox that although football was a 
man’s  game, this tackle on the competition 
-■•ght be a bit on the £»e^de.. 
iVfwf do you see as Cc!&\a>n

To be honest. I don't think we re really 
competing with anything with this title 
Rather than just coming up with another 
‘ootbal game in what's a very busy 
•narket. with everyone making impressive 
out -  as yet -  unsubstantiated claims 
about their game, this is hopefully a 
product where buyers will know what 
They're getting in advance -  a 
con-op conversion
IVhaf unique features are you ottenng? 
Again, we re not realty saying anything 
about European Championship that people 
don t already know The com-op was the 

successful arcade football game for 
,«ars -  it shipped 12.000 PCBs m Europe

and around 0.000 pirate versions 
appeared too, compared with an average 
of about 2.000 for a com-op in Europe 
these days -  and we think it pretty much 
speaks for itself What we hope lo come 
up with is as faithful a copy of that com-op 
as possible. a jA d  we can do that I th.nk 
we ll have a on our hands We're
still two or th rW w e ks  of tweaking short 
of a finished Amiga version, but the PC 
version looks very good indeed.
If European Championship 92 was a real 
footballer, which one would it be?
Well, it's pretty nimble and pretty skillful, 
so I'd say it had to be Gary Lineker 
And when's it coming out?
It should be available around the end 
of May.

AT THE END 
OF THE DAY

Talented, solid, but terminally 
unglamorous is the eternal 
perception of the troubled 
Yugoslavian team, and that could 
well be the same fate that befalls 
European Championship 92. As a 
coin-op conversion a certain level of 
success is pretty much guaranteed, 
but it's  unlikely to  really seize the 
imagination of the critics or A  4  
the real plaudits that only H .  I  
come with original games. U

Hi Quality Version Available on AMIGALAND.COM



HE COJVI

'he crowd are on the pitch, they think i 's ...LD h s h u t  u p  - E d.)
&

“ But wait", I hear you all cry, "th s is atrtfery well for arcade 
junkies, but what about all of us out here who hanker after the 
more intelligent side of the foott all game -  the management sim.

-------------------------------------------- irSTJBBTTbges since a decent foe ty management game came out,
you'd thi ik someone w^tdd hav had the foresight to release one 
to coinci e with the EaJJjihami lonship.”

Ah, t it they have. Not one, i ot two, but three software 
houses t we done just that. US iold's The Manager is reviewed 
this mon 1, but let's see what w< ve still got to look forward to in 
the heart attack-inducing sidelin » stakes...

Leeds C lu b  R e c o r d s

o o i in )  from  «*«nr p o r t  -  m athem atic ian* w ill l o t *  C h .m p io n th ip  M s n + f t r

imark have enlisted the help d fS fc t 
ted Amiga games experts asV^Jpre 

and dodgy ticker' Souness 
manager), Ron Jewellery and 

—  * • ' nson and Steve No particularly 
ures' Coppefl (Crystal 
i plug Championship 

_ the  most realistic football game 
er*. Old Graeme even goes so far as to 
y ~lt’s more fun than me -ea m ing\ 
nough that could be interpreted m a 
imber ot ways at the moment.

The game has been seven years tn 
rvelopment. and boasts a formidable 
ray of statistical into. Up to four people 
in play simultaneously, contro&ng 
aracters from a selection of 650 
aches, managers, physios, trainers and 
outs, and 2500 players (with complete 
ireer histones and individual 
laractenstics. of course) from 80 league, 
m league and European dubs

Domark's Alyson Stroud was pretty

GRAHAM & YLO R'S SOCCER 
CHALLENGE

whe 11 spoke to her about tbie*^ 
i ^ / C h a n  vonship Manager has 
everythingj w could ever need in 
football gan e -  it's been designed and 
written by s me complete football fanatics 
with total re lism the only consideration * 

There no denying thai. from what 
we’ve seen >f i t  this is far and away the 
most detail 1 footy management sim 
Amioa oam irs have ever been offered 
The only M e n t al fly in the ointment is the 
lack of g ^ ^ a l  match highlights. For 
many peo^e myself included, as it 
happens) these are the pay off of footy 
management games, the reward for all 
that ploughing through screen after screen 
of statistics and strategic information. The 
number-crunching perfectionist approach 
is a bit of a gamble on Domark's part. How 
well it pays off. only the charts wiH tell 

Championship Manager should be 
released as you read this, at a pr.ee 
of £24 99,

But wait! Could it be -  surety not? -  that 
there's a game nu j^V a lis tic  than 
Championship / . j t fw p i'? Knsa'is seem to 
think so. I spoke toRob Hill, programmer 
of Graham Taylor s Soccer Challenge 

"This ts the only football management 
game that's realistic down to the last 
detail We took the Football League 
rulebook and implemented every single 
rule that we possibly could We've got 
correct, up-to-date leagues with the correct 
numbers of teams in. aH with fun and 
copem quads including even the most 
rera ifrxnsfe rs All the English leagues 
arethtfuded, including the new Premier 
League and the Vauxhall Conference, and 
although you can't actually manage any 
Scottish or European teams, they're still in 
there sa*yeu can buy players from them 
We re Htfcaally proud of the transfer 
systemSetcaliy It's got all the proper 
league rules about transfer deadlines and 
so on. realistically-calculated transfer fees, 
and even a geographically - sensitive loan 
system We've taken no artistic licence

with this game at all -  it's pure, t o ta L /^  
realism We're not worried abou^r 
Championship Manager at a tlyw 're  more 
realistic than them '  /

Blimey. Strong w o rd s /ere from Rob 
but since at the t»me of w r/ng  we've seen 
absolutely nothing of the lam e at all. we re 
just going to have to takahis word for it for 
now Where Graham fa v o rs  Soccer 
Challenge definitely scorts over 
Championship Manager \  in the graphic 
reward department -  the ® m e features a 
fun match display sectionfV e re  you can 
choose yw e ich  (in Kick Ofnookalike 
overheadsM  style) your teamiematch. o» 
indeeda h f^h e r  match that's t t t to p ia c e  
at any time

Could we finally have a football ^  
management game on our hands that's as 
much fun as Football Manager, as well as 
being an accurate simulation of one ot the 
most stressful jobs in the world? Only time 
will tett. but by the time you read this you 
should have the opportunity to find out 
for yourself.

m *
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NAVIGATOR
Konix £15.99
Let's make a joystick that looks Uke a gun 
from Captam Scarlet. Right, and let's give 
it a tmy central stick and a trigger hre 
button. And let's make sure that after a few 
hours play it bites into the top of your 
thumb. It's easy to mock the Navigator, but 
the fact remains that quite a few people l 
spoke to swear by it -  it's certainly more 
usable for more people than it s traditional 
rival the Speedkmg, though, in my view, 
the recent Bug makes them both look 
pretty sad. In the interests of balance, I'm 
going to resort to that classic reviewers 
phrase If you like this sort of thing then 
this is the sort ol thing you’ll like . though, 
to be honest. I hated every minute with it

A game is only as good as the stick that it’s played with 
Tim Smith goes in search of the ultimate handheld thrill.

A  joystick is a joystick is a joystick -  nof! If you've just
forked out £20 for a piece of hi-tech plastic and metal in 
order to get every last second of value from a game 

(which you more than likely also paid at least £20 for) then you're 
going to want to make sure you get the right one. There are few 
things more irritating in a game player’s life than being stuck with 
a weak, unresponsiveover responsive, under-functioned joystick 
-  especially when you could have paid similar money for 
something twice as good.

In the interests of encouraging wise purchasing practises, 
then, we now present 1992’s first real joystick review, featuring all 
the main playing peripherals the hardware manufacturers were 
brave enough to offer for test -  others were invited to take part, 
but for whatever reasons failed to supply us with review samples.

The sticks are rated on responsiveness, strength and how 
long they look like they are going to last. They are not rated on 
how they look -  we ll let you be the judge of that.

Durability (presumed) 
Ease of use:
Sore hands factor:
Overall

SIGMA-RAY
Euromax £13.49
Big and Wue with lots of buttons -  this 
looks like >t should really live m the cockpit 
of a (cheapskate) F-16. Certainty, if you 
want an impressive piece of late 60s so-fi 
art deco on your desk then this is the one 
for you It looks so tackity great that you 
just have to own it (There’s our promise 
not to rate things on looks out of the 
window...) luckily. it plays very weii too.

There are fire buttons everywhere. • 
from two on the base to a tmy. one shot 
button to the left of the suck-head one The 
Sigma-ray feels as sobd as a rock too. 
while the autofire button is ideally placed 
(even if it is too small for the anyone over 
the age of 8 years) Not great for piattorm 
games or sports s»ms. but for flight sims 
and shoot- em ups it's wonderful

Cheetah £9.99
A slightly unusual design, this one. with the 
base being a bit more intelligently 
designed than most sticks -  it's narrower 
and thinner at the fire-button end making it 
more comfortable to hold. It's mam selling 
pomts are the four independently 
programmable buttons and the bizarre 
rotational facility (useful, for example, 
when you want separate directions of firing 
and movement at the same time), but. as 
software support for these advanced 
features is practically non-existent, what 
you're left with is a reasonable, solid but 
unremarkable stick. It's a bit big and 
dumsy for Kick O il 2. but the autohre 
works and it doesn't make your hand hurt

Durability (presumed) 
Ease of use:
Sore hands factor: 
Overall:

Durability (presumed): 
Ease of use:

Overall

durability and ease of use. adtfbem  together JBVe away (negative) stars tor how much they hurt your hands and voteHere's how we worn out the final scores: we av
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Euromax £13.99

4

I—l irs got Rapid lire, rather than Autolire 
(there's a silly baseball hat lor anyone who 
can tell the ditterence). but irs as still as 
hell -  that's the Protessional 9000 (Why do 
people insists on putting utterly 
meaningless numbers into computer- 
related equipment ? I'm pretty sure that it is 
not version number 9000...) Still, it looks 
like it will last lorever -  and it needs to m 
order to get nd ol the incredible stillness in 
the mam stick -  though dunng play it ckcks 
like a room full ol angry cicadas. Good lor 
playing oldies like Ghouls n Ghosts that 
require accurate lire and jump options

Durability (presumed): * * * * *
Ease of use: * * *
Sore hands factor: * *
Overall: 5*3-2  » 6

MACH 1
MICROSWITCH
JOYSTICK
Cheetah £12.99
Well, this gets the prue lor the longest 
name. It's simple in styling and with lour 
easily access*!e fire buttons, with the 
autolire behind the shall to the left and 
easily access*le. Unhappily, though, the 
whole affair has a flimsy feel - 1 can't really 
say I think itll last lor too long -  which is 
obviously one ol the tradeoffs you get lor 
this low price. It's doesn't seem certain il 
it's a llightstick or a straight joystick- doing 
both jobs averagely well -  and looks and 
leels more l*e  a good pressie buy than 
one you'd want to spend your own money 
on. It left me indifferent really.

Suncom £27.99
This is one of those aircraft looking 
thingies that comes straight out ol the 
States. And it's analog too -  a strange 
addition to the Amiga's digitial armoury. 
Although the Analog Plus comes with a 
box stating that it is only compatible with 
the IBM PC and Apple II (the Apple II still 
exists?) it now comes with an Amiga 
adaptor too. The flightstick feel is 
comfortable, and the curly cable enables 
you to stand up and wander about for a 
while getting to gnps with games l*e  
Harlequin. It has lour fire buttons, autofire 
with fire-rate selector, and a solid led. II 
you can cope with the idea ol using an 
analog stick (and that adaptor) then this 
could prove an excelled investment

Another aircraft-style stick with four fire 
buttons and autofire Vet again the 
rmcroswitchmg dicks -  this time with more 
sound than a platoon of SS men's boot- 
beds on meeting the Fuhrer -  but if you 
like the impression ol a fbghtdeck when 
playing F-15 then at least ifll look right 
The jomt on the plastic moulding lor the 
stick-shaft looks about as wide as it can go 
without actually splitting the device m two. 
and, in general, the workmanship leaves a 
great deal to be desired The autofire 
button is inaccessible, being directly in 
front ol the shaft, too. A bit of a dog really

Durability (presumed) 
Ease ol use:
Sore hands (actor: 
Overall: Durability (presumed): 

Ease ol use:
Sore hands factor:
Overall 4*4-1 ■ 7

Hi Quality Version Available on AMIGALAND.COM



A
 Y

A 
IG

A
 

P
O

W
E

R
 

J
U

N
E

 
1

9
9

2
BUYER'S GUIDE J O V S T I  C K S

of pushing ii in and out), making it a bit 
uncomfortable for driving games (And 
useless for platformers.)

ZOOMER
Euromax £59.95
A giant-size yoke stick to compete with the 
Turbo Fighter, but with one significant fault 
-  the Zoomer doesn't come with a damp! 
This means you have to rely on the 
suckers to keep ii fixed to the desk while 
you wrench the controls around trying to 
avoid MiGs in F■ 15 Stnke Eagle / / - wh*ch 
is. predetabiy enough, a dead loss. That 
aside, it s sexier toolung and seems better 
made than the Cheetah job. but you have 
to rock it backwards and forwards (instead

Durability (presumed): 
Ease of use:
Sore hands factor: 
Overall:

Bondwell £24.95
Mmm. yes. Things are getting weird here. 
This is not exactly a joystick it is a joystick 
add-on. if you can imagine that. What 
happens is the joystick connects to the 
Amiga via a through-connector, with the 
footpedal attaching straight into the

joystick port It comes with three big 
pedals that can take over control from the 
joystick fire buttons. While this is pointless 
in platformers or straight shoot-'em-ups. m 
games like Indy 500 or F-15 Stnke Eagle it 
is a real boon, as many of the keyboard 
commands can also be swapped. A 
dnving game of any complexity takes on a 
whole new complexion when you can 
actually change gear, or use the gas pedal

with your feet while concentrating on 
steenng with the joystick. However, you do 
have to be manically into gamesplaying (or 
have a very generous auntie come 
birthday time) to buy one.

Durability (presumed): *  *  *  ★
Ease of use:
Sore hands factor: *
v w « « . A ‘  A~ ' “  7

/

W
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MEGASTAR
Kempston £26.99
You have to be kidding me here! This 
transparent plastic, bnght orange affair is 
just awful Too big. too wide, too stiff and 
too dicky. Never has it been so obvious 
that a stick has microswiiches -  you can 
tell by the way they scream at you every 
time you try to force the stick into position. 
The three enormous fire buttons are 
positioned almost completely m the wrong 
place too -  right up front so that you have 
to lean into them to play What else can I 
say? This is all (vile) looks and no 
playabilty In a word, avoid.

Durability (presumed): ★  *  *
Ease of use: *  *
Sore hands factor: ★  ★  *
Overall: 3+2-3 *  2

TURBO
FIGHTER
Cheetah £49.99
To be honest, this isn't the kind of thing 
that was really ever intended for use with 
the Amiga Mainly designed as an 
analogue yoke for PC flight sims. the 
Turbo Fighter does, however, function as 
an ordinary digital controller. Turning the 
yoke from side to side performs the usual 
left-right functions, but for up and down 
you have to push the handles in or out. 
This unfortunately (because the suckers

are as useless as ever) necessitates 
clamping it to a desk (clamp provided), but 
if you can find the required (vast) amount 
of space, and have the kind of desk you 
can damp it to. then it's actually quite a 
cute way to play Lotus 2. Btg Run or 
whatever (and more fun for Kick Off 2  than 
you might imagine). I can't recommend 
using it for Harlequin, though...

ULTIMATE
Euromax £29.99
At last -  some hot autofire action! This 
model doesn't have throttle control (good 
for flight sims) and you writ need a large 
desk space -  or some pretty Robbie 
Coltrane-size thghs -  to accomodate it. 
but aside from that it has plenty of appeal Durability (presumed): 
It even has fire buttons that can be set up Ease of use: 
for the left or right-handed. This, when you Sore hands factor: 
think about it. comes in very handy when Overall:

making banked turns or flipping positions 
in a platform game. Frankly I liked it. for all 
its high(ish) price and OTT looks. It has to 
be said, though, that if you like holding a 
stick in your lap you might be better oft 
looking elsewhere.

Cheetah £9.99
You have to be wary of a joystick that 
comes with the word fragile' written on the 
box (we think it's a |Oke) What we have 
here *  not really a joystick, it's more like a 
motion pad with three fire buttons at the 
front. You put your hand on the back of it 
and press your palm in the direction you 
want your chosen sprite to go Well, that's 
the theory, at least. I found it nearly 
unusable, but a jolly good laugh to look at. 
(In fact while playing The Godfather. I had 
this incredible urge to take the tortoise and 
drop it m the bath.) A fairly funny joke, but 
mars about it really. *

4+4-1 ■ 7

Durability (presumed): 
Ease of use:
Sore hands factor: 
Overall:
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1 25 +
Cheetah £9.99
Holy Mother 01 Divine Providence, it's 
another old lavounte. The 125* used to be 
one of my personal favourites m the days 
before I discovered the Gravis (very 
expensive American joystick -  well worth 
checking out). It has all the problems of 

'  the other Cheetahs -  poor moudbng. 
spongy feel and autofire at the front of the 
shaft -  but it is small enough to fit 
comfortably in the hand, and cheap. It isn't 
too large (unlike many ftightsticks) and the 
lack of loud clicking means you can 
concentrate on what you're doing Not 
at aH bad. though I feel its time has 
passed somewhat

Durability (presumed): *  *  ★  ★
Ease of use. ★ ★ ★
Sore hands factor: *
Overall: 4+3-1 -  6

CRUISER
Powerplay £10.99
Ah. one of the classics. It's b*g. it comes m 
many colours, it has two fire buttons and. 
joy upon joy. the stick itself has a 
mechanism at its base that enables you to 
alter the stiffness. This last one is an 
absolute godsend and should be built into 
every joystick produced from now on in.

Now that the praise has been 
heaped, it's time for a little bit of vitnol. The 
Cruiser ts too bght Forget the pretty 
colours -  this thing slides off your leg or 
desk, and almost floats out of your hand In 
the heat of action. When playing the cutesy 
Titus the Fox -  a game requiring some 
pretty slick timing - 1 found myself regularly 
dropping the damned thing' How very silly.

SPEEDKING
Konix £10.99
An old stager now. Konix's Speedking has 
been around for years, carving itself a little 
niche of popularity with many users. It's a 
funny one lo gel to grips with. but. once 
you've got used lo the hand-shaped gnp. 
it's a snappy, precise and responsive stick 
Unfortunately, the firing mechanism 
requires some strenuous effort from your 
forefinger, and the ergonomic positioning 
of the fire button means that after 10 
minutes on any decent shoot-'em-up the 
little bit between your finger and thumb will 
be aching like crazy (the odd shape means 
you canl easily swap hands). Still not bad, 
but the appearance of The Bug has 
convincingly trumped it as the handheld 
champion.

Durability (presumed): * * * *
Ease of use: *  *  *
Sore hands factor: * * *
Overall: 4+3-3 = 4

THE BUG
A firm favounte in the AMIGA POWER 
office. Although this tiny little black, two 
button jobbie doesn't look like it will last for 
more than six months of intense gameplay. 
it has many good points lo make up for it. 
It's easy on the hand -  with both buttons 
(the wee bug's eyes) in easy reach of fore 
and index fingers -  though if you have big 
hands, the diminutive size of The Bug 
could cause you some major problems 
However, for the more average among us. 
it makes a pleasant, comfortable fit. (In fact 
after a lew games of the joystick-intensive 
Kick Oft II. I almost forgot that I had The 
Bug in my hand.) It is posstte lor the fire 
buttons to stick, but other than that, an 
excellent, comfort able stick. A special 
mention also for the autofire loo -  probably 
the most effective and reliable of any of the 
joysticks reviewed

Durability (presumed): 
\  Ease of use:

Sore hands factor: 
Overall:

* * * * *
*

J oysticks are really a 
must for nearly all the 
fast-action shoot-’em- 
ups and platform games that 
litter the market. That being the 

case, surely the games creators 
have tried nearly all of them, 
and will have a few tips on 
which they think are best? And 
maybe they wouldn’t mind 
sharing this info with us? Let's 
go and see, shall we?

DMA DESIGN JEFF MINTED
The lads from DMA were rather busy Jeff was thoroughly engrossed in yet more
when I phoned (working on Lemmings II ■ left-field development for the legendary 
the next stage in their global domination) Llamasoft label when I phoned Still, he 
However, a pleasant chap called Simon- was prepared to lei a few pearls of wisdom 
the-product manager earned out a quick drop in front of this journalistic swine. Ho 
m o f  lice poll and came up with the had two laves:
following comments from the DMA crew Normally I use a Competition Pro for bog- 

Competition Pro « 5 votes standard shoot em-ups. but recently I *  
Kempston Pro -  2 voles have become addicted lo the Konix

And the also rans were: Navigator this is definitely the Llamatron
•What's a joystick?' ( ly p te j favourite The ones I hate are those 
•The one from the Defender nornbk* flimsy pilot gnp joysticks that 
machine m the office" (3 votes) snap off after a short while I can put up 
'The joystick on the real F-16 with a multitude of sms from a stick, but it 
fighter plane" (1 vote) has to last *

PETER
MOLYNEUX
Now here s a man with a fine line m either 
windmg up computer hacks or genuinely 
seeing a s*de of the computer world 
unavailable to the rest of us.
'I  don l own my favour.te joystick, but I 
saw one in a computer shop in Japan 
that's a combination joystick and wbrator' 
That would probably leave even Dommik 
Diamond speechiess*1n actual fact I use a 
Competition Pro like thing from Suzo A 
good stick must be rmcroswilched as well 
as having a speed up and slow down 
option The Intruder 5 is my least lavounte 
-  it should be on a llghtdeck.’

Hi Quality Version Available on AMIGALAND.COM



EXTERMINATOR
Cheetah £6.99
A oudget stick with something ot the look 
aoc fee! of tne dass*C Atari console job 
from years ago. this is a no-nonsense effort ^  
which will be no use whatsoever to left- 
hangers on account of hawng only one 
oase-mounted fire button (as wen as one 
on top of the shaft).

A tail, thin stick with tots of travel 
| (youH enjoy playing a stick-wagglmg sports 

game with this one -  not'i. no autofire, a 
hard square base that makes your left hand 
ache after five minutes, useless suckers 
that don't come off (more hand d scomfort) 
and a squidgy, imprecise feel makes it one 
wen worth avoiding. You don't have to 
spend much more money than th.$ to come t  • 

'■WTCMSt*?** home with something a tot more pleasant 
to use.

Durability (presumed). 
Ease of use:
Sore hands factor: 
Overall:

II
* * * *
3 * 2 -4 .1

n

Quickjoy £13.99
Redeemed' I don't normally like their sticks, 
but QuickJoy has come through with this 
one. The SuperStar. although gimmicky 
with is transparency, has most things 
(again no throttle control) I could want from 
a joystick, and it even feeto good m my little 
hands. The suction cups on the bottom of 
the stick don’t work, but that isn’t surprising 
-  none of the sticks reviewed here (or ever 
m the history of the world and space) have 
suction cups that work However, the two 
fire buttons are well placed on a diagonal 
slant at the front of the base. The autofire 
slider could have been better placed but it’s 
not unworkable. The stick itself is a metal 
Shaft with a good-sized plastic ball on top 
for a good grip. Nice one.

Durability (presumed): 
Ease of use:
Sore hands factor: 
Overall

* * * *

*
4 .4 -1 W

II

COMPETITION 
PRO EXTRA
Kempston £17.95
Ah. well, yes. This stick will last and last 
Which is a shame, because after using it 
for a few hours (back to Kick Off I’m afraid), 
my wrist had expanded to the size of 
Popeye s forearm. This thing is stiffer than 
a very, very stiff thing The buttons are 
unresponsive too. and the spongy feel that 
underlies the stiffness comes as no 
surprise. That said a number of other 
players went up the metaphorical wall 
when I sad that I hated it -  they love it! For 
me. though, old fashioned and likely to 
cause wrist problems.

Durability (presumed): *  *  *  *  *
Ease of use: * ★ *
Sore hands factor: *  *  *  *
Overall: 5 .3 -4  -  4

Euromax £24.95
Th«s one takes some getting use to and no 
mistake, ft comes with an the classic 
problems of joysticks over the years; it has 
a spongy feel that belies the constant dicks 
that emulate from its swnches. However, 
it's true this sponginess appeals to many 
people who like to spend hours with 
platform games that require a slightly less 
fluid feel. In terms of durability, the Arcade 
has a flimsy feel, with a mam stick that felt 
like it could snap off on a quick turn, and 
it's not particularly cheap. All-in all. a very 
average buy.

Durability (presumed): *  *  *
Ease of use: * * * *
Sore hands factor: *  *
Overall: 3+4-2 -  5

ARCHER
McCLEAN
Archer McCtean is still rather pleased with 
the success Of Jim m y While's Whirlwind 
Snooker, which is. of course, played with a 
mouse. Does that mean he doesn't have 
much t me tor joyst cks then’  Indeed:
To be honest I might write a few games 

out i rarei* play them, so I rarefy use 
st cks The one I can remember is a 
classic Atari one. Very blocky with good 
tactile feedback and actual clicks to show 
you that you've made the moves. I’ve 
never been one for huge knobbly ones 
that took like you need to use batteries."

THE BITMAP 
BROTHERS
The Bros were fighting to get to the phone 
when I called -  probably to call the 
pizzaman -  but Enc Matthews got there 
first Most of the Bitmap $ offerings require 
a fair amount of joystick prowess, so Eric's 
opinion was always going to be important. 
He told me: ‘The one we use the most 
comes via Euromax. I think, and I think it's 
called the Suzu Arcade. Nice acton, nice 
and simple The ones I hate on the other 
hand, are those that are like aircraft 
jobbies. There s that dear one with all the 
orange buttons and stuff. I hate that one.”

CONTACT
NUMBERS
Euromax: 0262 601006 
Suncom: 0453753505 
Cheetah: 0222 867777 
Quickjoy: 081 365 1993 
Kempston: 0234 843355 
Powerplay 0457 876601

CONCLUSIONS

irs  true that you pays yer money and you 
takes yer choice -  we wouldn't 
recommend anybody buy a stick without 
trying it out themselves first -  but if you 
want our choice:
Best under £10: Cheetah 125+
Best hand held: Cheetah Bug 
Money no object: Euromax Ultimate 
Also worth checking out: the Advanced 
Gravis range (not reviewed). There are 
Amiga versions of these excellent (but 
very expensive) American sticks available 
if you shop around a bit. ©
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THE D IA R Y  O F
Yes, yes, we know you've all 
been absolutely desperate to 
find out what's been happening 
to Mega lo Mania II in the last 
two months (what with the new 
Top 100 and all we didn't have 
room for Diary Of A Game last 
time), but wait no longer -  this 
month, programmer David 
'Ubik' Korn gets completely 
bored with writing graphics and 
landscaping routines and -  
yikes! -  gets down to the fine 
and delicate art of actually 
programming the game itself...

The Sensib le!: s t i l l  a  Jolly bunch o f chops.

W hat's that’  You say you don't 
know what the heck we re on 
about’  Well, it couldnt be 

Simpler, really. Every month this year 
we're handing a couple of pages over to a 
top programming dude from top gang of 
programming dudes Sensible Software 
(David unusual nickname' Korn, to be 
precise), and letting him take you. the 
reader, gently by the hand through the 
incredible amount of dnnki- er. really hard 
work involved in programming a top Amiga 
game from start to finish.

The game in question is Mega lo 
Mania II, sequel to last year's fabulous 90 
percent-rated fun strategy wargame (for 
want of a better description), and m 
previous months David s taken us through 
the construction of the game's landscape 
creation system and some of the more

O basic graphical details Now, though, we 
begin to get down to the real nitty gritty 
And with that, it's over to you. Dave #

And now, after a short delay, AMIGA POWER, in association 
with Sensible Software, brings you the latest hot-off-the- 
grapevine news on the game they're all calling ‘not finished’.

MEGA LO MANIA II -  WHAT HAPPENED IN FEBRUARY
Monday 3rd -  Friday 7th February

Well. I couldn't put it off any longer Having 
toyed with triangles and grabbed at sprites 
to my heart's content, its finally time to 
start putting the actual game into the 
game, and about time too.

As the new version is very similar m 
concept to the original Mega lo Mama, and 
as people have generally said nice things 
about the menus'n'icons control system 
we had there. I'm keeping to pretty much 
the same format. A sensible way to begin 
(and this is Sensible Software after all) is 
by implementing large chunks of the 
original game in my system, so I begin the 
week by rearing through Chns Chapman's 
assembly code for the original -  and rarely 
have I seen such a tangled web of 
mystery, intrigue and hexadecimal!

Read-ng through someone e<ses 
code (and actually managing to 
understand it) is a fairly difficult business; 
they structure it in different ways to your 
own. and it can be difficult to tell which 
parts of their program have responsibility 
for what jobs, and which areas of their 
data contam what information. Fortunatety 
for me. Chns is just across the room, and I 
can therefore continually interrupt his 
work to ask him what's going on in his 
code. Slowly but surely it begins to 
make sense.

Next. I copy a few selected bits of his 
code mto my program First off is the data 
that represents the different levels and 
sectors m the game -  that's most 
important, because it gives my code 
something to play with so that I can ted rf 
it's working I'll design my own levels for 
the actual game, of course, but I don't 
really want to spend lots of time doing 
that until it's a b t clearer how im all 
turn out

Monday 10th -  Friday 14th 
How do you begin a game’  At the 
beginning, of course! And at the beginning 
of fAega lo Mama is the front end menu, 
where you choose the game options and 
select which island to play from the epoch 
In order to do this. I basically have to get 
the entire menu system working, and 
that's no small undertaking.

So how do you write the code for 
something complex like a menu system’  
Elementary, my dear teapot -  you just use 
a data structure. What cfyou say’  A 
what?' Alright then. I'll explain.

Think amount the menus in Mega lo 
Mama. The mam elements they're made 
up of are icons (and I'm including graphics 
such as the little arrows in that), numbers 
and text strings Some of them do things 
when you dick them on. others are just
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there for decoration and to make the 
display dearer Some of them are only 
there some of the time too -  for example, 
the lightbulb disappears when there's 
nothing left to invent.

And there's more. When you dick on 
them, some of them lead to other menus 
altogether; others change from one image 
to another (such as the sound effects 
on'off option); the numbers go up and 
down when you dick on them according to 
which button you use. although some 
(such as the amounts of elements) can't 
be edited in that way And so on.

Given the potentially vast number of 
combinations, it would require a 
horrendously complicated piece of code to 
draw them all. update them when they 
changed, and decide what to do each time 
the mouse button gets pressed And when

1. The fro n t-end  m enu, as in the first r t e ja  lo  M an ia , choosing an island to  p lay. «. 
Choosing the num ber o f m en and  p lacing your starting sector. J . And here w e a rc  in the 

gam e, w ith a  nice new  b it o f landscape. 4. The equ ally  un p re p ared  m ining m enu. There i  

room  for up to  fo u r e lem ents, w ith th e ir icons going dow n the le ft-hand  s ide. 5 . The raw 

arm y m enu. 6 . A nother new  b it o f landscape, in a new  sector, and  the  factory.
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you think that a separate routine like this 
would be needed for each of the many 
different menus, the complexity and 
potential tor bugs becomes... well, it's the 
sort of thing that makes programmers 
wake up screaming in the night

But wait1 What's that, up there m the 
assembler’  Is it a bug7 Is it a bit-plane7 
No. it's daia-structure to the rescue!

A data structure is a small set of data 
values that stores all the information about 
something important in your program If 
you write your code so that it correctly 
reads the data m a data structure, 
changes and updates it correctly, and 
displays it suitably on the screen, then you 
can be sure that your code will also work 
correctly with any number of them

So how can this wonderful concept 
be applied to my menus? Well. I use one 
data structure for each single item -  icon, 
number, text or whatever -  that appears 
on a menu. The data structure contains all 
the information about that item: its X.Y 
position on the screen, the width and 
height of the area around it in which you 
must click to select it; whether it's a 
number, text or graphic icon; whether it 
should currently be displayed or not: what 
to do when it is selected (choose a new 
menu, or call a subroutine); and so on. 
Each menu is then simply made up of a

list of these data structures, one for each 
item Then it only takes ones mega-menu- 
routine to draw them all (or only the ones 
that have changed since last time), find 
out if the mouse has been clicked on one 
of them, and decide what to do about it.

And that's how I spend the week 
although I'm sure I'll be finding bugs m it 
for a while to come. The point is that now 
I I  only have to fix them once, m my mega­
menu routine, rather than all over the 
place, as would be the case if I'd written a 
separate routine for each menu.

My joy at having written this terrific 
piece of program is somewhat dissipated 
on Thursday when I come across a copy 
of Commodore Power (no relation to this 
magazine) and find that their covertape 
has one of my old C64 games on it -  
Arcade Classics to be precise

As this is the first I know about it -  
and they've even had the cheek to daim 
they own the copyright, and not even 
mention that I wrote ill -  I'm not in a very 
good mood when I phone them up They 
try to lob me off by blaming their duplicator 
tor saymg they could have it. but that 
doesn't excuse them claiming it as their 
own As far as I'm concerned they're as 
bad as the worst kind of pirates -  taking 
someone else's game, mass duplicating il 
and selling it.

Gu«ss who? Yes, it * that D avid  Ubik' Korn a ja m , M t$ a  lo  M a n ia  I I  pro^ram m vr, 

unrepentant o ld  hippy, ow ner o f Just one set o f clothes and now ... p a rt-t im e  journalist!

Unfortunately, there's no way I can 
afford a lawyer to sue them with, and they 
know that, so lo date I've received no 
apology or payment from them. If you're 
reading this. lads. I hope you all die soon 
Pamfulfy. (Commodore Power is no more. 
you'H be pleased to know -  Ed.)

need elements to be built from. I start off 
with mining options from the main menu. 
Its not too difficult, and by the end of the 
week I'm happily chcking on elements, 
setting men to mining them, and watching 
the stockpiles mount up. At last, the game 
is begun What a feeling of satisfaction!

Monday 17th -  Friday 21st Monday 24th -  Friday 29th

I'm feelmg a txt hungover on Monday, 
having been drowning my sorrows aB 
weekend in the pub Still life, and Mega lo 
Mania, must go on. Thanks to my Super- 
Mega menu routine, it takes no time at all 
to get the front end menus working, and I 
launch myself into the game proper Since 
all the weapons need to be invented first, 
and. of course, all inventions m the game

A whole week without Mega lo Mania. 
amazingly enough' John has asked me to 
write a little demo for AMIGA POWER'S 
issue 13's coverdisk -  *H'II only take a 
couple of days.* he says, and so of course 
l agree to do it Surprisingly enough, by 
the end of the week . it's still not finished 
Still, never mmd -  a change is as good as 
a rest. Seeya' next month, dudes •
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GAME 
REVIEWS

C O N T I N U E D
Hello, and welcome to another month 
of strategy, sport and French games...

HOT RUBBER
Publisher: Palace 
Software
Author: M icroids 
Price: £25.99 
Release: Out now

You jo in  u * here i t  S ilvcrstonc, ready  to  

ro ll -  in h n lf-ic rc c n  one p layer m ode.

Hot Rubber, eh’  That sounds a bit saucy, 
wouldn't you say’  It looks a bit racy from

the box. too. what with a lusoous 
leather'n'iace-dad lass straddling a bike 
and the promise that Package includes 
GIRL ON A MOTORBIKE poster'. (It does, 
too. and it's currently gracmg my wall.)

Sadly, the delightful dollybird is 
nowhere to be found m the motorbike 
racing simulation itself Nor are any decent 
noises for that matter -  the bikes are 
about as roary-soundmg as a baby going 
Bbrrr!' through its lips. In fact, when you 
first play Hot Rubber there's not much fun 
to be had. full stop The bike seems to 
slide across the track for no reason and 
it's all too easy to fall off It's nght 
frustrating, I can tell you

Having said that though. I was just 
about to dismiss the game and put it back 
in its box when suddenly, somehow, it all 
came to me in a flash -  the control takes a 
bit of getting used to. but isn't impossible, 
that's for sure.

Hot Rubber's not a real motorbike

racmg simulation, even though it's got 
plenty of options (such as a practice 
mode, straight one or two-player racing, a 
championship, and a selection of four 
bikes and 16 actual courses) that try to tell 
you otherwise It's a pretend one. which is 
occasionally fun and sometimes funny (the 
winner shaking a bottle of bubbly before 
he shoots its contents in yer face is 
particularly tittery). but is really nothing to 
get excited about. You can take it or leave 
it really.
•  GARY PENN

TH E B O T T O M  LINE
A decidedly  average m otorb ike  
rac ing  s im u la tion  w ith  a reasonable 
sensation o f speed, h it-and-m iss 
p layab ility , and d rippy  sound. Super 
Hang-On s  s t ill yo u r best r  A  ;
bet in th is  departm ent -  «
and loads cheaper. UU E

DREAD
NOUGHTS
Publisher: Turcan 
Research System s 
Price: £34.95 
Release: Out now

Me and Captain Birdseye. We're like that 
Which explains why l was so pleased to 
be presented with a game that combines 
my two great passions strategy and naval 
warfare. Moreover. World War I naval 
warfare Ternfic. I thought. No -  honestly 

If you're familiar with AustertiU. 
Waterloo and Peter Turcan's other 
wargames, the 30 graphics and text

H e r, w e've g lv tn  Jonathan a gam e with 

m oving graphics in it. O ops.

parser used by Dreadnoughts will come as 
no surprise. It's by Dr Turcan too. you see 
You're the Admiral of the Fleet, and you 
order ships around by typing in things like 
FULL SPEED. ASSIST THE 
NOTTINGHAM and (straight out of the 
manual, this one) SIGNAL THE TIGER TO 
STATION YOUR SHIP 2 MILES OFF THE 
STARBOARD QUARTER OF THE 
FLAGSHIP. This requires some pretty 
spirited typing at times, but the results are 
generally worth the effort The game's 
workings are sophisticated and perfectly 
balanced, and much more involving than s 
generally the case with these things 

Then, of course, there are the 
graphics As usual they take ages to draw 
(but this tends to go unnoticed m the 
context of the even longer waits while the 
computer does its thinking) And there are 
some good explosions and things

I have to confess to not really having 
gone a bundle on any of Dr Turcan's 
previous games The results simply didn't 
justify all the waiting around as far as I 
was concerned, and I quickly got bored 
with them So I was quite surprised to find 
myself actually enjoying Dreadnoughts 
Enjoying it, mark you. This is largely 
attributable to the game's accessibility. 
Although the manual isn't much cop. 
lacking a step-by-step guide to getting 
started, the game can basically be left to

! D i r  Al:KlvAI FOOTBAII COACH
Publisher:
Composer Software 
(Mail Order)
P rice: £ 1 4 .9 5  
Author: Haydn 
Potter
R elease: Out now

T h is  season the London
M onarchs b lew  it, there ’s  no 
ge tting  around the fact. We all 

have o u r theories w hy -  w hat p lays 
shou ld  have been called, w hen H was 
w ise  to  chance a sneak on fourth  
dow n, when they shou ld  have replaced 
Gelbaugh the quarterback, and so  on.
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I b e fo re  that M id  graphics aren 't everything? W ell, I

Now if  you  (or. indeed. I) had been in 
charge ... etc etc.

W ell, n ow 's  you r chance to  put 
you r m oney w here your m outh  is . Not 
w ith  the real M onarchs, o f course, but 
w ith  C om poser S oftw are 's Am erican 
Footba ll Coach. A u tho r Haydn Potter s 
idea is  to  b ring  som e realism  and 
au then tic ity  to  the  m arketplace -  th is  
is n 't so m uch a riva l to  the graphica l 
gym nastics and anim ated hands-on 
action  o f John Madden Football as a 
com plem ent to  it.

The team s p itch in g  g rid iron  battle 
here are from  the NFL. and calibrated 
to  re flect genuine strengths and 
weaknesses. EA d id n 't have the 
license to  use actual team s so they 
d id n 't -  Am erican Footba ll Coach 
does, and it 's  m y guess tha t sm all­
tim e C om poser Software jus t figu re  on 
ge tting  away w ith  it. Good luck to 
them, though it has to  be sa id  they 
haven't made the m ost o f th e ir gamble. 
Even though the real names have been 
kept to  pro tect the au then tic ity , the 
depth to  w h ich  each character has

been evaluated and ta ilo red  is  lim ited 
to  a m ark ou t o f ten. and then it 's  only 
the p rinc ip le  p layers w ho get an 
ind iv idua l eva luation. Madden 
offe red  more.

The po in t here is , how  can a 
coach ing  s im  cla im  to  o ffe r greater 
team accuracy if  the  bu ild ing  b locks 
on w h ich  its  ca lcu la tions are based 
(nam ely an inadequate p layer rating 
system ) arc so lim ited?

Am erican Footba ll Coach  doesn't 
even make up lo r th is  lack o f 
soph is tica tion  in the reperto ire  o f 
p lays open to  the budd ing  Larry 
Kennan. W ith on ly  a handfu l o f 
passing p lays (based on short, 
m edium  o r long ta rge t ob jectives), a 
few fa irly  inventive  but random ly- 
gu ided runn ing  p lays and a basic 
defensive p lay book, you 're  inevitab ly 
led to  the conc lus ion  that the on ly  
th in g  w ith  great depth to  be found here 
is  the ho le  in to  w h ich  standards seem 
to  have been dropped.

So how  does the game actually 
p lay? W ell, at the s ta rt you choose

Hi Quality Version Available on AMIGALAND.COM



W O R L D  C L R S S  R U G B V :  F I D E  N O T I O N S  
♦ S R M U R R I :  T H E  W R V  O F  T H E  W R R R I O R

It’s back, and - yes! - it’s much better.

WORLD CLASS RUGBY -  
THE FIVE NATIONS EDITION
P ub lisher: Audiogenic 
A uthor: Denton Designs 
P rice: £ 2 9 .9 9  
R e le a s e  Date: O ut now

A«dto9« n k ‘> W o rld  C lo ts  H u fb y  -  rt m ay  

look pretty m uch the m i m , bu t you con 

|u it  fee l the d ifference .

F or those of you who didn't see 
the January edition of AMIGA 
POWER, this game is quite 

familiar to me. You see it was released 
in an earlier incarnation, called simply 
World Class Rugby. In my original 
review I found the game tricky to 
control and with a few playability 
problems. And now here I am again 
with the new version and yes. it's 
much better. Indeed, it's  now at least 
as good as its only real rival. Domarks 
Rugby: The World Cup. As well as 
being very playable in either two 
player or computer opponent mode, it 
has one over Domark s version 
through its realism (something I II get 
to in a minute).

The main selling point of th is new 
version is. of course, the Five Nations 
Championship -  you can now play as 
either England. France. Ireland. 
Scotland or Wales in a bid to w in the 
Grand Slam. Without going into too 
many details, the scenario is handled 
well, and with the World Cup mode still 
available as an option, adds scope to 
the game. Whichever mode you pick, 
the game's a joy to play -  much easier 
to control than the original version 
and. with its atmospheric sound 
eflects and well crafted animation, a 
joy to play. Don't fret about the 30 quid 
price tag -  if you like rugby in any 
shape or form then I'm sure that you'll 
find it's  money well spent.

The rest of the game is much the 
same as before. There are oodles of 
conditions and options (normal or 
muddy conditions, individual skills 
levels, match times, rules, types of 
replay, whatever) as before, but this 
time the controllability is now 
excellent, the simpler controls making 
for a much more playable and

enjoyable game than the original.
In fact, there’s only one big 

downside -  there aren't enough 
scrums. Instead there are rucks (for 
those not familiar with the term, this is 
a kind of human pile up on the rugger 
field where the ball must be won with 
the feet) -  slightly unrealistic, though 
at least they provide opportunity for 
players to be sent off (good fun when 
it's  one of the opposition, a pain when 
it's  your own guy).

A great game then, and fine 
competition for Domark s rugby bash. 
If you like rugby, and you haven't 
bought the first version of th is game, 
well worth a punt.
•  MATTHEW SQUIRES

TH E B O T T O M  LINE
Great improvements to the 
controllability and playability make 
th is new version a a a  «
stunning rugby game. I I  n  "
Strongly recommended. | | ( |  ■

IS

its own devices to start off with. In the 
absence of orders from you. your fleet will 
take the initiative and fight battles of its 
own acccord Then, as your confidence 
bu*ds up. you can begin to take the com' 
and throw in a few ideas of your own 
(This is how all wargames should be - 1 
get fed up of repeatedly having to issue 
trivial orders to every unit on the map |ust 
to prevent them from sitting there 
looking dumb.)

Dreadnoughts is a really smashing 
wargame. and I can thoroughly 
recommend it to anyone who enjoys sitting

in darkened rooms waiting for their next 
movement phase to come around. I simpty 
couldn't find fault with it (other than the 
lack of speed, the price and the fact that 
it's a naval strategy game).
•  JONATHAN DAVIES

TH E B O T T O M  LINE
Fun to play (relatively speaking, of 
course) and a genuine step ^
forward for the genre. Just U 1 1  ~  
needs speeding up a bit. ( J | J  £

which team you're going to coach and 
which to  play against, in either a 
playoff or league game. It's  then 
straight into firs t down and you chose 
your play.

It's ‘ I dunno. that sounds quite 
fun' time now. as you hazard a wild 
guess on which one to attempt -  the 
only hard facts you have to go on are 
the player stats (marks out of ten 
remember -  you get more detailed 
appraisals for nature table 
submissions at primary school) which 
give you an idea of which receiver is 
likely to  catch the ball and which 
running back is the quickest. Apart 
from that, you're on your own. (Of 
course, some plays work better than 
others. But by the time you've worked 
out which, the players involved are so 
knackered out so you can't use them 
any more. Brill-a-roony.)

The graphical sequence 
illustrating the ensuing fiasco is 
pathetic too. It's  impossible to  work 
out what the hell the ball is doing (H 
appears that the quarterbacks have 
mastered 360 banana shots to 
perfection - 1 think) and with no 
control over the action, it ’s very 
difficult to work out why a play has 
succeeded or failed.

If John Madden hadn't backed up 
its excellent graphics and playability 
w ith some decent raw game logic, 
then Am erican Footba ll Coach  may 
have at least identified a gap in the 
market for a dedicated American 
football coaching sim.

The problem for this game is that 
Madden d id  have the trousers to go 
with the mouth, and Am erican 
Footba ll Coach  couldn't come up with 
the necessary pantaloons even if 
Madden had failed. And. taking that 
feeble trouser/lcg metaphor at its 
natural conclusion, all it remains for 
me to say is that th is is a pile of 
old cobblers.
•  NEIL WEST

TH E B O T T O M  LINE
A feeble attempt to fill a gap in the 
market that simply isn 't there. With 
a stat-intensive sport such as 
American Football, using genuine 
NFL teams with real players and 
then coming up with a game as 
poor as this is like discovering 
Eldorado and leaving with A  4  Z  
nothing but the t  I  n
commemorative T-shirt. tm  I  “

SAMURAI: 
THE WAY 
OF THE 
WARRIOR
Publisher: Im pressions 
Price: £ 2 9 .9 9  
Authors: Edward 
G rabow ski/E rik Casey 
Release: Out now

O n * o f  !h« fetching ttills  from  S am ura i. 

O n * day *11 w arg am e* w ill lo o k  nice.

As you should all know by now. 30 or 
40 computer game incarnations down the 
line, the samurai were the guards of the 
great shoguns m feudal Japan We re also 
30 or 40 down the ime as far as 
Impressions wargames are concerned, 
making it only a matter of time before 
these two great lines m computer-gaming 
would eventually cross. And now. 
inevitably, they have Set in 16th century 
Japan. Samurai Way 01 The Wamor sees 
you m the role of a shogun chap called 
Usaka San. caught up m the middle of a 
power struggle with a chap called 
Obmaka. who killed your father and stole 
his land Now, as they say. it's a matter 
of honour...

Well. I don't know about this honour 
business, but I do know that this is a

wargame. and as wargames go it's par for 
the course. Disk accessing is occasionally 
a bit of a pam. although at least hard drive 
users are catered for. The game starts 
with you m control of five cities (Obmaka 
controls the other five) and allocates you a 
certain amount of money to spend on 
creating your armies Once done, it's off to 
war Spread out over the map are the ten 
cities -  you must capture all your enemies 
by sending your armies (one square at a 
time) across to meet the opposition. This, 
it has to be said, takes an awfully long 
time, as the game is based on a turn by 
turn system.

The graphics are nicely drawn -  at 
least to begin with The intro has a 
slideshow of a samurai putting hts togs on 
from next to nothing right up to full battle 
dress It's not bad. so I expected fine 
things (or. at least, finer things than you 
expect in a wargame) from the actual 
battle sequences Sadly. I was 
disappointed Whenever two armies meet, 
a sub-game pops up with the armies at 
opposite ends of the screen -  you have to 
scroll the screen to see them both The 
sprites are big and blocky and move 
appallingly slowly but then again, this IS a 
wargame The sound on the other hand is
a bit better, with a Japanese style tune O 
and some good sampled speech Not >
awful by the standards of the genre then. v  
but equally, it's a long way off from o
anything you could really term jolly good.' $  
Even the most battle-hardened wargamer m 
won't get anything new from this. 3
•  ADIE PRICE

TH E B O T T O M  LINE
c
z

Alright in the sound, graphics and m

general presentation departments. -
but in this kind of thing the game is (O

rft
everything, and here it isn 't up to 
much at all. Buy only If p p  ;  
you're really desperate for K  K  "  
a wargame fix. U U  E

w
ro

O
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SPOILS OF 
WAR
P u b l is h e r :  Out now 
P r ic e :  £ 2 9 .9 9  
A u t h o r s :  Internecine 
R e le a s e :  Out now

Look, w c don 't hove a  vendetta  a ja in t t  

w argam es (hones t), bu t ju f t  t o o *  a t it...

The only complimentary thing I can thing 
of to say about this one is *n>ce idea* 
You’re presented with an unexplored, 
virgin world, and orders from the king to 
colonise it. Other players are trying to do 
the same, and conflict is inevitable

Sounds like fun? Well it's not. It's 
crap. Look at the screen shot: on the left is 
a blocky. indecipherable wargame style 
map. and on the right is a list of letters and 
numbers. In a nutshell, that's the game.

Instructions are issued by fumbling 
through a series of chronically 
disorganised menus. There's no clear way

of knowing what you can click on and what 
you cant, and a simple operation like 
moving around involves decendmg 
through two levels of menus before being 
able to click on the square you want to 
move to. What's the point? Why couldn't I 
just cfcck on it to start off with? And I do 
wish it would stop throwing numbers at 
me. If I wanted to know many men. coins, 
action points (etc) a certain general had I'd 
tell it so. I don't want it all displayed on­
screen the whole time when the space 
could be used for sorting out menus.

What we've got. basically, is a run of 
the mill god-sim that tacks a nice 3D 
graphical front end. leaving the 
horrendously mathematical innards 
exposed for all to see. The manual informs 
us. for example, that ships sail at (wind 
velocity ♦ 1) x sail x rigging'. I don't wish to 
know that.

Even if you don't mind aU that sort of 
thing, and are happy to reject years of 
graphical advancement for the sake of 
squeezing in as many numbers and 
equations as possible, the fact remains 
that it's boring -  extremely bonng -  and 
I'm never going to play it again. Ever.
•  JONATHAN DAVIES

TH E B O TTO M  LINE
Yuck. An unplayable m uddle  of 
num bers. Not even the 
good(ish) sound effects 
can hope to save it.

STARUSH
P u b l is h e r :  Ubi Soft 
P r ic e :  £ 2 5 .9 9  
A u t h o r s :  In house 
R e le a s e :  Out now

S ta rush  -  a  few  in teresting  ideas in here, 

hut even to , w hat you te a  i t  w hat you je t .

Fascinating Grammatical Observations.
No 655: the phrase Worthy but dull'. 
Doesn't the fact that something s dull 
automatically exclude it from having any 
real value7 After all. who'd want to fork out 
£26 for something that was dul, no matter 
how many redeeming qualities it had (say. 
for example. aU the money was being 
donated straight to Greenpeace or 
something)? Eh?

The reason I ask is that the phrase 
worthy but duir was the one that kept 
forcing itself persistently into my mmd as I 
played this horizontaHy-scroing shoot- 
em-up. It's pretty for a start, the plot's a bit 
more interesting than usual, there's a neat 
mtro sequence and you can play any of 
the four worlds (each with three levels, the 
whole thing representing some evil other­

dimensional sign-of-the-zodiac monsters) 
from the opening menu. The gameptay 
has some nice ideas too -  instead of 
having a certain number of lives, each 
time you get hit by a bullet or enemy, you 
change to a lower form (from a spaceshp 
to a guy with a jetpack to a guy simply 
running along the ground and jumping up, 
for example), each of which has different 
characteristics (eg the soldier on the 
ground can't reach the higher-up badges 
and he's got fairty nobby armaments, but 
he's smaller and harder to hit) and cate lor 
different gameplay strategies. Of course, 
you can also collect power-ups which 
reverse the process (as well as the usual 
short-lived extra weaponry), building your 
character up to more controllable and 
powerful incarnations, but usuaRy these 
also make you bigger and an easier target 
for the aliens.

Another interesting idea is that each 
level comes in two sections -  the first 
scrolls from right to left, ending in what's 
actually a mid-level guardian, and when 
that's defeated you scroll back in the 
opposite direction against new enemies 
until you get to the real end-of-level boss 
who appears at your starting position. The 
might seem pointless and cosmetic, but 
there's actually a completely different feel 
to the saokmg-the wrong-way bit which 
adds more to the gameplay's variation 
than you might think.

Pretty damn worthy stuff so far, then, 
but sadly Starush falls down completely by 
failing to attach an interesting game to al

Wild, though not quite wonderful, Loriciel continue their policy of weirdness.

PSYBORG
Publisher: Loriciel 
Authors: Fabrice Decroix 
(conception, coding), 
Sandrine Paul (conception) 
& many more 
Price: £ 2 6 .9 9  
R elease: Out now

O
h you French, you are so 
am using. Your coun trys ide  is 
beautifu l. Your w ine, women 

and song are qu ite  n ice too. But your 
names and your software... Your 
names and your softw are are oh, so 
s illy  (but o ften  en terta in ing  w ith  it).

T h is  one 's  a case in  po in t -

S P E E D
r — -«

W H K U C U ! Speeding dow n a  twisty, tum y tunnel in space can b e  te rrif ic  fun. N o te  the 

useless overgrow n pan el surround though -  the  p lay a re a  a in 't a ll th a t big.

stup id  s to ry line  ( it ’s  so rubb ish  I'm  not 
go ing  to  recount it) m asking a rather 
s illy  game. At f irs t the idea seems like 
no th ing  specia l (ra ther rem in iscent o f 
STUN Runner in  fact) -  speed down 
increasing ly tw is ty , tu m y  and lengthy 
po lygon tunnels in  space as q u ick ly  as 
possib le  in  an e ffo rt to  earn po in ts. 
And win.

The tunne ls  actually  fo rm  bridges 
between p lanets -  well, p lanets and 
the ir m oons -  to  create a level 
structure. You basica lly  race from  one 
m oon to  the next (there are usually  
three o r  four), co llecting  a passw ord 
from  each one so you  d o n 't have to  
replay from  the very beginning, un til 
the p lanet itse lf is  reached and 
subsequently c leansed' (don 't ask). 
You then m ove on to  the next system ’.

En route there are co loured 
shapes to  p ick up fo r specia l features. 
There are W inking R e d 'T  Shapes fo r 
Extra Time, W ink ing  Yellow ' D iamond 
Shapes fo r Bonus Points, Green 
Triang les lo r  Extra U ves, Green 
D iam onds fo r Speed Up, Red 
Diam onds fo r S low  Down, W inking 
Red' T riang les fo r  Teleportation, Red 
Squares fo r S pring -B oard .- you get 
the idea. The Bonus P o in ts  co llected 
are traded In shops fo r lives, tim e and 
tem porary invu lnerab ility .

So tha t's  Psyborg  p re tty  m uch in 
a nutshe ll. The reasons fo r it be ing as 
p loppy as it  ac tua lly  is  are as fo llow s: 
F or a s tart, the courses ' are poorfy

designed and don ’ t a llow  the p layer to 
settle in  (the p layer's  penalised heavily 
fo r h is  m istakes, too). The co lou r 
scheme cou ld  be be tter fo r the course 
too, as the specia l features aren 't 
a lways as obv ious as they cou ld  be.

Secondly, the passw ord business 
is  po in tless. If the product was 
sensib ly  designed in  the f irs t place, 
passw ords w ou ldn ’t be necessary. 
S k illfu l p lay should  be enough to  see 
you through.

T hird ly , you get k illed  o ften and 
find  you have to s it th rough  a du ll in tro  
sequence before you can get back Into 
the game -  a true w ill-sapper if ever 
there was one.

It’s true  that once you overcom e 
the in itia l frus tra tion , begin to  learn the 
layouts and get you r speed up, the 
adrenalin  flow s  and It a ll feels 
rem arkably sa tis fy ing , but it 's  s till 
gam eplay on a very s im ple level. Even 
if  Psyborg  had been done properly  it 
rea lly shou ld  be budget-priced -  at th is 
cost i t ' l l  on ly  gather the sm allest 
audience o f surrea l-sensation seekers, 
and tha t's  really a ll it  deserves.
•  GARY PENN

TH E B O TTO M  LINE
Erm... in te resting . It's  a flawed but 
sha llow ly  playable 
variation on the racing 
theme. W orth a look. 651

Hi Quality Version Available on AMIGALAND.COM



T H E  M R N R G E R  -  I I T O P I R :  T H E  N E W  W O R L D S P U J O L S  O F  D A R K N E S S GAME REVIEWS

these neat features The play area is only 
about four times the height of your 
character and the alien attacks are 
unimaginative and repetitive, and in play 
the thing's actually deadly boring. For all 
the groovy bits, this is a lifeless game, and 
while you couldn't exactly say you were 
npped off if you bought it. you'd be pretty 
unlikely ever to load it up for fun.
•  STUART CAMPBELL

THE B O T T O M  LINE
Yep. w o rthy  bu t d u ll' seems to  sum  
it up p re tty  perfectly. There 's the 
start of som eth ing good in 
here, but there 's  far too 
much m issing.

THE
MANAGER
Publisher: US Gold 
Price: £25.99 
Authors: Software 2000 
Release: O ut now

Th4 M s n s f t r  -  i»ot as fun as H a le  *  f a c t .

In the unlikely event of anyone ever 
ploughing through the entirety of this 
game's tragically-written, impossibly long 
and muddled manual, that person will find 
that The Manager is a football 
management sim (surprise1) with, well, 
pretty much everything you'd expect a 
football management sim to contain these 
days In other words you've got oodles of 
competitions, oceans of statistics, endless 
financial juggling and lots and lots (and 
lots) of menu screens.

Unfortunately, none of these have 
any words on them, with almost the entire 
game being played out via a series of 
mmensely unhelpful icons. (And where 
there are words, the game seems to 
ignore them. When a menu asking if you 
want to watch a spectacular' European 
Cup draw crops up. for example -  and it's 
only spectacular if you're impressed by 
small boxes with the names of football 
teams in them drifting up the screen one at 
a time to form a fixture list -  you can cfcck 
away quite happily on the No Way!’ icon, 
only to have the screen dear and the 
exact same question come up again The 
th*d time round it usually gets the 
message, but you'll be asleep by then).

When you eventually manage to 
negotiate your way into an actual match, 
it's slightly more impressive. True, most of 
the time you get to watch little more than 
an almost totally black screen with some 
numbers counting up. but occasionally 
that's interrupted by what's in fact a pretty 
nifty animated highlights section -  spoiled 
only by the fact that your team seems to 
shoot the same way in each half of the

game1 Even more bizarre, though, is the 
fact that the two teams seem to swap 
strips too! In effect this makes it 
impossible to tell which lot are actually 
yours at any given time -  at least until one 
of them gets a goal and the scoreboard 
changes. No, I didn't understand it either...

So where does that leave us? Well, 
the bitter truth is that it's been a long time 
since a football management game has 
proved to be a worthy full-pncer. and 
nothing's been changed by this effort If 
you really force yourself you can get the 
hang of the icons and play the game 
properly, but all you !  find when you do is 
a game so bog-standard and bereft of 
imagination that you'll bitterly regret every 
wasted second of effort. Awful 
•  STUART CAMPBELL

TH E B O T T O M  LINE
Tedious and con fus ing . Excellent 
h igh ligh ts  sequence raises the tone 
a b it. but th is  is  a game fo r illiterate 
soc ia l inadequa teson ly . A A  ^
The an ti-icons cam paign J L  ~

sta rts  here. |J|| ■

UTOPIA: THE 
NEW WORLDS
Publisher: Grem lin 
Price: £14.99 
Authors: G raham  Ing 
Release: Out now

S E  2  5■ * 231 • o

U to p u  -  lots o f b rave  new  w orlds.

Oh good, a data disk. The real test of a 
reviewer’s mettle is the data disk, because 
there's absolutely nothing to say about 
them that wasn't said about the original 
game -  they are. almost without 
exception, simply an extension of the 
original game rather than an improvement 
or a correction of any flaws which might 
have been present, and as such reviewing 
them is a bit of a dubious activity. Why? 
Because the only people reading the 
review are the people who already have 
the game and are interested in the data 
disk. There now follows, for our more 
tramspottery readers, the only slightly 
relevant piece of information in the whole 
review -  The New Worlds contains 10 -  
that's 10 -  new. er. worlds. Thank you.
•  STUART CAMPBELL

TH E B O T T O M  LINE
Look. It's  a b loody data d isk fo r flip 's  
sake. W hy on Earth are you 
bo thering  to  read th is  a t A A  Z  
all? You already know  if n i l  £  
you want it  o r not. Go away. ( J U  E

The last in the series (we hope).

POOLS OF DARKNESS

Hey, w hat *  that sound? O h, it must U y a n d  quaking in I f *  boots -  n o t !

Publisher: SSI/US Gold 
Price: £30.99 
Author: Strategic 
Simulations Inc 
Release: Out now

T hat Tolk ien has go t a lo t to
answer for. I don 't know  about 
you. but every tim e I force 

m yself to  load up the latest du ll, 
un im aginative, w ritten-by-num bers 
FR P I despair -  there are jus t too 
many o f them, and too few of them  do 
anyth ing new w ith  the type. The sorry 
fact is  that these Advanced Dungeons 
And Dragons th ings  (the Eye 01 The 
Beholder series aside) are am ongst 
the w ors t o ffenders too  -  they've got 
the name and the o ffic ia l licence and 
the real D&D rules, and tha t's  enough 
to  ensure that people w ill s t ill buy 
these, desp ite  the fact that they're 
am ongst the s lopp iest around.

This o ne 's  a case in po in t. Look 
up du ll in  the OED and you alm ost 
expect the de fin ition  to  te ll you to 
check ou t com puter role playing.
When it 's  done w ell -  as in Legend or 
Eye 01 The Beholder 2. a lso reviewed 
th is  issue  -  it ’s  great, bu t the rest of 
the tim e, oh dear. Le t's  take a closer 
look at some o f the e lem ents that 
make th is  so boring.

1) The p lo t is  so th in  it makes 
Lena Zavaronl look like  Mike 
McShane. A band of heroes (w ho you 
can create afresh. Im port from  
prev ious AD&D games or use the 
ones supplied w ith  the program) 
arrive in  the c ity  of Phlan. where the ir 
adventures began all those prequels 
ago. to  find  that the ev il Lord Blane is 
try ing  to  spread h is  w icked influence. 
This tim e he has the use of Pools' 
that le t h im  jum p around d im ensions. 
You have to  s top  h im  taking con tro l 
of. w ell, everywhere. There are a host 
o f new m onsters to  meet, and a llies to  
seek out, and tha t's  about it. O riginal 
o r what? (H in t: It's  Or w hat'.)

2) The g raph ics d isp lay can give

fo u r v iew s: area, w h ich  is  like  an 
overhead map; 3D (used in  the very 
loosest fo rm  of the term ), w h ich  gives 
you a very rough view  of what your 
characters can see im m ediate ly in 
Iron t; lav ish ' a rtis tic  im pressions of 
non-player characters, p laces and 
events; and com bat view, lo r  when 
you indu lge in  a b it o f rough and 
tum ble. A ll are bog standard at best; 
a t w ors t they are as con fus ing  as hell.

3) Combat often looks a 
com plete m ess - 1 defy anyone to  be 
able to  work ou t w ha t's  happening. 
Aside from  the appalling graphics, the 
in form ation about who h it w ho and 
In flic ted what damage flashes up so 
qu ick ly  it 's  unreadable.

4) You have to  keep referring to 
the manual a ll the tim e. This Is a pet 
hate o f m ine -  it to ta lly  destroys the 
gam e's atmosphere.

5) The game is  con tro lled  
th rough  a series o f m enus, sub­
m enus and sub-sub-m enus. It's  all 
p re tty  cum bersom e and tim e 
consum ing, and not very in tu itive .

6) One of the m ost annoying 
om iss ions o f the game, however, is 
that you ca n 't ta lk to o ther characters. 
When you meet one of them  they 
m ight te ll you som eth ing interesting, 
bu t you ca n 't actually engage in  a 
p roper conversa tion  w ith  them, w hich 
goes com plete ly aga inst the sp ir it of 
role playing.

The basic po in t, then, is  that th is 
is  a d u ll game, made alm ost 
com plete ly w orth less buy the fact that 
there are so many s im ila r RPGs 
around, and a good num ber o f them 
are m uch, m uch better.
•  DAVE COLDER

TH E B O T T O M  LINE
Slow  takes on a new de fin ition  -  a 
next-to -use lessbog- A A  ;  
standard RPG. Could pu t /  /  E  
new com ers o ff fo r life . L  L  ■
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NOW W ITH A MASS 
I N  ROM OFFERINI

MK

S A V E  T H E  E N T IR E  P R O G R A M  li M E M O R Y  T O  D IS K  
S p e c ia l c o m p a c t in g  te c h n iq u e s  e n a b le  up  to  3  p ro g ra m s  to  f i t  on  
o n e  d is k . N o w  s a v o s  d ir e c t ly  to  d is k  a s  A m ig a  D os  • re lo a d s  
in d e p e n d e n t ly  o f th e  c a r t r id g e  - e v e n  t r a n s fe r  to  h a rd  d r iv e ! W o rks  
w ith  up  to  2  M e g s  o f R a m  • o v e n  1 M e g  C h ip  M o m  (F a t t e r  A g n u s ). 

s u p e r  P O W E R F U L  T R A IN E R  M O D E  -
n o w  w ith  D E E P  t r a in e r .  E v e n  b e t te r  th a n  b e fo re  • a llo w s  

p p ^ ^ y o u  to  g e n e r a te  m o re  o r  o v e n  in f in ite  J ives, fu e l,  a m m o .
“  P e r fe c t  a s  a  T r a in e r  M o d e  to  g e t  yo u  p a s t  th a t  ' im p o s s ib le '  le v e l  
E a s y  to  u s e . '
•  IM P R O V E D  S P R IT E  E D IT O R
T h e  fu ll S p r ite  E d ito r  a l lo w s  y o u  to  v ia w /m o d ify  th e  w h o le  s p r ite  s e t

P L U S  A R A N G E  O F IM P R O V E D

•  P O W E R F U L  P IC T U R E  E D IT O R
N o w  y o u  c a n  m a n ip u la te  a n d  s e a rc h  fo r  s c re e n s  th ro u g h o u t  
m e m o ry . O v e r  5 0  c o m m a n d s  to  e d it  th e  p ic tu re  p lu s  u n iq u o  on  
s c re e n  s ta tu s  'o v e r la y '  s h o w s  a ll  th e  in fo rm a t io n  yo u  c o u ld  o v o r  
n e e d  to  w o rk  o n  s c re e n s . N o  o th e r  p ro d u c t c o m e s  c lo s e  to  offoring  
s u c h  d y n a m ic  s c re e n  h a n d lin g  o f fro z e n  p ro g ra m s !!

J O Y S T IC K  H A N D L E R  A .
a l lo w s  th o  u s e r  to  s e le c t  J o y s t ic k  in s te a d  o f K e y p re s s e s  • 
v e ry  u s e fu l fo r  m a n y  k e y b o a r d  p ro g ra m s .

M U S IC  S O U N D  T R A C K E R
W ith  S o u n d  T r a c k e r  yo u  c a n  fin d  th o  c o m p le te  m u s ic  in  p ro g ra m s  , 
d e m o s ,e tc . a n d  s a v e  th e m  to  d is k . S a v e s  in fo rm a t s u ita b le  fo r  
m o s t t r a c k  p la y e r  p ro g ra m s . W o rk s  w ith  lo a d s  o f p ro g ra m s !!
•  A U T O F IR E  M A N A G E R  N .
F ro m  th o  A c tio n  R e p la y  I I I  p r e fe re n c e  s c re e n  yo u  c a n  n o w  s o t up  
a u to f iro  fro m  0  to  1 0 0 % . J u s t  im a g in e  c o n tin u o u s  f ir e  p o w e r?  
J o y s t ic k  1 a n d  2  a re  s e t  s e p a r a te ly  fo r  th a t  e x t r a  a d v a n ta g e !

IM P R O V E D  R A M  E X P A N S IO N  S U P P O R T .
N o w  m a n y m o re  e x te r n a l  R a m  E x p a n s io n s  w il l  w o rk  w ith  

a ll  A c tio n  R o p la y  I I I  c o m m a n d s .
D O S  C O M M A N D S

N o w  y o u  h a v e  a  s e le c t io n  o f D O S  c o m m a n d s  a v a i la b le  a t  a l l  t im o s  • I 
D IR , F O R M A T , C O P Y , D E V IC E , e tc .

F IL E  R E Q U E S T O R  •
if you  e n te r  a  c o m m a n d  w ith o u t  a f i le n a m e , th e n  a  f i le  
re q u e s to r  is  d is p la y e d .

^ 9  D IS K  C O P Y
D is k  C o p y  a t th e  p re s s  o f a  b u tto n  - f a s te r  th a n  D o s  C o p y . N o  need  
to  lo a d  W o rk b e n c h  • a v a i la b le  a t a l l  t im o s .
•  B O O T  S E L E C T O R
E ith e r  DFO o r  DF1 c a n  bo  s e le c te d  a s  th o  b o o t d r iv e  w h e n  w o rk in g  
w ith  A m ig a  D os  d is k s . V e ry  u s e fu l to  b e  a b lo  to  b o o t fro m  yo u r  
e x te r n a l  d r i v e /

P L U S  IM P R O V E D  D E B U G G E R  C O M M A N D S  • 
in c lu d in g  M e m  W a tc h  P o in ts  a n d  T r a c e .

D IS K C O D E R
K T^W ith  th e  n e w  ‘ D is k c o d e r ’  o p tio n  y o u  c a n  n o w  ta g ' y o u r d is k s  
V ^ i ^ p n i q u e  c o d e  th a t  w ill  p r e v e n t  th o  d is k  fro m  b e in g  lo a d e d  by 

else T .iq q e d  d is k s  w i l l  o n ly  re lo a d  w h e n  yo u  e n te r  th e  
c h t le a l  V .C & jl& B lp I fo r  s o c u r ity .

in c lu d in g  a n y  'a t t a c h e d *  s p rite s ,
F E A T U R E S .
•  V IR U S  D E T E C T IO N  
C o m p re h e n s iv e  v iru s  d e te c t io n  a n d  re m o v a l fe a tu re s  to  p r o te c t  yo u r  
s o f tw a re  in v e s tm e n t .  W o rk s  w ith  a l l  p r e s e n t ly  k n o w n  v iru s e s .

B U R S T  N IB B L E R . A
N o w  th is  s u p e r  d is k  c o p ie r  p ro g ra m  is  b u ilt  in to  A c tio n  

'  R e p la y  M k  I I I .  J u s t  im a g in e  a  s u p e r fa s t , e f f ic ie n t  d isk  
• c o p i e r  p ro g ra m  a t  th e  p re s s  o f a  k o y  • no  m o re  w a it in g .
•  S A V E  P IC T U R E S  A N D  M U S IC  T O  D IS K
P ic tu r e s  a n d  s o u n d  s a m p le s  c a n  b e  s a v e d  to  d is k . F i le s  a r e  s a v e d .

IF F  fo rm a t s u ita b le  fo r  u s e  w ith  a l l  th e  m a jo r  g ra p h ic  an d  
|& c k a g e s .  S a m p le s  a r e  d is p la y e d  a s  s c re e n  w a v e fo rm .

■ ■ ■ n n i l ^ ^ r S C  M O D E S  S E L E C T A B L E  • 
P ^ ^ ^ ^ ^ ^ S ^ f U M C jC m o v i n g  u g ly  b o rd e rs  w h e n  u s in g  N T S C

Iy w ith  n e w e r  A g n u s  c h ip s ). I

I C O M M . 
Dpy, e tc .

D A T E L  L O N D O N  SHO
O N E  [ 2 4 H r s ]  C R E D I T  C A R D  O R U
M A L L V  D IS P A T C H E D  W IT H IN  46  H r *  A L L  C H E O U E S  P O S T A L  O R O E R S  M A O E  P A Y A U I

R O A D , F E N T O N  IN D U S T R IA L  E S T A T E . F E N T O N . S T O K E -O N -T R E N  

G L A N D . F A X  0 7 8 2  7 4 4 2 9 2  T E C H N IC A L  C U S T O M E R  S E R V IC E  0 7 8 2 222. TOTTEN  
LONDON. W1

C O U R T  K  
IA 71  S806a7 4 4 3 2 4

JUST LOOK AT THE UNMATCHED RANGE OF FEATURES

Hi Quality Version Available on AMIGALAND.COM



MOST POWERFUL FI 
IOW EVEN BETTER!
VE 2 5 6 K  OPERATING SYSTEM 
t WHOLE NEW RANGE OF \ / 
FEATURES v 7, /

FOR 1500/2000 VERSION £69.99

AMIGA ACTION REPLAY SIMPLY PLUGS INTO THE 
EXPANSION PORT OF YOUR AMIGA AND GIVES YOU THE 

POWER TO FREEZE MOST ANY PROGRAM
S E T  M A P  -

a llo w s  yo u  to  L o a d /S a v e /E d it a  K o y m a p .
P R E F E R E N C E S

^ ^ A c t io n  R e p la y  I I I  n o w  h a s  s c re e n  c o lo u r  p r e fe re n c e s  w ith  m e n u  s e tu p . C u s to m is e  y o u r  s c re e n s  
to s u it  y o u r ta s te .  V o ry  s im p le  to  u s e .

IM P R O V E D  P R IN T E R  S U P P O R T  •
in c lu d in g  c o m p re s s e d /s m a ll c h a r a c te r  c o m m a n d .

•  D IS K  M O N IT O R  .
^ " In v a lu a b le  d is k  m o n ito r  - d is p la y s  d is k  in fo rm a t io n  in  e a s y  to  u n d e rs ta n d  fo rm a t .  F u ll m o d ify /s a v o  
o p tio n s .

MORE FEATURES INCLUDING 80 COLUMN DISPLAY AND 2 WAY SCROLLING...
•  Full M68000 Assembler/Disassembler •  Full screen editor •  Load Save block
•  Write String to memory •  Jump to specific address •  Show Ram as text
•  Show frozen picture •  Play resident sample •  Show and edit all CPU registers and flag
•  Calculator •  Help command •  Full search feature •  Unique Custom Chip Editor allows 
you to see and modify all chip registers - even write only registers! •  Notepad
•  Disk handling - show actual track. Disk Sync, pattern etc. •  Dynamic Breakpoint handling
•  Show memory as HEX. ASCII, Assembler. Decimal •  Copper Assemble Disassemble - now 
with suffix names

REMEMBER A T  A LL T IM E S ^ O l(  ARE INTERRO G ATING  THE PROGRAM IN IT  S 
"FR O ZEN " STATE W ITH  A LL MEMORY AND REGISTERS IN TAC T 
. IN V A LU A B LE  FOR DE-BUGGING OR JU S T  THE IN Q U IS IT IV E !

W A RN IN G  1988 C O P YR IG H T ACT W ARNING
D o t* ! « n n a  iu  . t o w n  o» a u th o n m  fw  U M  o f Ca products to> m a 'v o a m o "

Tna Oacaup ta o M *a  o f r* »  product « r* d a *g n o d  to  '•C 'OOuC* e r r , to r» * -s  tu t*  a t PuO*c Oomam m alanai 
Iha  o w " p rograr-a  o r to r *  ara *» » » • pan~»*<y) ts  m aaa oacaud* naa 6 ^  O aarv

PLUS A MACHINE CODE FREEZER MONITOR WITH EVEN MORE
POWER!!

■ n r

Hi Quality Version Available on AMIGALAND.COM
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We’ve got another packed programme for you 
this month, with the usual batch of 
compilations, re-releases and original budgets, 
plus - plus! - a new batch of £2.99 Amiga re- 
releases for cheapskates from Prism Software.

ADVANCED
DESTROYER
SIMULATOR
P u b l is h e r :  Action 16 
P r ic e :  E7.99 
R e le a s e :  Out now

Land ho! Yes, once aga in  it's aw fu l-a t-fu ll- 

pnce-b u t-n o t-q u ite -so -b ad -a t-u n d cr-a - 
len n cr bud g ie  re -re lease tim e.

’Good Luck1* heartily encourages the 
instruction manual of Advanced Destroyer 
Simulator on its fmai page Of course, 
exactly what is means by this is open to 
discussion. Perhaps it is wishing you 
Good Luck' for ploughing through the 
instructions, although (assuming that you'd 
naturally read the last page first) little good

luck is really necessary. Delightedly, the 
flimsy ten pages of instructions highlight 
just enough to get you going; you have 
been set a number of missions dunng 
World War II, all of which involve 
mastenng one of the Royal Navy's 
Destroyers on a mission to take out non- 
allied ships within three different settings 
(The Mediterranean, The English Channel, 
and the Norwegian Fjords).

Possibly the instructions are wishing 
you Good Luck'm getting to grips with the 
game itself. Unlikely -  controls of the slvp 
have been restricted to the joystick for 
moving, and a few keys for cannons, 
torpedoes, binoculars, maps and 
damage reports For an advanced 
destroyer simulator, it's not excactly 
overly advanced

Don’t expect to have to spend hours 
before you really know what you're doing 
either -  training missions are available to 
get you into both the mood and the swing 
of things

However, what you may not have so 
much luck with is actually enjoying 
yourself. Burning around, shooting baddy 
ships and burning home again is 
essentially all that you have to do. and 
without Armour-Geddon's vehicles to pilot, 
without Hunter's graphics and without the 
speed and excitement of most flight sims, 
Advanced Destroyer Simulator seems a

deodediy limp re-release indeed 
•  RICH PELLEY

THE BOTTOM LINE
Lacking action and depth, th is is one 
boat' sim that just never really gets 

off the ground. Even at 
£7.99. it 's  not really worth 
wasting time with.

GOLDEN AXE
P u b l is h e r :  Tronix 
P r ic e :  £7.99 
R e le a s e :  Out now

Before we start. I have to admit to being m 
something of a minority (»e of one) m the 
office about this one. But then, what's 
new’  A massive game from a couple of 
years back (it got to number two in the 
Christmas chart when onginalfy released), 
Golden Axe is a much-feted conversion of 
the popular Sega arcade beat-'em-up 
Indeed, it won the Best 16-brt corn-op 
conversion' title at something called the 
Golden Joyst>ck awards in 1991. So why 
does it bore me to tears’

Well, the loading system's certainly 
got something to do with it (the disk

G o ld e n  A x e  -  to  good nine ou t o f  10  

A M IG A  POWER review ers p re fe r  it. (Stuert, 
sadly fo r  Tronix, isn't one o f  them .)

accesses at several points m each level, 
the action simply stopping in mid-flow. 
Shadow 01 The Beast style), but more 
wearing is the game itself Golden Axe 
boasts an entirely laudable 'context- 
sensitive' control mode, which basically 
means that when you press the fire button, 
your character executes one of a number 
of different fighting moves depending on 
the circumstances at that particular 
moment While this is a good way of 
compressing the more complicated 
controls of the com-op, it reduces the 
gameplay to a simple matter of walking 
along for a bit until you come across a 
couple of baddies, going up to them and 
hammenng away repeatedly on the fire 
button until one of you falls over (this 
seems to be decided in a largely arbitrary

we've made it pretty clear where we 
(and particularly. I) stand on th is one 
by now. so I won't waste any more 
words on it. If you like it. you like it. 
and good luck. My score -  23 percent.

Next there's Space Ace This 
game's sequol scored an impressive 
17 percent in issue 10. but the earlier 
version simply isn 't up to that high 
standard Action takes place in about 
four short sequences, all featuring the 
well-documented lack of gameplay 
inherent m these conversions of laser- 
disk coin-ops The animation in Space 
Ace is probably the least impressive of 
any of the Don Bluth games so far. too, 
so today s score for Space Ace is 
12 percent.

Then v/e get to Pipe Mania. A 
hugely popular gome with all the critics 
when it was released back in 1989,1 
never really saw the appeal of it 
myself. Sluggish and irritating to play, 
you never get to feel properly in 
control of the p u u lc ' action, and it 
lacks the build-it-up-then-clear-it-away 
addictive hook of Tetris or Loopz.

Still, it's  easy to pick up and the 
whole family can enjoy the original and 
non-violent gameplay. so let's be 
generous and give Pipe Mama a 1992

AWARD WINNERS
P u b l is h e r :  E m p ire  
P r i c e :  £25 .99  
R e le a s e :  Out now

Y know. if I had lOp for every
multi-game re-release set we've 
reviewed that called itself The 

ultimale collection'. The definitive 
compilation', The superlative 
anthology' (Raid that thesaurus' -  Ed.) 
or whatever. I d have at least 20p by

S p ace  A c e  -  the k ind  o f title  which je ts  put o n  com pila tions simply because it  looks  

jo o d  in the pics on the back o f  the box. O f course, some fo lk  know  how  crap it really  is.

now. What I wouldn't have is anything actually worth blowing half my month's 
like enough money to go out and buy wages on.
th is one. so let's see whether it 's  First off comes Kick Off 2 .1 think

P o p u lo u s  -  a  Jewel in the ra th er m uddied  

crow n o f Empire's A w a rd  W inners.

Hi Quality Version Available on AMIGALAND.COM



manner), then walking on a little bit further 
and doing it all over again against a 
s'-ghtly different backdrop The scrolling 
seems to work more or less at random too. 
so that m level two (for example), you can 
be faced with a broken bndge which you 
must leap over, onfy to find that the 
scrolling won't move enough to let you 
reach the other side, causing you to 
plummet through the gap to your death 

Even without irritating quirks like this 
one. Golden Axe is a game which requires 
almost no actual skill to play whatsoever 
(the ability to hit fire a lot is all you really 
need), and after half an hour of it. I'd had 
more than enough Great stuff for 
undemanding nine-year-olds. though.
•  STUART CAM PBELL

THE BOTTOM LINE
H orrifica lly  ted ious trudge r w ith  
pretty g raph ics  and nob-a ll else. 
C erta in ly no th ing  you co u ld  actually  
call gam eplay', anyway. I’m p re tty  
certa in  that the rest o f the o ffice  
would g ive th is  in  the 
seventies (at least) at 
budget price, bu t me... 351

MIDNIGHT RESISTANCE
Publisher: The Hit Squad 
Price: £ 7 .9 9  
R e lea se: Out now

HOVER SPRINT

T h is co in -op  shoot-'em -up 
convers ion  was one of my 
favourite  ST and Spectrum  

gam es ever, but u n til now  I'd  never 
ac tua lly  played the Am iga versions, 
w h ich  boast the arcade's 
s im u ltaneous tw o-p layer mode and 
sc ro llin g  instead of flick-screen action. 
This is  a ve ry  fa ith fu l in te rp re ta tion  o f 
the  co in -op . bu t w ith  that gam e's 
s lig h tly  unw ie ldy  ro ta ting -joys tick ' fire  
co n tro l replaced w ith  a less 
soph is tica ted  but m ore usable system.

The gam e itse lf features nine 
varied levels, packed w ith  a w ide 
range o f baddies (from  cannon-fodder 
foo tso ld ie rs  to  enorm ous w arships 
b ris tlin g  w ith  gun  em placem ents 
w h ich  make up a w ho le  level by 
them selves), w ith  apprec iab ly  d iffe ren t 
game sk ills  needed to  get through 
each one. The va ry ing  w eapons you 
can buy from  the  pow er-up shops
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between each level add an e lem ent o f 
s trategy m ore pronounced than  you 
m igh t th in k  a t firs t, w ith  som e levels a 
lo t easier if  you  select the less 
obv ious add-ons, and the w ho le  th ing  
exh ib its  a level o f atm osphere 
(craw ling th rough  narrow  tunnels, 
b lasting  squadrons o f huge jets 
aga inst a beautifu l sunset, ba ttling  
tanks on a ricke ty  b ridge  across a 
series o f w aterfa lls, ducking  under 
lethal c lus te rs  o f buzzsaws and 
c lim b ing  precariously  up ladders

against the  face o f a m assive lava 
flo w ) rare ly seen in  th is  k ind o f 
s tra igh tfo rw ard  arcade zapper.

O ddly enough, the  scro lling  loses 
the w elcom e elem ent o f w ell-judged 
suspense that was present In the flick  
screen vers ions, and the two-player 
m ode doesn 't w ork a ll that w e ll (it 
s low s the pace som ewhat, not fo r 
technical reasons but s im p ly  because 
one p layer is a lw ays ho ld ing  up the 
sc ro llin g  fo r the o the r one), bu t m inor 
m oans aside, th is  is  one o f the 
g roov ies t s lices o f arcade action  you 
cou ld  ask fo r at th is  price. Don’t try 
to  resist...
•  STUART CAM PBELL

THE BOTTOM LINE
S urp ris ing ly , less fun  than the ST 
and Speccy versions, but then 
th a t's  ha rd ly  relevant, is  it?  Great 
arcade b lasting  fun  . and 
p robab ly  one of The Hit 
Squad's best.

■ M ic a t841
Publisher: Codemasters 
Price: £ 9 .9 9  
Release date: Out now

Hover Sprint ■$ the latest budget release 
from the Codies And. as is often the case 
with Codies games, what you getis 
exactly what the title says -  a hovercraft 
race simulation.

It's solid filled 3D too. and comes on 
a couple of disks -  exactly the sort of

M over S p r in t  -  H e rd  D r iv in 'crossed  with  

P o w e rd ro m e  crossed w ith , oh, I dunno

product that two years ago would have 
been bound to come with a full price 
sticker on it.

Sounds interesting, you might think 
Well, yes While it's not up to the likes of 
Vroom and Formula One Grand Pnx of 
course -  you could hardly expect it to be -  
it does manage to be comparable with the 
likes of Hard O w in 'or Powerdrome. no 
mean feat. In fact, imagine the fulunstic 
setting of Powerdrome added to the basic 
Hard Drivm' gameplay and you'll have a 
pretty good idea of what we're talking 
about here (We ll leave the fact it's not as 
good as either asKfe for the moment)

Despite the sophisticated look, what 
happens m the game is simple You select 
the type of (hovercraft you want to race -  
and there are a good number of designs to 
choose from You pick automatic or 
manual gears, depending on which racing 
craft you select. You practice a circuit or 
go to the race menu and select from a 
number of different race tracks You pick 
how many laps you want to race, or if you 
want to try out against a chum (through a 
serial link) And you race

Unfortunately this >$ where all the 
good intentions become a bit unstuck. 
Once you're actually playing it the game 
proves to be tedious, stow and lacking in 
any real feeling of speed -  this is one of 
those games that looks a lot better in the 
screenshots than actually moving

It's also fairly uncontrollable -  
more a giant dodgem event than anything 
else, but one made all the more frustrating 
by the waiting around to be allowed to 
restart every time you get bumped off 
the track

All m all then, more of an interesting 
development -  solid 30 used for original 
budget games -  than a worthwhile 
release. It'll be interesting to see if and

THE BOTTOM LINE
Dodgy g roup ing  of big-nam e so- 
called c lass ics ' o f w h ich  on ly 
Populous is  rea lly any good (and I 
don't even like  tha t very much, 
personally). For on ly  tw o  qu id  more 
you cou ld  make you r own 
com pilation ou t o f Rainbow  Islands. 
Scooby And Scrappy. Head Over 
Heels. M idnight Resistance. Future 
Basketball. Escape From  The Planet 
O f The Robot M onsters etc 
(substitu te  yo u r own favourite  
budgies here) instead. j a  «

tha t's  what I [ \  i  “
recom m end you  do. I f c  *

mark o f 60 percent.
And fina lly . Populous. A lso 

hugely popular w ith  the c ritics , also a 
bit o f a m ystery to  mo. but undeniably 
orig ina l and engaging, and a god 
game w h ich  g ives you a feel o f 
om nipotence unriva lled  s ince  the days 
of L ittle  Com puter People.

To be honest, m ost o f us find  th is

repetitive once you do get in to  it. but 
the Ed loves it to  b its  so fo r the sake

2 percent
O verall'’

•  STUART CAM PBELL

K ick  O M 9 -  ano ther o ve r ra te d  title  gci 
re legated  to  the com pila tion  division.

P ipe  M a n ia  -  once a  classic, but it's 

showing ns age a  b it.

how this trend for more and more 
sophisticated budgies develops, but m the 
meantime you're better off sticking with 
similar re-releases.
•  MATTHEW SQUIRES

THE BOTTOM LINE
I t 's  m ore bovver rac ing  a hover! 
In teresting  concept -  and 
am bitious fo r a budgie  -  
bu t rea lly very so-so.

APACHE
FLIGHT
Publisher: Atlantis 
Price: £ 7 .9 9  
Release: Out now

A p a c h e  H i f h l  -  an o th e r bud get label 

decides to  SWIV-cl it, just a little  bh .

It's Amiga budget SW/V-alike time again, 
with what seems like the millionth 'fly 
heavily-armed helicopter across desert 
landscape shooting other helicopters and 
tanks and really exciting stuff like that' 
game we've seen m the last six months.
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This one’s, um. got bigger graphics than 
most, with pleasingly chunky choppers 
(yes, yes. we know) and so on. gliding 
around the screen m a smooth but 
lethargic manner, which inconveniently 
leaves very little space (or manoeuvenng 
m or any o( that sort of clever tricksy stuff 
The most innovative feature of the game is 
the senes of refuelling points you have to 
fly over (which also contain power-ups if 
you choose to blast them msiead). but 
apart from that we re m depressmgly 
generic territory

Code Masters' Sky High Stuntman 
did almost exactly the same things as this 
game but 20 times better, and if you're 
really after some low-pnced blasting 
action, that's the one to go for. Apache 
Flight is sluggish and uneventful, and I 
doubt if you'll want to play it more than 
twice. So. er. unless four quid a go sounds 
like your kind of bargain...
•  STUART CAMPBELL

THE BOTTOM LINE
You've seen this before so many 
times you could probably write the 
game yourselves in your 
sleep. Technically alright 
but dull, dull, dull.

DISC
Publisher: Action 16 
Price: £7.99 
Release: Out now

W hat a w aste o f a  decent m ovie idea. 

Yep, D isc  is actually heavily inspired  by a  

sequence in eighties sci-fi ‘classic' Tron. 
Sham e, but the vid is p ro b a b ly  m ore  fun.

A simple enough game in itself, but Disc 
suffers heavily from what I have come to 
term as the Physics Question' syndrome. 
Imagine you're in an exam -  you open up 
the question booklet and an unnerving 
confusion of numbers, diagrams and 
sentences gnn up at you. whilst you gape 
down in complete bewilderment But 
actually start, and hey. it's not as 
unforgivmgly impossible as you first

thought In fact.five minutes later it’s all 
become pretty simple...

Open up the instruction booklet to 
this game. then, and an unnerving 
confusion of numbers, diagrams and 
sentences gnn up at you. whilst you gape 
down m complete bewilderment But load 
up the game and -  hey' -  it really isn't as 
unforgivmgly impossible as you thought

What the instructions had made out 
to be the most complicated sport ever has 
turned out as nothing more than a game 
of. er, Frisbee Admittedly there's a txt 
more to it; you see things from a Pong- 
style view, and the idea is to remove as 
many blocks of floor and background 
behind your opponent as it takes to force 
him to fall into the deep recesses of space, 
before he does the same to you.

A few more rules exist with reference 
to bonuses, hits required to remove the 
blocks and who has possession of the 
Frisbee. whilst the deosion to play against 
the computer, a friend or in a tournament 
must be made too.

It's a simple enough idea all in all. 
with few faults technically, yet for reasons 
that cannot be explained i t « just no fun to 
play. Whereas SpeedbaH took the already 
enjoyable aspects of a football or 
basketball game and twisted them into an 
interesting future sport. Disc has taken the

crap idea of a Frisbee game (and the 
dated feel of a Pong) and twisted them 
mto a hopeless one Sad. really 
•  RICH PELLEY

THE BOTTOM LINE
A boring old PongfTrisbeeJDiscs 
Of Tron variant that doesn't 
pick you up by the squishies 
and shake you up and 
down (as any decent 
sports sim should).

SPY VS SPY
Publisher: Wicked/EDOS 
Price: £7.99 
Release: Out now

This one's been around for ages, but it's 
had a new lease of life courtesy of EDOS 
(see Do The Write Thing), so we thought 
we'd give it a quick going-over anyway. It's 
a no-nonsense, no-fnlls port of the ancient 
8-bit versions of the MAD magazine 
cartoon licence, but that's no bad thing, 
because the 8-bit game was one of the 
funniest and most compulsive two-player 
games ever invented The action takes

PRISM GAMES
GET IT HERE FOR £2.99!A fter a resounding Phew from 

the software industry. Prism 
unearth their second batch of 

re-releases available to you. the reader, 
for little less than price of a Big Mac. 
chips and a medium sized milkshake 
(chocolate flavour), and less still than a 
four pack of Toilet Duck.

Rich Pelley was up to his 
eyebrows in A Level revision this 
month, so who better to give all 12 new 
games the once over treatment, we 
thought? (Unfortunately he only 
managed to review seven of them -  the 
rest next month.) Of course, we had to 
remind him that marking should bear 
little relevance to price. Like we said 
before -  crap is crap, even at £2.99.

HATE

Crusty o ld  arcod c-h it Zaw ron-inspircd  

Sam e in t i  l l  resurrection  shock-horror  

reve la tion . R ead on fo r the fu ll verd ic t...

Hostile A ll Terrain Encounter, for any 
anti-abbreviationists who may be 
reading, is a diagonally (yes. 
diagonally) scrolling shoot-'em-up that 
I seem to remember from my slightly 
less fortunate Spectrum days. Each 
level is in the form of a strip, complete 
with h ills  and terrains which you 
alternate between flying a space ship 
and driving a tank over. Nothing much 
has changed from the Spectrum (that, 
if anything, seemed slightly cuter ), 
but here it’s still quite enjoyable and 
even addictive. The best feature is the 
pods -  these attach themselves to your 
vehicle, determining the number of 
lives you have on the next level (as you 
don't have to start on level one each 
time, but instead on the one you died 
on). The worst thing about it is it was 
given away free with an old. long 
forgotten copy of New Computer 
Express, but since it's  now impossible 
to get a back copy, why not try it?
- 6 8  p e r c e n t

DEFLEKTOR
Despite appearing undeniably 
sellotaped to the front cover of a 
certain rival magazine that we'd all 
care not to mention (ZERO, actually),

A b ra in -m c lt in j p u n ie r  fo r  only C9.99. 
Snap if  up r i jh t  now , if  you know  w h a l't  

3° ° d  fo r  you.

Detlektor is still a rip-snorter of little 
game, and about as much of a give 
away as you could get for £2.99 
without Jimmy Savilo literally coming 
round your house and handing over a 
copy for free. To idea is to guide a 
continuous laser beam from the 
starting point to the finishing point of 
each screen by reflection and 
refraction via strategically placed 
rotatable mirrors. The puzzle element 
becomes how to -  and in which order 
to -  set the mirrors, so that cells can 
be zapped (which open up the receiver) 
whilst being snappy enough about it to 
avoid overloading your laser by 
shining it into walls, mines or back on 
itself. As is ever the case, it sounds 
silly but ends up as great fun. A bit of a 
must really. • 7 9  p e r c e n t

BEYOND THE 
ICE PALACE

And in today's (c o ld ) b last fro m  the past 
section w e've j o t  B e y o n d  The tee  Pj Ijcc  

-  a  sia year-o ld  m inor hit on the  Speccy.

Beyond The Ice Palace and to the 
North, legend tells of a mystical land 
where strange creatures dwell. It is a 
land of fantasy and magic, of goblins 
and ghosts, of good and evil and also 
(although they forgot to put bit this In 
instructions) rather like Ghosts n ' 
Goblins as well.

This too is a scrolling arcade 
adventure (with more emphasis on the 
arcade ), and quite a nice one at that, if 
looking rather heavily dated and 
distinctly BBCish in the graphics and 
sound departments. The instant die 
routine is a little annoying, as is the 
fact that most of your progress is 
made by that dull old method of dying- 
at-a-particularly-tricky-point-then- 
avoiding-death-next-time-round- 
because-you-now-know-what-to-do. 
but you do get eight lives (and don't 
get sent back all the way to the 
beginning or anything) to kind of 
compensate. What can I say? Nothing 
special, but a bit of fun for the price.
• 5 3  p e r c e n t

Hi Quality Version Available on AMIGALAND.COM



U P R P L E H  + D E M O L I T I O N

O ff, you j o .  C o  on , buy yourself a  copy o f  

Spy V t Spy  r i j M  this m inute ...!

place on a honzontaRy-split screen, with 
Black Spy and White Spy (either two 
players at once or one player against the 
computer) battling through various rooms 
of an office complex attempting to collect 
several spy-type artefacts and escape, 
while at the same time wreaking the 
maximum havoc on the opposing spy by 
cunning use of various booby traps. (And 
not-so-cunmng use of a b*g club, brought 
into play when the two protagonists enter 
the same room) It's all dead simple (at 
least, it is once you've figured out what the 
weird flashing con system is all about), 
and incredibly funny, except of course 
when you're on the receiving end of one of 
the booby traps.

Spy Vs Spy takes two-player conflict 
to its logical conclusion, stripping away all

DEMOLITION

« 4-

199? -  and p e o p le  a rc  still w r it in j  
B re a k o u t  ja m e t !  So how 's this d ifferent?  

W ell, it ’s j o t  a  sho ot-'em -up  h idden  in h ...

A straight Breakout clone this, but 
unfortunately it's  a straight Breakout 
clone that has been irrefutably out- 
Breakouf-cloncd by every other 
Breakout clone on the market. The only 
two notable changes from the original 
bat'n'brick game reads thus: your bat 
can be a) altered before play to seven 
marginally (and pointlessly) different 
sizes and is b) armed with a laser to 
shoot Pac-Men and cold roast turkeys 
(?) who try to rebuild tho wall whilst 
you're busy demolishing it.

So what's wrong with it? Well, 
unfortunately, without Arkanoids  
bonus canisters available for 
exploration and exploitation, clearing 
each screen becomes a methodical 
and tiring process of moving the bat 
back and fourth to hit the ball. (Wasn't 
that the whole idea behind the original 
Breakout ? -  Ed.) And besides, all the 
screens are the same (give or take the 
irrelevant scrolling backgrounds which 
change from screen to screen) so the 
game has no hook or addictiveness to 
it at all. Hardly three pec's worth of 
entertainment, let alone three quid's.
-  2 6  p e r c e n t

«- H I G H l l i n V  P R T R O L -*• M R N H R T T R N  D E R L E R S  + 
F I G H T E R  M I S S I O N

GAME REVIEWS

the unnecessary fntls and getting nght 
down to the basic one-upmanship that we 
all know is what it's all ultimately about, 
anyway. As such it's practically perfect, 
and if the graphics are a little on the crude 
side and the sound minimalist to the point 
of pnmitiveness. well, who cares7 Tfus is a 
fabulous game 
•  STUART CAMPBELL

THE BOTTOM LINE
Completely classic two-player fun. 
still highly entertaining in one-player 
mode, but that's kind of missing the 
point. Never mind even the 
great Bubble Bobble, this 
is what one human against 
another should be about.

SUPAPLEX
Publisher: Action 16 
Price: E7.99 
Release: Out now

Earlier this year Digital Integration 
released Supaplex with the launch of their 
Dream Factory label -  that's the one that 
carries full pnee arcade-style games And

B o u ld e r  d a sh  c o m e t bock to  haunt us one  

m ore tim e, in the j u i t c  o f S u p a p le x . A  

recen t fu ll-p rice r, j e t t i n j  the b u d je t  

treatm en t a fte r o m a tte r o f  months.

now here it is on budget already - 1 can 
only presume it didn't perform too 
brilliantly at the steeper price point.

So what've we got7 Well, we re told 
on the packaging that, there's 111 
imaginative and brain teasing levels to 
master m this fast moving and indeed 
puzzling game' Maybe there are and 
maybe there aren't - 1 must admit to being 
bored stupid by level five, so not only did I 
not get far enough to confirm the fact. I 
don't realty care very much either way

But let's not jump the gun. You know 
the sort of game this is -  it's a variation on 
Boulder Dash You play a Pac-Man-Uke

character called Murphy who's 'exptonng 
deep ins»de a crazy computer' -  the object 
of the game is to collect all the Infotrons' 
and avoid the 'Zonks' (hamburger shaped 
bombs which will blow to bits if they fall on 
you). They will fall down the screen when 
the green material that supports them ts 
eaten away by your good self. If you enjoy 
very basic graphics and simple maze 
puzzles, then -  hey! -  this might be the 
game for you. but I doubt it. There's no 
question at all that Supaplex sits far more 
comfortably at £7.99 than it's old poce 
point, but it's still a less-than-essential buy 
-  you'd really have to be in a very poorly 
stocked computer shop with a fair amount 
of money burning a hole m your pocket to 
consider it Very average 
•  MATTHEW SQUIRES

THE BOTTOM LINE
Fine at PD (indeed, that's what it 
looks like), but th is Boulderdash 
clone still looks a tiresome buy at 
th is new lower price point. Still, the 
box makes a great stand for a mug 
of tea or that potted plant 
your sister left behind 
before she went off 
to college.

HIGHWAY MANHATTAN 
PATROL II DEALERS

H i$ h w a y  P a tro l I I  -  the n ijh tm a rc  rc tu m i. 

if  you've ever d riven  a c a t  on sheet ice, 
you'll know  w het this feels like .

C44 days a rc  here a ja in  in the C t .9 9  (an d  

can 't you just te ll)  M a n h a tta n  b t a la n .  (Is  

this w hat the pub lic wants? W e th ink not.)

Highway Patrol II is possibly the only 
in-car driving game, where you have to 
chase a gangster around a barren 
featureless desert, available for the 
Amiga for under three pounds, and if 
the quality of this one is anything to go 
by. let's hope also the last.

Starting with the graphics -  
they're awful, introducing boring 
scenery and cars that lurch 
distressingly towards you.

The handling of the car is no 
better either -  expect to spend 98 
percent of your time driving across the 
sand (looking for the road that has just 
disappeared beneath you) and the 
other two percent spinning around 
after supposedly hitting a lamp post 
that looks at least 20 feet away. In fact, 
is it wasn't for the fact that the route 
isn 't set (this isn 't on a fixed course 
like OutRun -  you have to follow the 
gangster all over the place) then this 
may have been the first game so bad 
that it received a minus mark.
• 6  p e r c e n t

Not a Professional Ballet Simulator -  
as one may be forgiven for thinking as 
our hero nimbly tiptoes across the 
screen, deftly kicks his toe into the air 
and gets beaten over the head by a 
skinhead with a metal pole -  this is. in 
fact, merely a bog-standard beat-'em- 
up (but one where the main character 
unfortunatoly looks a bit of a g irl while 
trying out most of his eight possible 
fighting moves).

So what's it all about? Well, your 
job is to seize and destroy all drugs 
smuggled into Manhattan by furiously 
beating-everybody-up. pinching their 
drugs and setting fire to them (taking 
care not to inhale), whilst charging 
around a numbor of screens in order to 
unearth new baddies and new drugs. 
Very, very monotonous, in case you 
were asking -  perhaps no more so 
than many fu ll price bcat-'em-ups. but 
then again two wrongs (and one wrong 
w ithout even nice graphics to look at) 
don't exactly make a right.
- 2 9  p e r c e n t
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t i l l  ta b
A  very, v«ry (ve ry ) s im ple shoot-'em -up. 
rile  it  w ith  the  thousands o f  o th er less- 
than-in sp ired  horisontal scrollers.

A very simple shoot-'em-up this, so 
simple that if it wasn't for fear of the 
sack I could have just repeated the 
word 'very' 150 times and ended the 
review there. Suffice to say that 
moving about and shooting things is 
all that needs be done -  although at 
times you don't even need to do this: 
switching on auto-fire and remaining 
stationary (whilst the colourful parallax 
crash-into-able scenery scrolls 
horizontally towards you) is sometimes 
the most effective method of success.

Moving can even be a bit of a prob 
at times, as the controls are overly 
responsive -  although they probably 
have to be. as the sprites (and. for a 
pleasant change, also their bullets) are 
huge. And to conclude? Fighter 
Mission is R-Type w ith far fewer spills 
(and none of the frills), but still a few 
potential thrills. Not a bad buy.
- 6 2  p e r c e n t
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ONLY ULTIMATE PD ONLY 99P 
PER

DISKS *  |~
D264 • Shark Animation ( I Meg) M W )^ ^ e rio u s l^ G o o < ^ lu s i^ ^ ^  D278 - Madonna Hanky Pankv (P)D240 • At The Movies (2 Meg)
D279 - More Acrotoons ( I Meg) (P)

★  UTILITIES ★
U00 '

★  GAMES ★

D280 • Amy V.S. Walker Anim 
(1 Meg)

D294 • Life Of Brian (P) (2 disks) 
D297 - Anti Lcmmin Demo ( 2 Meg) 

(2 disks)
D298 • Robocop Animation ( I Meg) 

(P)D300 - Silcnls: Ice Demo 
D254 - Virtual World ( I Meg)
D150 - Windsurfer Animation (P) 
D315- Mr Potato Head ( 1 Meg)(P) 
D316 - Creature Comforts Demo 
D3I8 - 3D Pinball Animation (1 Meg) 

(P)D00I - Walker I (I Meg)
D002 • Walker 2 ( 1 Meg)
D003 - Walker 3 ( I Meg)D004 - Cool Cougar ( I Meg)
DO 12 - Rebels Megademo DOM - Space Ace Demo 
D023 • Stealthy 2 Anim ( I Meg)
D028 - Budbrain Mega Demo 

(2 disks)
D047 • RAF Mcgadcmo ( 2 disks) 
D045 - Arse Wipe Advert 
D059 - Red Sector Megademo 

(2 disks)
D062 - Red Sector Cebu 90 
D077 - Good Morning Vietnam 
D088 • Silcnts Megademo 
D095 • Outsiders Acid Demo D115 • Vision Mega Demo 4 
D127 - Chubbv Brown 
D134 • Garfield Demo 
D147 - Neighbours Slideshow D148 - Viz Slideshow 
DI51 • Robocop 2 Slideshow 
D153 - Epic Game Demo (1 Meg) DI58 • Operation Vark 
D160 - Exodus Real 3D (1 Meg)D163 - Probe Sequence 
D164 - Slycath Amazing Demo Comp 
D168 • Horizon Mega Demo 
DI69 - Budbrain Mega Demo 2 D176 • Jasper Carrot Demo 
DI84 - Dragons Lair 2 Demo 
D185 Wrath Of The Demon Demo 
D187 - Batman The Movie Demo 
D251 - Decaying Paradise (1 Meg) 
D264 - Hardwired ( I Meg)
D225 - Phenomena Enigma 

(1 Meg)
D231 - KGB Mega Demo (2 disks - 

I Meg)
D237 - Silcnts • Global Trash 
D240 • Vic Reeves Demo ( 2 disks) 
D241 • Ray Of Hope ( 2 disks)
D247 - DMob It’s A Lame Demo 
D284 • Odyssey - Alcatraz (5 disks) 
D312 - Anarchy • Seeing Is Believing 
D325 • Hvnautic Hammer 
D327 - Greatest Demos Vol 1 
D330 • Greatest Demos Vol 2 
D333 - Greatest Demos Vol 3 
D345 • It Came From The Desert 

Demo
D346 • Harrv Meets A ST Owner 
D347 • Shuttle Cock Animation 
D354 • NASA Slideshow 
D357 • KGB Mega Demo 2 
D359 - Kcfrens Guardian Dragon 
D370 - Terminator 2 Slide Show 
D379 - Navy Seals SlidcShow 
D388 - Track Ro Vectra

M002 - Seriously Good Music 2 M003 • Seriously Good Music 3 MO I 1 • DMOB Music 2 
MO 12 - DMOB Music 4 (2 disks) MOM - Rebel Megablast MO 16 • Micromix 2 M022 • Amiga Charts Mix 3 M029 • D Mob Music 3 M023 - Titan TVax 1 
M026 • Amiga Charts Mix 5 M029 - D MOB Music 3 
M034 • Amie Swarzcnaggar Total Remix (2 disks)M035 • Digital Concert 2 M036 - Digital Concert 3 M037 - Digital Concert 4 M038 - Digital Concert 5 M039 - Digital Concert 6 M040 - RAF Megamix I 
M042 - Bat Dance Remix M049 • Ben Elton (xxx)M057 - DMOB Music I M08I - Flash 2 (disks)
M l02 - Debbie Gibson's Electric Youth (2 disks)M 114 - Betty Boo - Doing The Do 
M12I • Band Aid 11 (2 disks)M l22 - RAF Beat Thiz I 
M l23 - RAF Beat Thiz 2 M l24 - RAF Beat Thiz 3 
M 125 - RAF Mcgamix 2 (2 disks) M l26 - Amiga Cnarts Mix 2 M l27 - Amiga Charts Mix 6 M 134 - Miami Vice Theme (4 disks) M l36 • Laurel And Hardy (2 disks)M141 • JM Jarre - Definitive M M3 - CD Player Demo ( I Meg)M1 4 4 -Flash! Queen (2)M159 • Techotronic Remix M16I • Crusaders Bacteria M183 • ScooPex Beast Sonix M l57 • Digital Concert 5 (VI)M151 • Crusaders: Genesis M l32 - Depeche Mode Mix Disk M156 • Seal Crazy Remix ( I Meg)M185-1 Think We're Alone M186 - Everybody Dance Now M l87 - Doing The Do (Remix)M189 - Amazing Tunes (I Meg) (3 disks) M l90 - Move Any Mountain M192 - Charlv Remix 
M l93 - What Can You Do For Me? M l94 - Bruno Music Box (2 disks)
M195 - Manic Raves (2 disks)Ml 9 9 -S tar Trek Theme
M201 - Journey Into SoundM203 - Looney TunesM205 - Vogue CD PlayerM206 - Flashing BytesM208 - Remember The Time (Remix)M209 - Enjoy LiveM211 - Rave Around The ClockM212 - Raver's DelightM216 - GenesisM217 - Dirty Digit SongsM225 - Phil CollinsM226 - The Wall By Pink Floyd (6 disks)M229 - Desire Lego LandM230 - Manic Raves RemixM2 34 - 808 State RemixM24I - The EouiliserM246 - Music Dream 2M247 - Four SeasonsM248 - Flash Team MusicM249 - Move Any MountainM251 - Roger RamjetM253 - Crazy Looney TunesM260 - Old Soul Remix
M265 - Stand By MeM269 • My Girl

(3 disks)U0I2 - Mega Utilities (175 utilities)U024 - S id  Cli UtilityU039 - Ami base V3.76U042 - Front DiskU043 - Kim DatabaseL'059 - Clip An
U062 - Ultimate PD Copiers ♦Virus Killers Disk U069 - Demolisher Utilities U071 - D-Copv 
L'073 - Hard Disk Utilities U074 - Easy Back Up And View 80 U075 - Pascal C Compiler U078 - A500 ♦  Utilities (For The A500 ♦ only)U080 - TurbotitlcU081 - S-MovieU082 - GraphsU083 - Drawmap V3.1U085 - RBase 11 V5U086 • Text Engine V3U025 • Sid VI 6U091 -O pti Utilities 2U093 - PCQ PascalU094- M.U.K V2.1U095 • Zero virus -» Boots V4.30U096 - ST Em ulatorL'098 - Amibase V3 6.7U099- M-CADUI01 -C  M anual V2.00
U103 - Iconm aniaU104 - Messysid 11U105 • Insanity ToolsU106 - Im plodcr V4.0
UI07 - N-Comm V I.9 2 1U I08-A m iga MCADU109 - D Paint Cartoon BrushesUI11 - D Paint Font Disks (4 disks)Ul 12 - Ham Radio Utilities (5 disks)Ul 13 - Programming Disk (2 disks)Ul 17 - Sound Applications (2 disks)U119 • Video Applications (2 disks)U128 - The Comms Disk
UI29 - D- Paint Clip Art ( 2 disks)Ul 30 • Video Graphics (4 disks)U132 • Genealogy (I Meg)U066 - C-Light 0  Meg)U135 - New Super Killers U138 - Electrocad VI.4 Demo U139 Spectra Paint V3.0 U140 - Language Tutor U145 • Database Master 2.0 
U146 • Dynamite Brush Fonts U147 • Tcxtplus Word Processor UI49 • Mea V3.10 U151 - Dice V2.06A 
U152 • Pagesetter Clip Art ( 8 disks)U15 4 -Night Flyers Utilities IV U156 - Vector ball Editor ( I Meg)UI57 • Antivirus V3.14U158- Kids PaintUI59- Text Engine
U160-Windows Bench
UI61 - PDS Utilities Nol Printing UtilitiesU 163 - NCommc V1.921
U 164 - Work Bench 2* Work StationU 165 - Video Screens
U167 • Cursor Basic CompilerU168 - JRComm V I.02U 171 • Super C. CommandsU172 - P. Suite VI .4
U 173 - The Ripper GuideU174 • Jam Ripper VI.7 Jam Cracker VIU175 - Beatnx Potter Clip ArtUI77 - Thief Sound Ripper V3.0U178 - Faulty Towers SamplesU I79 -N ew s Flash 21UI83 - Swag No 4: FractalsUI84 • Little Bench

U186-Draw Map V3.I 
GOO! - Star Trek 3 (2 disks)G006 - Breakout Construction Kit G008 - Board Games (Monopoly etc) G014 - Buck Rogers 
GO 15 - S tar Trek ( 3 disks. I Meg)GO 16 • Tennis (1 Meg)G020 • Train Set G024 - Pipeline 
G026 - Treasure Hunt G031 - Drip!
G033 - Jeopard (1 Meg)G034 - Dragon CaveG037 - Seven TilesG038 • Pom Pom Gunner
G043 - Mental Image Games DiskG056 • Strategy GamesG057 - Simpsons GameG059 - Bionix II (I Meg)G062 - Atic Atac (1 Meg)G065 - Battle Pong (1 Meg)
G066 - Frantic FreddieG068 • Air Ace IIG069 - Down Hill ChallengeG070 - UamatronG07I - Sky Flyer
G074 - Revenge Of Mutant CamelsG075 - Jet man
G077 - Asteroids
G078 - TwintrisG079 - Card GamesG080 - Battle CardsG08I - Mind Games 21
G083 - Sword Of The WarlockG084 - Solitaire
G086 - ScrambleG087 - Dungeon On NadrojG088 • Royal Boulder DashG090 - Sub Attack
G092 - Mega Ball
G093 - Air WarriorG095 - Super Skoda Challenge

*  SPEC IA L *  
O FFE R S

UNBRANDED 
BLANK DISKS 

38p EACH

DISK BOXES
3.5".... Cap 10............99p
3.5".... Cap 40......... £4.00
3.5’ ... Cap 80......... £6.50
Mouse Mat............£2.99
1000 Disk Labels...£9.99 
512K Memory- Upgrades
With Clock......... £32.50
Without Clock.... £28.50

We also stock  Fred 
Fish d isks 1-596 & 

T-Bag 1-59M271 - Simply Red-Stars (2 disks) UI85 - Plotting ♦  Graphics: Plot-X-Y
Please m ake cheques and  p osta l orders payable to: 

U ltim ate PD.
The U ltim ate PD Mag  -  Catalogue d isk  is available 

for 75p or free w ith  orders o f  2  d isks or

PIT VSE SEND ORDERS TO
ULTIMATE PD 44 FESTINIOG ROAD, GABALFA, CARDIFF CF4 2QS, WALES

M l d isks are 99p  each, som e titles are o n  more  
than  I  disk.

Please add SOp p&p to the total order. 
European orders please add SOp per disk and

the rest o f  the world add 75p per d isk  V IS A
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Welcome to the only page in the magazine that’s so good 
it, erm, gets two intro bits - this one, and the one 
underneath, where Stuart normally ‘has his say’. (Look 
below to see what he’s wibbling on about this month.)
As for the rest, we’ve got the great L e m m in g o id s , the 
okay P a ra c h u te  J o u s t and the crap (sorry, out of room...)

H ello again chums, and welcome to your favourite bit of 
the magazine -  the second PD column intro. The letters 
have been flooding in over the past few months from 

readers telling me how much they love this little corner of the 
mag, so thanks very much, Gran. As regular disciples will know, 
this is the bit where I usually pontificate for a while on the state of 
the PD 'industry', complain a bit about not getting any review 
games, and then whinge a little about how everything these days 
seems to be Licenceware and Exclusiveware and Three-Piece 
Suiteware and all the rest of it, and how difficult it is for a simple 
Scottish lad like myself to keep up with it all. And this month 
wasn’t going to be any different, until I realised that I'd already 
used up my word count with ail this rubbish and I was just going 
to have to get on with the reviews. Damn.

GALAGA '9 2
(Virus Free)

I was really excited when this one came m 
-  a great update of a great arcade game', 
claimed the writing scrawled on the disk 
label, so I wasted no time m slapping it 
into the disk drive and standing by to 
revisit one of my very favourite arcade 
games ever. Yes. I know. I should have 
known better, but I'm just a na»ve romantic 
when it comes to this kind of thing

The doc file is full of breathless prose 
about 16-colour graphics. 300 frames of 
animation and all the rest of it. but. on 
every machine we tried the game, what we 
got was lots of appallingly flicKery black-

LEMMINGOIDS
(G S P D )

‘W hat, another Astero ids 
game?', I hear you all 
enquire Interestedly. 

Well, yes, but th is isn 't just any old 
Astero ids game, oh no. This is  an 
Astero ids game we've already 
reviewed and put on our coverdisk. 
Eh?', I hear you all wonder, but wait -  

although this is  basically exactly the 
same game as Issue five 's cover- 
mounted Am igolds, it's  worth 
covering again anyway, because this 
time it's  been updated' into a 
charming and funny spoof on (can you 
guess?) Psygnosls' classic puzzler 
Lemmings. Instead of asteroids you 
get various sizes of little lemmings,

•S r *
A

Instead of a 
spaceship you get 
an umbrella, and 
Instead o l boring 
old bangs and 
crashes you get 
m illions ot brilliant 
sound effects sampled 
from Lem m ings Itself,
Sm ash TV, Loadsamoney 
and Lotus Turbo Challenge 2, 
amongst others. The game Is the same 
as ever, (except w ith the addition of a 
neat intro sequence, and the fact that 
it ’s now sadly a one meg only job), but 
it 's  somehow much more fun to play 
when thrusting your ship around is

accompanied by the 
screech of a Lotus's 

tyres and blasting an 
enemy craft brings 

an enthusiastic 
shout ot Bingo!'.

For the sheer 
enjoyment I'll

- .  forgive th is one the
little hyperspace

. bug which makes it
possible fo r you to 

spend the entire game In 
a completely invulnerable 

state... Still, nice one.

VERDICT: Even H you’ve got the 
game already, it's well worth 
getting it again just for the 
chuckle factor. This is what PD’s 
all about. * * * * *

In L e m m in g o id s , you 

have to  (h o o t lots o t  

little  lem m ings. It's •  

b it Uk« A s te ro id s ,  I

that's abo ut it  really. 
(O h  no , lots o f  space 

to  90  y e ti)
( (n s ._ )  Hay, d id  I M il 
yon my g re a t new  

johe? No? H ere goes 

then: W hat's p ink.

unem ployed? G ive up? 

I f s  (S n ip !  - id )

■  ___________

A hem . The only b it o l  GeJege f f  that we 

cou ld  set to  w o rk  property- Shame.

and-white sprites and sluggish, almost- 
impossible gameplay.

A call to Virus Free revealed that 
they’ve had a lot of problems with this one. 
but that they’ve managed to get it working 
on one particular Amiga configurat on 
(they couldn’t remember which one), so if 
you've got some really bizarre set-up with 
loads of extra memory it might well be 
worth your while giving Virus Free a call 
and checking it out For the majonty of 
ordinary Amiga owners out there, though, 
this «  one to steer well dear of.

VERDICT: Not so much a review as a 
warning, here. Galaga 92 sounds nice, 
but if you've got a normal set-up it 
won't be any use to you at all. so don't 
go chucking your money away. *

PARACHUTE
JOUST
(17 Bit)

Looks just like  one o f those fem es Bond 

gam es fro m  D o m erk , doesn't H? W elch  

your b eck  there , M r Shccpt

One of the best things about PD is that it 
allows for games which are good for five 
minutes' light-hearted fun but would never
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CRAZY SUE
(Virus Free)

H ey. something's wrong -  we 
haven't had a cutesy 
horizontally-scrolling platform 

game thing yet this month. But -  phew 
-  wouldn't you just know it. here 
comes one now. Crazy Sue looks like 
half-a-dozen other PD games we've 
reviewed In recent months, but it's  the 
best one I've seen since Dark Things.

Predictably simple in concept, all 
you have to do is get from one side of 
each of the game's many levels, 
collecting the key to the end-of-level 
door and lots of bonus point things, 
while avoiding the various wildlife and 
landscape hazards which are. as ever, 
deadly to the touch. (Why can't we 
have a game, just once, where 
woodland creatures run away In fright, 
or just come up and give you a friendly

lick or something?) Crazy Sue is a 
sight more playable than most of the 
efforts we see though, and 
surprisingly addictive too (well. I was 
certainly surprised when I found 
myself playing it repeatedly, anyway).

Each new level adds just enough 
in the way of new features and 
enemies to make you want to see what 
the next one's got to offer, and the 
stages are just short enough that when 
you die and get sent all the way back 
to the start (annoying though it 
remains), the game still manages to 
fall on just the right side of the fine line 
between compulsiveness and 
irritation. Lovely, really.

VERDICT: A well-worn theme, but 
executed as well as anything 
we've seen in the PD world for 
ages. It won’t change your life, 
but then you probably like your 
life fine the way it is. * * * * *

C rs iy  Sue takes a  b re a th e r a t the e n d  o f the l in t  lu g e  to  w o n d er w here a ll the bad  

ju t s  have gone. D on’t w orry Susie, there  a rc  p lenty m ore w here they cam e fro m ...

make it as commercial products.
Parachute Joust is a fine example of 

that notion, being a bizarre and extremely 
limited little oddity in which two little sprites 
(this is a one or two player game) jump 
from an aeroplane, but with only one 
parachute between them. They must fight 
with each other as they plunge from 
15.000 feet, and the chute is likely to 
change hands several times before one 
unlucky combatant plummets to h«s death 
(?) through the roof of a farmyard barn on 
the ground below. (A well-done sequence 
this, as we see the loser first from 
overhead and then from a side-on 
perspective crashing through the roof and 
scanng some nearby sheep and suchlike 
Indeed, the standard of presentation ts 
pleasingly high throughout.)

This 6  accomplished by simple up- 
down-left-nght joystick control and -  as 
you might expect -  it's not the most 
demanding or involving thing you've ever 
seen. In fact, if you're playing by yourseH, 
you'll be doing well to suffer three games 
in a row. With another human brought into 
the equation, though, competitive spirit 
really comes to the fore and it becomes a 
lot more satisfying to send your opponent 
crashing to Earth All the same, it's a bit of 
a nine-minute wonder, but like I said 
before, if you can't have a txt of quick fun 
with PD. when can you?

VERDICT: You'll play it for a day and 
never load it again, but good for a 
laugh anyway. And we all need a bit of 
a laff now and again, don't we? *  *

SERENE III
(Virus Free)
Right, time for thts month's Shoot'Em-Up 
Construction Kit vertically-scrolling 
blasting game. I think Serene ///is. erm, 
just such a game. It's got shooting m it. it 
scrolls (vertically, as it happens), it's. urn... 
Oh boy. Oh yeah, and it's got metallic 
graphics, too' Er.. and end of level 
baddies, of course. Uh... I suppose the 
second level is mildly interesting, with 
strange gravity defying stalactites falling' 
sideways at you. but. well. Sorry, but I'm 
bored now

VERDICT: M indbogglingly average zap 
game with unlikely enemy attack

Ye», w t ’rc  a fra id  this gam e realty is a* dull 
as this screenshot m akes H lo o k!

patterns, deeply uninspired graphics 
and crap sound. Not actually any worse 
than the majority of PD games in the 
genre, but you've seen a hundred of 
these by now. Zzzz. *

In W ilb e r ts  W in te r  

W o n d e rla n d ,  plum  

d u ff a n d  c a ro l singers 

com e accom pan ied  by 

g ia M  dead ly  

exp lod ing  Christmas 

crackers. W eil, it's still 
not as b a d  as the K b *T  

Cdmonds Show...

WILBERT'S WINTER WONDERLAND
( D e ja  V u )

L icenceware tim e again, chum s 
(deve lop ing a very fam ilia r look 
to the co lum n th is  m onth, aren’t 

we?), w ith  the sequel to  strange 
p la tform  game Son O f W ill w h ich  we 
reviewed in  issue nine. It's  in  m uch the 
same s ty le  (and it 's  one meg again), 
except th is  tim e there 's  (odd ly , I th ink) 
a C hristm as theme, w ith  o u r hero 
k illin g  baddies as he exp lo res a 
p la tfo rm  landscape by pum ping  up 
C hristm as crackers un til the explode, 
fa ta lly  m aim ing the bad guys w ith 
shrapnel (and presum ably b its  of 
razor-sharp p las tic  false moustache). 
The graph ics are w in try  and pretty, but 
the gam eplay is  im precise and 
unsa tis fy ing . Um, tha t's  about it, really. 
Can I go yet?  (No -  Ed)

VERDICT: Quite novel and quite 
cute, but at the end of the day 
not actually very much fun. * *

This month S contact addresses: DEJA VU. 25 Park Road. Wigan. Lancs WN6 7AA 0942 495261 GSPD. 46 We! er Drive. Camberley. Surrey. GU152YA; 

17 BIT. 1st Floor offices. 2/8 Market St. Wakefield. WF1 1DH 0924 366982; VIRUS FREE. 31 Fanngdon Road. Swindon. Wiltshire. SN1 5AR 0793 512321

Hi Quality Version Available on AMIGALAND.COM



FREE! F R O M  S IL IC A LIMITED OFFER!
STANDALONE MODEL

•  512K AMIGA 500 COMPUTER

•  BUILT-IN 1Mb DRIVE

•  A520 TV MODULATOR

•  MOUSE CONTROLLER ^

ARCADE ACTION PACK:
10 Superb eruertamment t>oes 
ASTERIX C24 99
CHESS PLAYER 2150 C24 95 
DRIVIN FORCE C19 95 
UVE ANO LET DIE C19 99 
ONSLAUGHT C24 99
PIPE MANIA C19 99
RICK DANGEROUS C24 99 
ROCK N  ROU. E19.99 
SKWEEK 0 9 9 9
TRIVIAL PURSUIT C1995

PRODUCTIVITY:
PHOTON PAINT 2 0 CW 95

PLUS! '
FREE FROM SILICA:
•  PHOTON PAINT 2.0

•  ARCADE ACTION GAMES PACK

•  GFA BASIC INTERPRETER V3.5

•  16 NIGHTS HOLIDAY 
HOTEL ACCOMMODATION

«o anyoy a breakat home cr «c*oad

16 NIGHTS HOLIDAYHOTEL ACCOMMODATION
(w y  « n g i 500 ana 000 S ea a m  

«*h * Vw 72 pao* oOoj trxtoyv ■*>

TOTAL VALUE: C359.T3

W O RTH
NEARLY INC VAT & DELIVERY REF AMC 0550

A M IG A  6 0 0C A R T O O N  C L A S S IC S

2 0 .  HARD DISK’
vision avnu& e

U m ro to t m i mMw k I re *  re -  CO TV drnet to  p *  4m ^s SOO end 400 
corrputert Sa-ph pug the O m t onto you  Amga tfC  you h»v* th« newer 10
•  USE TMC SUCCCSSfUU RANGE O f COTV SOFTWARE A v m I tro y  <4 

ie # t ere e veW e  now r « j m on we b##ig n e e w d  e4 r»  erw  w m m e
CD $ «M » t 10 remew WCMo o* data |o * r  fitO Amga Itccey d a u ’l. 4 •  
n  < M  "H IM  tot  K R aw * bated srou«J e w t tn w t  m u te  
eOucaton 'ito t"c t*a )m u d > rto » '

•  PLAY NORMAL AUOtO COs The n q r 9M tf»  CO Plate* (4 I  0»W
um cangi w w a  sound ouatty Slat e  aqua to me besttop and CO pare* 
n M M  tgoey The COTV o n e  goes you me aw ry »  program me CO 
Payer on-screen to sewer random piey pre-aer play erda* and rx *n  mere

•  PLAY ANO SEE CO.O CDs Nor omy do you gw hgn ouaMy audo out 
CO-O iCompaa Dea •  Grsctocsi p ta c n  graphics on to w n  ■rde me 
tract *  pleymg Theee p s p h e t a-e u tua ty bated on me mem# o> me 
Vaca or can be me >ync* o l me teng

e 1Mb AMIGA 500 PLUS
•  BUILT-IN 1Mb DRIVE
•  A520 TELEVISION MODULATOR
e THE SIMPSONS • BART v SPACE MUTANTS 
e CAPTAIN PLANET AND THE PLANETEERS 
e LEMM INGS________
•  DELUXE PAINT HI
PLUS' FREE FROM SILICA
•  PHOTON PAINT V2.0
e ARCADE ACTION GAMES PACK
•  GFA BASIC INTERPRETER V3.5

C399 99 
FREE 
FREE 

C24.99 
C2S99 
C2S99 
C79.99

•  1 Mb AMIGA SOO No Hard On*) .
•  DELUXE PAINT ■  (0M bHO verwonO toN
•  MYSTERY' GAME 1044b MO vernon onto
•  I YEAR HOME SERVICE WARRANTY 
PLUS' - FREE FROM SIUCA
•  PHOTON PAINT V2 0
•  ARCADE ACTION GAMES PACK
•  GFA BASIC INTERPRETER V3.5

P LU S ! to ta l  p .
16 NIGHTS FREE HOUOAY LESS P*

ACCOMMODATION S

TOTAL PACK VALUE C9I6 68
t£ S S  PACK SAVING CSS7 6B 

SILICA PRICE C3S9.00

PLUS!
16 NIGHTS FR EE HOLIDAY 
HOTEL ACCOMMODATION ccoasre

IE V4T - 0EUVERY IS FREE O f CntHC.r ;s THE UK MAWLANO

MAIL OAOER 1 I  Weisy Kiin«f1ey M  S«Jcu? *Ger>t DATA 40X W: MI-309 1111
Peer U m  Cy»- ttomSel SOO»m«OOp»»________ No lee Mare Oeemp_____________»e. No Qt’ Xa  oeoe( SILICA SYSTEMS OFFER YOU 1 5? torv-.Mm Cot-: (load London W1P ceA W : MI-MO 40M

OtlOfU S-'tC Lord*- w iA IAS Tel 171-029 1234•  FREE OVERNIGHT DELIVERY: On at hardware order* tipped m So UK mainland
•  TECHNICAL SUPPORT HELPLINE Team o> techneat experts «  your service
•  PRICE MATCH: We noimtfy match compactors on a ‘Same product - Same pnce‘ basis
•  ESTABLISHED 12 YEARS: Proven tree* record m professional computer tales
•  BUSINESS .  EDUCATION •  GOVERNMENT Vo*/-« dscouts avaiabl* C81-30S06M
•  SHOWROOMS: Oemonslrabon and trammg lacdbet at OU London A Sdcup branches
•  THE FULL STOCK RANGE: A; ot you reQjcemenls Pom one tuppt«r
•  FREE CATALOGUES: w a  be mated to you w«i oners and sohware-penpheral desata
•  PAYMENT: By cash, cheque end at mayor credit cards
Before you deodo when to buy you new Arrvga computer, we suggest you »vnk very ceretoby about

SI0CUP SHOP

To: Silica Systems, AMPQW0692-80. H  The Mews Hathertey Rd. Sifcup. Kent. DA14 40X
PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE

T n .  A4 0 0

_____ :____________________ x
c o M W  t o m  r e  *5 0 0  N

l O J l V n d f  N  i n g i  S iM rf ca rs i t t l i K
NM> %> ac(IM -*X9BOrtU» port K

R O M  r a m  e r  
v> r «  t a t )  m

64 PAGE COLOUR CATALOGUE
YOURS FREE! WHEN YOU COMPLETE & 

RETURN THE COUPON BELOW
O  Commodore AMIGA

WHERE you buy « CcnsaJar what 4 «*• be i*e  a few monms after buying you Amiga when you may 
regime adotcnal peripherals or software, or help and advee with you new purchase And. « *  r e  
company you buy from contact you with decats c4 new products? Ai S*ca Systems we ensue mat you 
wtf have noting to worry about We have been established tor over 12 years and. w*> ou unnvaied 
eipenence and expense w* can new dam to meet ou  customers' requirements wtn an 
understandng whch it  second to none But don't just ta*e o u  word tor 4 Complete and retoxn me 
coupon now tor ou  latest Fra# MenMue and begm io eiponence me *Seca Systems Service'

I  U r M r s M it s M t  

I  Address

Surname

Postcode

MAIL ORDER HOTLINE

081-309 1111
SIUCA

SYSTEMS H
1 W  (Home) Tel (W o rk ) -------------------------- -----------------

|  Company Name (rf a p p tc a b le ).................. ... ...................................................

IwhCh computers) <t any. do you own? 80 J
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THE MAGAZINE ABOUT 
GETTING SOFTWARE FOR 
FREE - YOU'LL NEVER NEED
TO PAY AGAIN!
Every month w e  
show  you the  
good (and  
sometimes the bad!) 
so ftw are  packages  
th a t come into the 
public dom ain . W e tell 
you h o w  to get hold of 
them , h o w  to use them  
and how  to get the  
most out of them .

From gam es to utilities, 
from  demos to 
business packages... 
it's all in here.

The June issue is on 
sale now!

D o n 't m iss it!
JULY ISSUE ON SALE 

4TH JUNE

Ttt another superb mogaxine from Mure Publishing the 
company that brings you 
Amigo formal, ST formal,

ure
P U B L I S H I N G  PC formof, PC Answ«n_.
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AMIGA POWER and RENEGADE present a FIRE & ICE competition

Flushed in a hot and cold sort of a way over the glowing review of Fire & Ice (this issue), Renegade (home of 
the stars) are offering lucky AMIGA POWER readers the chance to win a holiday in scintillating Sicily! You -  
yes, you! -  and a friend could spend five days in the land of sunny villages, and (ahem) Mount Etna. (Don't 
worry, we don’t expect Etna to actually erupt or anything while you’re in the vicinity, but please note -  
readers under 18 years of age must be accompanied by a parent or guardian.)

(But what about runner-up prizes for the kids? -  Ed.) Thanks, I was just coming to that. Renegade have 
also kindly donated 10 (that’s ten) Fire & Ice T-shirts for the runners-up. Groovy, or what?

RULES AND REGULATIONS

•  Employees of Future 
Publishing. Renegade and 
fans of The Mission are not 
allowed to enter.

•  As stated above, if the 
winner is  under 18 years 
old. they must be 
accompanied by an adult.

•  The Ed's decision, no 
matter how cold and harsh, 
is final.

•  Entries without the ta lly of 
words you've come up with 
on the back of the envelope 
w ill go in the bin.

•  The closing date for entry 
is 30th June 1992.

F L A M IN G  C O L D
So just waddya have to do to win? Okay, try this on for size:

We want you to send us as many song titles with the words FIRE or ICE In them as you can.

AND as a final tiebreaker, te l us the name of Stuart's favourite-pop-group-who-have-the-word-FIRE-m- 
their-name (it's been mentioned before In AMIGA POWER).

Pop your entry into an envelope with your name and address enclosed AND the number of songs you came 
up with written on the back, and post it to us at: YOU'RE FIRED!. AMIGA POWER. FUTURE PUBLISHING. 
29 MONMOUTH STREET. BATH. AVON. BA1 2BW.
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D E F IN IT IO N  O F
so u n d

"WAITER! THERE'S A FLIGHT 
SIMULATION IN MY SOUP!"
Ha ha ha. Erm...yes. This month in Definition Of Sound we praise the high-fliers 
and shoot the junk down in flames to bring you a definitive guide to flight sims.

And one o f  the most 

com m on com plaints  

w e h e a r b  ab o u t the 

lack o f d e ta il in flight 

simsl N o t h er«  -  

planes from  just abo ut 

c v c rr w ar (an d  sim) 
eve r seen cram  

them selves in to  one 

Arnica screen.
(S pec ia l note  to  anr  

a ir  tra ffic  controllers  

in the aud ience: is th is  

w hat your nightm ares  

lo o k  like? )

You could say the whole flight sim thing started with those old 
arcade games in the BIP mould (you know, one dinky little two- 
dimensional biplane dogfighting another across a single screen), 
but we won’t. Let’s instead say it started way, way back on the 
Sinclair ZX81 (and you can put that Police Squad gag back in the 
bag, son, before you get hurt), and has since manifested itself 
many times on every form of home computer system since, 
including -  of course -  the Amiga. As it stands, the Amiga's not 
the best machine on which to run the convincingly fast displays 
necessary to simulate flight, but at least it’s not the worst...

Early flight simulations concentrated 
more on simulating the actual 
piloting of an aircraft, and so placed 

little importance on the speed and fluidity 
of the screen display update There's a 
fine line to tread between that and a 
simulation of flight itself -  in which the 
onus is less on the technicalities of 
pushing buttons and more on developing 
your flying skills and the execution of 
marvellous manoeuvres, like the pilot of a 
stunt plane performing exoting rolls and 
loops or a graduate from the Tom Cruise

Hi Quality Version Available on AMIGALAND.COM



school of dogfight.ng and Top Gunning
Flight dynamics -  essentially the way 

the plane handles -  are obviously 
important The plane has to feel real -  but 
not necessanly realistic -  in its simulation 
of the subject m question. If real' means 
that only experienced pilots will be 
impressed it's of little use to Joe Public A 
technically accurate simulation is 
worthless if it doesn't actually feel as if an 
aircraft is being flown.

Of course, playmg a flight simulation 
which revolves solely around recreating 
flight dynamics is about as interesting as 
rearing a book of technical information on 
the subject. If those magnificent men are 
to feel as if they are really sat in the seats 
of their flying machines, a be'-ievabie -  and 
interesting and interactive -  environment 
needs to be provided. A Real World 
Environment if you will. If you were piloting 
a simulated stunt plane, you'd want to put 
it through its paces around tricky terrain 
packed with objects to negotiate (in fact, 
that's at last become the subject of a flight 
simulation with Disney's Stunt Island 
which is soon to be released over here via 
Infogrames). Pretend pilots of frisky 
hghters and chipper choppers need people 
in tanks and the like to shoot. Some sea 
might be nice A few trees would help And 
how about some cloud formations7

A careful balance must be struck 
between p ro v in g  sufficient significant 
detail and a suitably speedy and fluid 
update m order to suspend the player s 
sense of disbelief Sadly, most Amiga 
flight simulations are slower than snatls 
and so are soon brought down to earth, 
leaving little more than tedious flight 
models to play with.

The worst thing about most flight 
simulations is that their authors take the 
subject matter a little too seriously for their 
own good at times The 
results are often well- 
crafted but hollow shells

A -1 0  Tank K i lle r  -  ano ther gam e le t dow n by lock o f  

enthusiasm in the fram e upd ate dep artm ent.

B lu e  M ae  -  an o th e r case o f n k c  graphics, shame they 

don 't m ove occasionally- A  pity, really.

propelled to instant classic 
status on its release. 
Despite its slow visual 
display, the illusion of 
Being There is strong, 
thanks, by and large, to 
meaty sound and 
sufficiently escapist 
mission scenarios that 
commence with a landing 
on an aircraft earner and 
lead up to daunting task of 
escorting the President's 
plane and fending off 
attack F/A-18 has lost 
little of its charm in the 
four years since it 
appeared

F/A-18 author Bob 
Dtnnerman went on to 
write two Jetfighter 
simulations in the same 
vein for the IBM PC and 
compatibles. Jetfighter II is 
currently being converted 
to the Amiga by Velocity 
for release over here 
through US Gold m 
September.

the stars and runway lights come out at 
night, everything's correctly lit and almost 
everything has an associated sound, and 
there are 12 flexible mission frameworks 
on offer The intent outweighs the result 
however, for Birds Of Preys environment 
lacks oomph much of the time. Its biggest 
problem though is (well, you should know 
the dnll by now) its speed

SERIOUS...

THE MESSER- 
SCHMITT TWINS
Simulations don't come 
much more serious than 
Domark's MIG-29, its 
sequel MIG-29M Super 
Fulcrum, and Electronic Arts Birds Of 
Prey

The team behind the two MiG 
simulations, the Kremlin, would rattle on at 
great length about the quality of their Flight 
Dynamics but to no avail To us humble 
laymen neither simulation feels radically 
different from any other, and both are too 
empty and uptight, so to speak, to provide 
much excitement for all but the 
hardcore bore.

On paper. Birds Of Prey seems like 
the ultimate flight simulation. It caters for 
all (we«. most) aircraft tastes as it 
incorporates 40 different planes to fly. 27 
Western and 13 Russian, ranging from 
fighters to bombers and transporters 
Admittedly each one has the same 
cockpit, but they an purportedly have the 
correct Flight Dynamics (Big Deal). BOPs 
attention to detail is quite something, too. 
Undercarriages retract correctly, hangar 
doors open and dose, radar dishes rotate.

"F- I 511 is 
packed 

with hellish 
hit-and-run
missions"

BUT LET'S GET REALLY
One simulation that does 
come more serious than 

Domark's MiG duet 
and EA's. erm... 40- 
et. is HiSoft's 
ProFlight In 
ProFlight. flying a 
Panavia Tornado has 
never been so 
business-like a task 
There are dozens of 
tweaky options but 
few interesting 
missions to tackle.

and it aU just looks far too plain for its 
own good

At completely the other end ol the 
spectrum. Image Works SkyChase in 
which two wireframe-drawn fighters dog 
fought and nothing else, s  simple and 
entertaining enough for about 25 minutes 
with a pair of human players.

Fortunately, the two styles of flight 
simulation -  the simulators and 
simulations, if you will -  have been 
merging and maturing over the years to 
give us such delightful produce as 
Electronic Arts' F A-18 Interceptor 
Ocean s F-29 Retaliator. MicroProse's F- 
15 Strike Eagle Hand Core Design's 
Thunderhawk They mix arcade-style 
action with simulatonness' in varying 
quantities and with differing degrees 
of success

F/A-18 Interceptor was the first 
Amiga flight simulation (and one of the 
very first Amiga products full stop) to be

MEANWHILE. BACK IN THE
r | h i | n r  ln F-29 Retaliator. written tor 
I U IU I IL  Ocean by Digital Image 
Design, you get to fly the Grumman F-29 
or ihe Lockheed F-22. a pair of swish -  
and sexy lookmg with it -  planes that 
supposedly represent the future of 
fighters With the emphasis firmly on 
action, the player's participation m four 
different theatres of war affects their 
respective outcomes. There's plenty to 
look at, with some detailed craft, ships, 
bridges and assorted other landmarks, 
and it's all rather speedy with it. A pity then 
that it's littered with little bugs.

Staying with the future of fighters, 
MicroProse's F-19 Stealth Fighter bnngs 
you the almost radar- 
invisible F-19 and it’s 
uglier, but even more 
difficult to detect, 
stablemate theF-117A 
There's vast tactical scope 
here once you get the hang 
of flymg either plane, but 
that's easier sad than 
done -F -1 9  pokes a toe 
over The Thm Line into the 
realms of simulatordom

But we digress..
MicroProse's F-15 Stnke 
Eagle II (its predecessor 
never made it to the 
Amiga) leans more towards 
the simulator sde of things, 
but the piloting is 
presented m such an 
accessible way that it 
manages to provide 
premium playability 
nonetheless F -75 //is 
packed with dirty dog 
fighting and hellish hit-and- 
run missions, and when it 
comes to remote views of 
the fighter there's a novel 
Director mode which 
provides impressive.

DEFINITION OF

sound

though sometimes impractical, camera­
work Suffice it to say. there's nothing to 
touch it.

INSERT 'CHOPPER' GAG
n r  n  r  Core's Thunderhawk. on the other 
n t l lL  hand, lets you pilot a top copter 
bnstlmg with weaponry instead ft's a bad­
ass beast to be sure, and it needs to be. 
what with 60 progressively challenging 
missions (comprising combat wilh drug 
barons and the liberation of entire 
countries). Ramblers won't appreciate the 
lack of scenery, but everyone else will find 
plenty of air- and land-based targets to 
fight, and it all moves along at a cracking 
pace. The chopper is a beggar to control 
at first, but the reward of the thrilling action 
to come should prove more than adequate 
inspiration for perspiration.

The world of simulated helicopter 
flight is also occupied by Cosmi's Super 
Huey and MicroProse's Gunship The 
rough and ready Super Huey adopts an 
arcade action stance with its simple, crude 
and limited mission structure incorporating 
bland interceptions of enemy craft and the 
rescue of VIPs from the mountains 

But Super Hueys are for the girls. 
Real men fly Gunships Real men who 
aren't bored easily, that is. for Gunship's a 
long-winded simulation of the Apache 
Gunship and appropriate tasks

Indeed, helicopter simulations offer 
the greatest potential for fun. as they can 
combine the high-speed and high- 
technological aspects of today's top 
fighters with more direct combat elements. 
What a pity. then, that few helicopters are 
set to take off on the Amiga in the near -»
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B ird s  O f  F rey  -  4 0  planes to  choose fro m , a  w ealth  o f  

scenarios, and  tons o f graph ical d e ta il. N o  speed, though.

I t  looks lik e  Top Gun and , by golly, k  plays like  Top Gun -  

P-1 5 / / fro m  M icro  Prose is one o f the heroes o f the sky.
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future, (see THAT FlIGHT-SIM FUTURE 
IN FULL -  the dosing section on page 93) 
Still, there are always plenty of fighters 
to fly-..

EYES LIKE A HAWK
Spedrum HotoByte's Falcon  was 
converted to the Amiga 
by Rowan and was one 
of the first flight 
simulations to 
incorporate remote 
views of the craft for a 
more cinematic 
experience to further 
enhance the feeling of 
Being There. It doesn't 
take a huge effort to get to grips with 
Falcon, but there's limited piayatxiity on 
offer as you attempt to earn merits and win 
medals through a dozen samey missions, 
most of them concerning straightforward 
combat with a MiG or three and SAM 
sites. It's afl a bit too beige for our liking, 
too. but all told Falcons sbll worth a flutter 
(especially if you link two Arngas together 
and dogfight against a chum).

Knights 
O f The Sky  
- the office 
favourite"

O

AND [HERE'S MORE...
A new colour scheme (pnmanfy green) 
and a further two-dozen missions came 
courtesy of a pair of mission disks for use 
with the ongmal Falcon program The 
pnnciple of mission disks is a sound one. 
but the potential wasn't realised here. 
Volume One offered little more than more 
of the same, although Volume Two almost 
made amends by providing a simple war 
situation simulation with more planes, 
tanks and helicopters lo shoot down m 
order to gam air superiority.

TAKING TO THE SKIES IN A
p r  Digital Integration, regarded by some 
u J  as flight simulation kings for the 
Spectrum all those years ago. also 
decided to offer the opportunity of carving 
a career as an F-16 combat pitot with their 
F-16 Com bat P ilo t It's all very technical 
and feels a little too flat for pleasure at 
times, but there is fun to be had with the 
five mission types (including air-to-air 
interception and offensive counter-air 
operations) and a war simulation of sorts 
in which you command a squadron 
of F-16S

LEARN TO STOP WORRYING
u / | T N  Written for Activision. Vektor 
Vi 11 l i . . .  Grafix's Fighter Bom ber
earned the seasoned developers a pretty 
penny apparently, even though the 
product's not up to much. A choice of 
seven fighter bombers is available in this 
simulation of the Curtis E LeMay bombing 
trophy (no, we hadn't heard of it before 
this product either) which entails the 
completion of bombing runs and the

occasional spot of mid-air refuelbng. 
Fighter Bomber sports plenty of detail but 
the combat element has been watered 
down to near-tasteless proportions and 
ultimately it’s No Big Deal.

MEANWHILE. BACK FROM THE
PIITIIRP <'as,in9aSKje,heseIUI UlIL contemporary crates for a 
moment, let's take a Quantum Leap (as in 
the top telly senes, for a real quantum leap 
would actually be a very small one) back 
to the days when the boys were men m 
the formative years of flight and The Great 

War. In an attempt to 
try something different, 
many software 
publishers have been 
simulating this era with 
regularity of late 
American Interactive 
Movie experts 
Cinemaware seemed 
to break the mould with 

Wings, but it turned out it wasn't stnctly a 
flight simulator -  more a simulation of the 
bygone age in which flying a World War 
One plane was integral to success 
Assuming the role of a novice pitot, the 
pnmary objective is survival in the air to 
wm appraisal on the ground. Wings works 
well -  with two disk doves anyway, as 
there's heaps of disk accessing between 
scenes'. The flying's sluggish but often 
hair-raismg (mainly thanks to the sound 
FX). and the 'Chocks Away1'  spint of 
adventure is ever-present

Perhaps an even more surprising 
breaking of the mould was Battlehawks 
1942 Irom Lucasfilm Games. Having made 
a sizable mark with nifty mouse-driven 
adventures such as Zak McKracken and 
Indiana Jones And The Last Crusade. 
Lucasfilm Games threw up this simulation 
of aerial combat over the Pacific. In 
Battlehawks. the player can fly either 
Amencan or Japanese planes, and there's

the facility to replay your 
role m the straightforward 
shooting action, but .. Oh. 
took, it's more convincing 
than most but far from 
commendable at full price.

Lucasfilm's second 
flight simulation. Their 
F inest Hour: The Battle Of 
Britain, was more 
impressive, though still 
lacking in the speed and 
smoothness stakes. This 
well-rounded recreation of 
the eponymous aerial event 
sees you piloting either 
British fighters or German 
bombers (in which you can 
flit between the positions of 
rear gunner, pilot and so 
on) or playing the part of Air 
Vice Marshall for a more 
strategic bent With its 
comprehensive mission 
editor and a striking 
manual. Their Finest Hour 
has depth, an unnvaled atmosphere, but 
an unhealthy skxhy feel.

Lazy pitots who couldn't be bothered 
with all that Editor malarkey could always 
seek solace in a 
mission disk. Their 
F inest M issions:
Volume One provides 
23 new missions, some 
of them involving yet 
more escorting of 
fighters and the 
undertaking of bombing 
runs, but others offering 
new solo missions deep 
into enemy territory

M iO -t9  S u p e r fu lc ru m  -  h  m ay have a ll the co rrect flight 
dynam ics, bu t i fs  to o  p o -fa c e d  by half.

H *S ht O f  The In tru d e r  -  one o f those flight sims y o u ll 
cith er love o r  h a te . Slow, but w ith e n c e lle n t  p e rio d  d e ta il

r :  . . . .  _
t  - j  I 7TJ|]

! r i

-.HI L i' 1 * WTL

f /A -1 9  In te rc e p to r  -  i fs  anc ient, bu t it's cheap now , and  

excellent fun. An id e a l first flight sim to  get you going.

GET THE MAX (OR NOT)
Three Sixty s Blue Max: A ces 01 The 
Great War for Mmdscape is not so ace 
Despite dozens of options and smart

sound. Blue Wax's World 
War I dogfighting action is 
far too slow to be playable 
Honestly, it’s a joke -  but 
the laugh's on you if you 
buy it.

Dynamix's Red 
Baron  is no better (in fact 
it's considerably worse). 
Sure, it looks mighty 
impressive with its lush 
packaging, detailed 
manual, options galore 
and many missions 
(including taking a whole 
squadron of planes into 
the thick of it). But you try 
playing it... it's about as 
fast and smooth as 
rubbing two pieces of 
sandpaper together (that's 
to say. it's rubbish).

A HARD KNIGHT’S
niy MicroProse's UAl Kn ights 01 The
Sky  is the office favounte 
in the World War One 
simulation department 
Buzzing around in stow

R e d  H e ron  -  g reat to  lo o k  a t, but don 't exp ect this 

dynam ic display to  m ove in the next three hours.

but agile little fliers such as the Fokker and 
the Sopwith Camel (not to mention 18 
other similar 'knights of the sky ) is most 
agreeable Flying biplanes is nof like flying 

modem fighters, a fact 
admirably brought 
home by Knights Of 
The Sky. You can 
easily believe the 
trouble the aces of the 
Great War had just to 
stay m the air. let alone 
dogfight-ng with the 
likes of the Red Baron 
The objective in Knights 
Of The Sky is blatant 

shoot down as many opponent planes as 
possible to become the ace of aces Its 
ace m the hole, however, is its verdant 
countryside resplendent with trees, ctouds 
and furrowed fields which moves around 
with conviction (although the display does 
stow down a bit when there's a lot going 
on on screen). Knights Of The Sky is 
genuine seat-of-yer-pants stuff, more 
gripping than any Hitchcock thriHer and 
great fun to boot

" F / A - I 8  

has lost 
little of its 

charm after 
four years MM

GETTING LEGLESS
Not ones to miss a trick -  eventually, 
anyway -  are Virgin, who are set to launch 
their first real flight simulation with 
Rowan's Reach For The Skies. Originally 
intended for release through Mirrorsoft and 
to celebrate -  sorry, commemorate -  the 
50th Anniversary of The Battle Of Bntain. 
Reach For The Skies integrates the flight 
simulation of British fighters and German 
bombers of the era with a recreation of the 
event itself. That's due in September, but 
Rowan have already been involved m one 
war simulation -  when they wrote 
Spectrum HotoByte's F ligh t O f The 
Intruder the simulation of the film of the 
Stephen Coonts book which concerns the 
exploits of a pitot in the Vietnam War. The 
film didn't get a chance to prove itself, 
thanks to the Gulf War. but that was a 
blessing m disguise as it was a load of oto 
tosh, unlike the simulation (which, sadly, 
ddn't get to prove itself either what with 
UK publisher Mirrorsoft's demise) which
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has plenty to otter
FOTI is surprisingly engrossing. 

Surpnsmg because it doesn't simulate 
sleek fighters or choppers but instead 
concentrates on the slow and terribly 
uninteresting A-6 Intruder (there is also the 
option of ttying the more remarkable F-4 
Phantom). Jaw-slacking scenery is not in 
evidence here either, although what's 
present does feature adequate detail.
FOTI lakes some getting into. too. so what 
makes it such a doozy9

Its atmosphere, that's what -  so rich 
you can smell the napalm. The thnlls come 
thick and fast once the initial effort has 
been made and you begin 10 embark on 
one of the many vaned missions m a 
squadron of up to eight planes, flitting your 
control between them as often as you see 
fit. dodgmg flak, taking on MiGs and 
bombing installations Well, on Amigas 
fatter than half a megabyte anyway Two 
Amiga can be linked together, too. so you 
can fly alongside a friend.

THUNDER. ALL THROUGH THE
kJIPUT The Aven9er A‘ 10 Thunderbolt 
m u n i  (ruck-namedTheWarthog 
because it's so ugly) is one of the slowest 
planes m the air but one of the hardiest -  it 
can still fly even with the crap shot out of 
it You may have seen its lethal 30mm 
seven-barrel guns, capable of firing an 
awesome 4.200 rounds of armour-piercing 
ammunition a minute, in action in the Gulf 
War footage shown on the telly. What a 
sterling opportunity for a rock-hard flight 
simulation you may think. Yes indeed, and

atmosphere, and iis land- 
bound-target-bustmg 
missions provide sufficient 
fodder for itchy trigger 
fingers But at the end of 
the day it's far too slow. It 
takes a memory-fat Amiga 
to run it, too.

WHY CAN'T WE
T h t ir  f i n t i t  H o u r  -  excellent in the a tm osphere stakes, 

slightly less b rillian t as fa r  as speed  is concerned... OTHER?

k n ig h ts  O t T h t  S k y -  w hat can w e say? A M IG A  POW IR's  

favourite  flight sim, and  by a long (lo n g ) way...

sadly there still «...
Oynamix's impressive-looking A-10 

Tank Killer falls shod of the mark Putting 
aside lot one moment the fact that the 
guns in this simulation seem about as 
beefy as a carrot. A- W  actually manages 
to generate a believable real-world

IUST LOVE EACH
But all this 
killing's so

senseless It makes us cry 
Why can't we simply fly 
high in the sky9 Well we 
can with Chuck Yaegers 
Advanced Flight Trainer 
2.0 from Electronic Arts.lt 
features a choice of 18 
planes (ranging from a 
Spitfire to Stealth bomber 
and even the Space 
Shuttle, but they all seem 
to fly pretty much the 
same) and an even w-der 
selection of options 

There're no
dogfighting or tank-bustmg 
here -  instead you get to 

perform simple stunts There are problems 
though: too much disk accessing, an odd 
control mode, and it's all too stow and 
uninteresting to play anyway. Perhaps 
fortunately. Electronic Arts aren't planning 
on bringing Chuck Yaeger s Air Combat to 
the Amiga.

G IIIT YER LUVVERIY FLAAAT SIMYERLASHUNS ‘ ERE!
A-10 TAN K KILLER
A.320 A IR B U S ...............................- .........................................................

DYNAMIX (SIERRA)
THAI ION ■ ___ _

£25.99
p-in 0 0 ________________

★  
, *

AH-37M THUNDERHAW K
R ia n s  OF P R FY  ..............................................................

CORE DESIGN
FI FCTRONIC ARTS .................................................................

L0V-70 . . . . . . . . . . . . . .

£30.99
r 'u  qq - T- - , ___

* * * * *
A A A

BLUE MAX
r a t t l e  HAW KS 1 9 4 2 ..............................................

MINDSCAPE
LUCASFII M GAMFS (IIS  GOl O t ..................

£25.99
.  con o o ________

‘ W W W

*
. *  *

CHUCK YAEGER'S ADVANCED
FI IGHT TRAINFR ........................................ PI FCTRONir ART<*____________________________________

L w v .9 9

MC A A  _ ____________

K  K

F-15 STRIKE EAGLE II
F-16 COMBAT P IL O T ----------------------------------------
F/A-18 INTERCEPTOR

MICROPROSE
OIGITAI INTEGRATION ________

£34.99 
. r?x  so --

’ W

* * * * *  
A  A  *

ELECTRONIC ARTS
LaOiOJ ...................
DELISTED

K  K  K 
* * * *  •

F-19 STEALTH F IG H T E R .................................................................................... MICROPROSE poo R4 .................................. * * * *
F-29 RETALIATOR
FALCON -tt

OCEAN
SPFCTRtlM HOI OfiYTF

£25.53
C9S SO

* * * *  
*  *  *

FALCON: THE MISSION DISKS VOLUME ONE 
FALCON- THE MISSION DISKS VOLUME TWO

SPECTRUM HOLOBYTE
SPFCTRtlM HOI O R Y T F ------------------------ ------------------

£15.31
PIS 01 ------------------------

* *
, * *

FIGHTER BOMBER
FLIGHT OF THF INTRUDER ........................................................................

ACTIVISION
SPFCTRIIM HOI ORYTF (MIRRORSOFT1

DELISTED
pqfl oo

* *
+ + *  +r  l i vin  i v r  i  n t  in  i  n u u L n

FLIGHT PATH 737
G U N S H IP ........................................................................

o r c v  i num FivLUo t ic  \N iinnv jnovr i j
ANCO (PRISM)
MICROPROSE--------------------------------------
ANCO (PRISM)
MICROPROSF ......  ....................................

£2.99
. MS SO____ ___

™ * W K 
*

Uwi* j n i r  .....
JUM P JET
KNIGHTS OF THE S K Y ............................................

. . . . . . . . . . . . . . .

£2.99
m i  or%

w w 
*

, + *  + + *

MiG-29
M iG.29M SUPFR FULCRUM

DOMARK
ROMARK _____________________________

£29.99
POO 0 9 ................

K W W ■ m 
* * *

. *  + +

PROFLIGHT
RFD R A R O N ________________________________

HISOFT
OYNAMIY (S IFR R A l___________________

£39.95 
p*»S 09

™ K W 
* *

SKYCHASE
STRIKF FORCF H A R R IFR ........................................

IMAGE WORKS (MIRROR IMAGE)
MIRRORSOFT (MIRROR IMAGF1

£9.99
■ W 
* *  

,  AAo  i n irve  r u n v c  n M n n ic n  ................................
SUPER HUEY
THEIR FINEST H O U R ...............................................

COSMI (ELECTRONIC ZOO)
LUCASFILM GAMES (US GOLD) --------------------
LUCASFILM GAMES (US GOLD)

DELISTED
COO 9 9 ------------------------

•  W W 
*

. * * *

THEIR FINEST MISSIONS £15.99 *
u r i i i r t c  .  ___  .  — . r i M C U A U I A Q C  l U l Q D d D C n m C2S 00 . .  * * *

• ONLY AVAILABLE ON THE AIR LAND SEA COMPILATION: £34.95 '
L 4 J . J J .................................

DEFINITION OF

sound

Pitots are undoubtedly seen as rather 
dashing jet-setting chaps who can pull a 
string of dolly birds as soon as look at 
them -  especially those god-like airline 
pilots (mile-high dub and all that). What a 
pity there aren't any female fans featured 
m Anco's Flight Path 737 or Thalion's A- 
320 Airbus Both are so dreary they could 
do with a b«t of sauce to liven them up. 
although m fairness A-320 Airbus is the far 
more comprehensive and endurable of the 
two (but then, that's not really saying 
much, is it?).

THAT FLIGHT SIM FUTURE IN
So we're still really waiting for the 
definitive Amiga flight sim. The 

question is. are we going to see it in the 
near future? Well, let's take a peek into the 
Definition Of Sound crystal ball and see 
whars coming up (and hence, 
inevitably, down)

Air Duel from Glynn Williams looked 
like being the last word in slick arcade- 
style fight'n'flighi sims (with the added 
attraction of several time zones to dogfight 
through), but unfortunately it's been put 
back until next year at the earliest

FlA-18 author Bob Dmnerman's PC 
foitow-up Jethghter II is currently being 
converted for the Amiga for release 
through US Gold in September, and F-29 
creators DiD are working on a new sim 
which may metamorphose into an F-29 
sequel. From the people who brought you 
Fighter Bomber (Vektor Grafix) there’ll be 
simulations of the Space Shuttle through 
Virgin, and of the B-l 7 Flying Fortress 
through MicroProse (who are also bringing 
out a Harner game in November, 
incidentally), both due m the late summer, 
and lastly. Argonaut (Birds Ot Prey) are 
working on AT AC (Airborne Tactics And 
Command), which MicroProse should be 
releasing at around the £45 mark (ulpl). 
also in September.

YOU'VE LOST THAT FLYING
r m m '  The bad news, though, is that 
IL L L m  a number of flight sims which 
were pencilled in lor the Amiga are now 
very unlikely to make it. Electronic Arts 
won't now be converting their impressive 
PC helicopter game LHX Attack Chopper. 
and whirtybird fans will also be 
disappointed that MicroProse are unlikely 
to bring Gunship 2000 to the Amiga, and 
that Digital Integration's Gunship title -  
which has been 'in the pipeline' for a 
couple of years now -  is still no nearer to 
its completion

And u gets worse' The well-received 
follow-up to US Gold's Their Finest Hour. 
Secret Weapons Of The Luftwaffe, won't 
now be showing up on our machine, and 
nor will Spectrum Hotobyte's potentially 
well groovy Avenger A -10.

But -  hey! -  let's not be 
downhearted After ail. we've always got 
Tower FRA... •
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It’s funny, but of all the magazines at Future Publishing - 
and there are plenty of them, as fans of the small print on 
the contents page will know - we seem to get the strangest 
letters. Some (okay, lots) consist mainly of (occasionally 
veiled) threats or insults, loads beg for free games, others 
are completely incomprehensible, and then there’s this lot...

O T H i

rif
r H I N G

•  Address your letters to AMIGA POWER, Beaufort Court, 30 Monmouth Street, Bath Avon, BA1 2BW

'M IS JU D G E D  A N D  IL L -F O R M E D '
Dear Sirs.
We were highly aggrieved lo read the 
nvsjudged and in formed reply m issue 12 
of AMIGA POWER to an enquiry from a 
Mr Kamaris of Sheffield.

Whilst we note you confirm twice that 
the system, known as Electronic 
Distribution of Software, is perfectly 
legitimate, your comments that it is "weird 
and bizarre' and blur the distinction 
between the real thing and piracy' are both 
incorrect and misinformed.

Retailers find rt hard to justify 
stocking budget titles, as the return on 
their investment at £3.99 to £7 99 is 
minimal, espeoaity when they are left 
often with stock which sits on the shelf 
gathering dust (As we also noted in the 
reply-Ed.)

Consequently. EDOS provides the 
only viable method of stocking a wide 
choice for consumers across all major 
computer formats

The software is provided by top 
European software houses, and is stored 
in the shops on CD-ROMS, for duplication 
on demand The software produced is 
virus free, and carnes all the publishers 
original protection against piracy

As members of ELSPA and FAST, 
we campaign actively against piracy, and 
our publishers will concur that their 
interests are protected comprehensively 
by EDOS. Since many publishers feel that 
review copies are a source of piracy, we 
believe that magazines may be ill-advised 
to comment on the issue of piracy

If you wish to make the comments 
you have then we leel that your staff 
should at least research their replies 
instead of pontificating from ignorance. 
Yours faithfully. Jim Wilmer. General 
Manager. Software On Demand

Jim, tor the sake ot goodwill I'm going to 
ignore your ottensrve comments on review 
copies as a source ot piracy, save to say 
that it  you've got the slightest evidence to 
back up what many publishers feel , let's 
hear it. (In my experience it’s simply not 
true -  and nor do the software houses tee! 
it to be true either.)

As tor the tittle piece which has 
incurred your wrath, sorry to have caused 
offence, but we can only speak from our 
experience. When we went out and bought 
some EDOS games from a local shop 
recently, we came back with some pretty 
shoddy packaging (certainty far inferior to 
that which you get with real Hit Squad or 
GBH games, say). Worse, the games 
came on little red disks with blank labels

on them (there was space tor the game s 
title to be written on by hand). Now. while 
we recognise the strengths of the system 
(particularly tor shops, who no longer 
actually have to stock older products they 
don 't expect to sell many copies of) and its 
perfect legitimacy, we also can t help but 
feel that when people talk about the 
perceived value' of a game having as 
much to do with the sort of box it comes in 
and the manual you get with it as the 
game disk itself, they've got a point.

Certainly, the perceived value' of 
what 's to all intents and purposes a blank 
disk, rattling around inside a huge plastic 
case with a multi-format inlay and minimal 
instructions, isn 't significantly higher than 
that of a copy from a pirate with a 
photocopy of the manual, no matter how 
real or legitimate it may be. The point is. 
we don't know anybody who'd buy an 
EDOS game it they had the choice ot a 
real one. and that's a problem

' I  PEELED IT O F F '
Dear AP.
I was reading through the letters m issue 
12 and saw the one from Peter Jones 
aboul Scooby Doo And Scrappy Doo I 
thought, how very odd', because the 
same thing has happened to me I bought 
the game a few months ago from WH 
Smith, and that also had a typed label that 
had been stuck on. (What. WH Smith did7 
-  Ed.) So I peeled it off and to my surprise 
the disk appears to have originally 
contained Top Cal In Beverley Hills Cat on 
the ST'What do Id o ’

Also, is rt just you and me in the 
world who like Rainbow ls<and& All my 
friends think that I have cracked up 
because I enjoy it. I think that they only

don't like it because they can't do it! All the 
people who say it is rubtush deserve to be 
locked away for life What do you think’  
Yours. Tim Godfree, Chorley

We think they should be beaten every day 
with big sticks with nails m the end as well

'W H Y  T H IS  P E JO R A T IV E  T O N E ? '
Dear Sirs.
I purchased issue 12 of AMIGA POWER a 
lew days ago and was pleased as usual to 
learn that you people are realty making an 
effort to produce a better-than-average 
magazine, and more important, that you 
are succeeding. Your articles are filled 
with a sharp sense of humour, and you've 
achieved a superb blend of ads, previews, 
illustrations, articles and much (Much1 -  
Ed.) more. This is not to say. however, 
that you are perfect'

For some obscure reason, you 
people are systematically wag ng a 
merciless crusade against wargames 
Remarks like can t you just tell it's a 
wargame?' (p74) or just because it's a 
wargame and ..even wargamers' (piOl) 
litter your otherwise bnlUant magazine 

Why this pejorative tone’  As a 
devoted wargamer l cannot help myself 
from bemg irritated at first then offended, 
then infunated by such remarks Not as 
infuriated, though, as when l read Mr 
Jonathan Davies article on Panzer 
Battles, complete with snoring sounds A 
few Imes later he admils that he didn't 
have the time to explore the game's more 
deeply buned intricacies...*. even though it 
is a great pan of his job (A bloody homblo 
bit. more like -  JD.) And by the way. Mr 
Davies, m the decrypt ng of icons which

you find so confusing the manual is 
usually a great help. (Ah. but we never 
send Jonathan the manuals We don't 
want to make things TOO easy tor 
him -  Ed.)

Wargames are not played for superb 
graphics sake, nor for the sake of 
applying 100 pounds per square inch of 
pressure on your joystick m a rapid 
succession of directions, while frantically 
trying to rheumatioze your thumb on the 
fire buttons. (Er. Jonathan? I think we've 
just found out what you've been doing 
wrong.. -  Ed ) Those are not the cntena 
by which wargames should be judged 
Rather, they should be judged on their 
abJity to transport the piayer to the field of 
battle by historical and technical accuracy

Wargames are for the people who 
feel the frost bite of the steppe wind, and 
the nsmg sun in their eyes, and smell the 
gunpowder and burnt d*esel After aH. we 
can t all identify ourselves with umbrella­
armed kiddies battling monsters not unlike 
the ones my son plays with in the bathtub. 
Yours faithfully, Louis Hermelin, 
Slagclse, Denmark.

But Louis, you yourself say it s all about
atmosphere We can't think of anything 
less atmospheric than half-a-dozen nested 
Workbench screens crammed with 
incomprehensible icons and crappy Utile 
amorphous blobs representing a tank 
division (or whatever). We've got nothing 
agamst wargames. just bad programming

'C 'M O NE V E R Y B O D Y '
Dear AP.
I am writing to compliment you on being 
the best Amiga magazine there ts But

£ 5 0  SOFTW ARE

winner
'G O I N G  D A FT A N D  S C R E A M IN G '
Dear AMIGA POWER.
You all know how good the Tetris game is that was given 
away on coverdisk number seven? (Yes we do. Fab wasn't 
it?  Back copies o f issue  seven are s t ill availab le from page 
110. Thank you -  Back Issues Dept.) Well, my boyfriend 
and I have discovered an even more frustrating game. (Oo- 
e r-E d .)  It’s called B lin d tris  and (apologies to people who 
have no friends) it is  a two-player*only game. It involves

booting up Super Tw intris as normal, then the first player 
grabs a joystick (I've always wondered why it s called a 
JOYstick) and turns AWAY from the screen. The second 
player (for all idiots reading -  the one FACING the screen), 
then has to direct the other player where to stick the 
blocks (this is done by going daft and screaming, "left, 
left, no, right a bit, tw ist, no. go back left one, 
aaagggghhhh" etc).

Now although this may not sound much on paper, I 
do think that you should find a friend and try it out, it s 
hilarious to say the least. Try it out everyone, I'm sure 
you 'll love it. My Tw intris highscore is 2328 (now don't be 
mean, I know it's  crap), and our B lin d tris  highscore is 405. 
We all love AMIGA POWER.
M iss B LLoyd, W a lsa ll.

Now th is is  what we like  to hear -  that we re bringing 
people c lo se r together, the AMIGA POW ER way. Here, 
have som e free games, B.
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I'm very disappointed in the pnce you 
charge, £3 75 is totally unjustifiable. Even 
with two disks on the cover, which only 
cost you about 25p each, that leaves a 
massive £3.25 tor a magazine, which is 
totally unacceptable Okay you're not the 
only ones, but so what' Do you have to be 
greedy because someone else is9 Don't 
even bother saying Well what about all 
the stuff on the disks'’ ', because that is all 
free (Yeah, sure, Lb duplicate 200.000 
disks lor us a month for tree, just for the 
tun of it -  Ed) I hope you don't hide this 
letter away from everyone else, it s about 
time this came out into the open C'mon 
everybody, write m and be heard 
Yours sincerely. Demos Nicholas. 
London

Sorry. Demos, but your calculations are 
way out - 1 only wish we realty were 
making the sort of money you obviously 
think we are ' Let s do a quick sum. shall 
we? For a start there's a disk shortage on 
at the moment, so you can call the price of 
a disk something a lot closer to 40p. Two 
of those on the cover is 60p, but 
remember that when we up the pnce of 
the mag for a double disk issue, we omy 
get half that money ithe rest goes to WH 
Smith or whoever you bought us from) 

Then you've got the far-trom- 
mconsiderable sum of money we have to 
pay the disk duplicators, getting the laoels 
printed, getting the disks stuck on the 
mag. printing the mag. paying our saianes. 
all the overheads, distribution costs, 
freelance budgets and the rest of it to 
come Who knows, we might even make a 
bit of profit at the end of it all We re not m 
this just for the good of our health /know

'P S Y G N O S IS ...T O T A L  C R A P '
Dear AMIGA POWER,
There is only one thing missing from 
AMIGA POWER at the moment -  Hammer
films I know that AP is principally 
supposed to deal with Amiga software, but 
Hammer's productions are simply 
masterpieces and worthy of the attention 
of any specialist computers monthly Why 
bother reviewing games such as Titus The 
Fox or Parasol Stars when you can devote 
your time to in-depth analyses of Dracuia 
Has Risen From The Grave and the early 
career of Peter Cushing-’  If it s that boring, 
constricting title of yours that's Stopping 
your publ cation from from achieving its full 
destiny, then I suggest a change 
Hammer Power' has a certain nng to it. 

don't you think7
Changing the subject completely. Ian 

Hethenngton of Psygnos* prediction that 
CD-ROM is going to go ballistic' is as 
likely to be fulfilled as my prediction that 
the Sinclair QL will be Britain's best-selling

© computer of 1997, because he fails to take 
one thing mto account It's total crap 
Everybody knows it's total crap, and are

DRAG O N N IN JA

winner
'ALL OF YOU ARE ILLITERATE'
Dear AMIGA POWER.
I was look ing  th rough  som e o ld  issues o f AMIGA POWER 
and no ticed  that you gave Captain Planet a crap review . I 
d ispu te  th is  because I like  the game and anyone who 
doesn 't is  s tup id  cos I'm be ing entered fo r advanced level 
Maths a t GCSE.

Anyone cou ld  see that the b rillia n t g raph ics and 
gam eplay make th is  an instan t c lass ic . The sound effects 
and m usic are a lso excellent. I go t it free w ith  m y Cartoon

C lassics pack so tha t m eans it 's  rea lly good va lue fo r 
m oney, too.

I a lso like  flig h t s im s and I'm  rea lly good at them  - 1 
a lw ays beat m y mate la in  Scrim geour a t them . O n ly queers 
d o n 't like  flig h t s im s. In m y op in ion  car games like Lotus 
Turbo Challenge 2  shou ld  be banned because I'm  not very 
good at them.

I th ink  AMIGA POWER is  a great mag -  does that 
mean I get a tree copy o f Dragon N in ja? (Yes! -  Ed.) I th ink 
I deserve one. and an AMIGA POWER T-sh irt If you 've  got 
one spare. (Don't push your luck  -  Ed.) The o n ly  th ing 
w rong w ith  AMIGA POWER is  that a ll o f you  are illite ra te . I 
mean. I'm  heading fo r a B in  my E ng lish  GCSE so I'm  
rea lly smart.
Yours sheepishly, Stephen P Makepeace, Windsor

Sledgeham m er sarcasm  -  we love It! You w ill write in  
and le t us know  how  you got on in your exams, Steve, 
won t you?

thus more likely to buy a Norwegian ice 
cube factory. Then again, every game that 
Psygnosis has ever released (with the 
possible exception of Lemmings) is total 
crap, and they manage to find hundreds of 
thousands of people looking to spend the 
cash they have left over from the purchase 
of Scandinavian frozen water 
manufacturers on each game When I'm 
leader of the free world, things are going 
to be different
Yours yet again. HRH Chris Denton, 
Emperor of The United States 
Of America.

Nurse!

'D O N G L E S  -  M O R E  P L E A S E '
Dear AMIGA POWER.
Strange letter, this one (We ll be the 
judges of that -  Ed), but I believe the 
more letters you get like this, the more the 
computer industry will be able to 
change for the better (Are you listening. 
IBM ?-E d.)

Firstly, instruction manuals In 
English only, please. It’s most annoying to 
pick up a great b*g manual and think What 
an in-depth game this must be' only to find 
you have the same manual 60 times each 
in different languages.

Big boxes, they're great Although 
the likes of Leander is going over the top a 
bit Dongles -  more please, how I hate to 
buy a game to find everyone else has got 
a hacked copy. Disk labels, the nght way 
up thank you. so you can read them when 
they're in your disk box.

Software prices, pretty obvious 
reaHy. I have not and never will pay £35 
for a computer game (apart from F t Grand 
Pnx). One last thing, all games should 
have a high score save option. (E ven 
Chess Champion 2175?- Ed.) That's my 
opinion, and if you don't like it. tough 
Yours sincerely, David Shattu,
Chiswick

Fine.

' I  TOTALLY A G R E E  W IT H  S T U A R T '
Dear AMIGA POWER.
I am wntmg to you about several things. I 
must congratulate Stuart Campbell on 
putting up with all the readers who write in 
complaining about the fact that Rainbow 
Islands is the all time number one game. I

totally agree with Stuart (Okay, who's 
been letting Stuart edit the letters page 
again? -  Ed.) that it is THE best platform 
game and maybe THE best computer 
game of all time.

There are also some other points I 
would like to make about more games, 
especially the likes of Populous 2. 1 don't 
know why Matt gave it 93 percent at alii I 
have recently purchased Populous 2  and I 
don't see what the fuss is about -  it's got 
nothing like the lasting appeal of 
Populous, probably because of the 
sirmianty to its predecessor Well, that's 
that cleared up.

And one more thing, Jimmy White's 
Whirlwind Snooker scored 90 percent and 
got five red stars in The Bottom Line, while 
John Madden Football also scored 90 
percent but onty got five black stars in The 
Bottom Line Can you explain this, and 
don't just say 'No'!
Yours. Samuel Batley. Isle Of Wight.

Er. we can explain it. but. um. we re not 
going to

'A  D IFFER EN T E X C U S E '
Dear AP.
One of my fnends says that he has got 
Sonic The Hedgehog Every time I have 
asked to see rt he has made up a 
different excuse.

When the last issue of AP came oul I 
read m it that Some like Mario is very 
unlikely to come out tor the Amiga. Then I 
showed it to my fnend and he sad that his 
Some was on Public Domain.

Can you please tell the nation if 
and when Sonic might come out for 
the Amiga7
Yours truthfully, James Gale, Arlesey

Sonic might appear on the Amiga 
eventually, but the chances are there’ll be 
an ice-skating competition in Hell on 
the day it gets released Don't hold 
your breath.

'G E T  A  B IS C U IT '
Dear AMIGA POWER.
I am wnting to complain about your 
decision to withdraw the Oh Dear... article.
I read with astonishment that it was due to 
pressure from the software industry. If this 
is the case why don't you give every game 
you review 95 percent and roll on your 
back and wag your tail (you may get a

biscuit and extra advertising revenue) as 
weB7 If software houses are happy to 
splash good reviews and high percentages 
all over their advertisements, they should 
take the stick they receive in the Oh 
Dear... column with grace and try not to 
publish crap games again.

I found that the Oh Dear... cotomn 
was perhaps one of the bravest and 
certainly the best piece of writing m any of 
the magazines I've read I think it's a sad 
day for the games playing pubic to see 
AMIGA POWER sen themselves oul to the 
software houses.
Yours faithfully, Bruce Bennett.
Dundee.

' I  S T O P P E D  B U Y IN G  A C E '
Dear AP.
When I receive your mag through the post 
each month. I have a specific order m 
which I read your regular features: first I 
read your letters (for education), then the 
Oh Dear... column (for amusement) and 
last, your game reviews So very happy at 
receiving your anniversary issue. I quickfy 
flicked to the back (which, for some 
reason, is where the letters are situated), 
read other people s views, and then flicked 
back to the front. But Oh Dear...

You wimps! You ninnies! You 
pompous, self-centred excrements' Have 
some dignity for goodness sake. Stand 
firm on your ground You aren't owned by 
the software industry, so why grovel to 
their wishes7 You are. however, owned by 
us (the buying pubic). Let me explain. I 
used to buy ACE. but now it's gone. The 
reason I stopped buying ACE was 
because it chucked out one of its best 
ideas -  you know, the one where 
information from all the different 
magazines was compiled and placed in 
charts and stuff -  and replaced it with 
badly-organised six-page reviews Oh 
Dear...

I'm not saying the same fate will k i  
you. just that something similar could 
happen if you don't reinstate what was 
undoubtedly your best original feature 
Neither am I saying that the Hurrah! 
feature was a bad idea Perhaps the two 
columns should be put side by side to 
show the difference between a good and 
bad game.

Oh. and if a programmer spends halt 
a year wnting a toad of crap, it's his
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problem if he gels laughed at.
Yours, John  H inton, Hassocks.

These are just two of the disturbingly 
numerous upset and angry letters we got 
from readers reacting to the death of the 
Oh Dear... column in issue 12 Seems 
some people don't understand irony when 
they read if. I guess. It you really want fo 
know why we 've not done an Oh Dear.. 
recently it s because we were getting 
bored o f i t - th e  joke had run thin.

However, if and when we work up 
enough bile about some old game to give 
it another go the column -  and maybe 
even the mysterious Hurrah’ column too -  
will be back Anyone else out there miss 
it hombly...?

'AVERAGE SALARY'
Dear AMIGA POWER.
I am a 14 year-old boy and I am coming 
up to my options at school In the future I 
w«h to work lor an Amiga magazine 
(writing reviews for games). Please could 
you tell me what qualifications are needed 
to work for your magazine, and also what 
the average salary is?
Yours fa ith fu lly , S im on Chubb.
Padstow.

Qualifications? Well, being able to spell /s 
truefy critical (kttle spelling joke there, by 
the way), but other important factors 
ncbde not requiring sleep or food, having 
the ability to He convincingly when 
software houses phone you up and ask 
what mark their latest game got. and not 
m.ndmg when the whole world calls you a 
tool (or worse) for not liking Magic Pockets 
or Kick Ofl 2. Average salary9 Very Hope 
this helps

'WE DEMAND TO
KNOW'
Dear AMIGA POWER.
We have noticed the disturbing habit of 
certain High Street stores to give out 500 
Pluses when good ok) A500$ are sent for 
repair. While I am sure they will prove 
useful, we feel that we have lost cash on 
all the games which don't run on the Plus. 
(Yeah, but you can use the money you've 
saved getting a free memory upgrade to 
buy a ROMsharer. which will let you use 
both old and new -  Ed.)

Also, the people we know who own 
Pluses are all fat Is there some 
connection here9 Will some unknown 
computer virus turn us all into chubbtes9 
We demand to know!
Yours ang rily , D C ru ickshank and R 
(funky m unky) Sm ith, Prestw ick.

Next'

'A POSSIBLE 
SOLUTION'
Dear AP.
Recently I have read in the letters pages 
of some magazines letters about the high 
poce of software One of the replies said 
that as long as the public are happy to pay 
£26 and above and DO pay that much, the 
prices will not come down

This led me to think of a possible 
solution -  boycotting Magazines, such as 
your own. could place adverts 
encouraging the public to boycott either an 
individual company (eg MicroProse) or the 
whole full pnce side of the industry, until 
they dropped the £26 standard to a £20 
standard (which would not at all be an 
unreasonable drop). If they did drop their 
prices to £20. they would probably make 
up the money lost in dropping the prices 
by increased sales. This would also mean 
less piracy, as more people would be 
inclined to buy a £20 game that they would 
otherwise pirate if it was £26

i hope you wi0 consider 
these thoughts.
Yours. Paul Sheriffs, Northwood.

Nurse! Nurse 11 think our ad team just died 
on the spot' Help! SenousJy. Paul, apan 
from the suicidal implications of such a 
move tor AP itself. I  don 1 think it would 
help much

The fact is, you see. that plenty of 
people have suggested that software 
houses drop their pnces and hopefully 
increase sales tor years and years -  many 
of them leading lights ot the software 
industry themselves. The fact is. you see. 
that games are too expensive, and if we’re 
to grow to the size of the music or film 
industries they need to drop to something 
around £15. At the same time though, 
many of the b g  softies are making a lot 
less money than you may think and would 
nsk going bust if they tried it.

So where does that leave us9 Well, 
hoping for an industry wide initiative where 
everybody takes a deep breath and drops 
their pnces at once. I guess -  though I 
don't see that happening for a minute. In 
the meantime, you don't need us to tell 
you to boycott someone if  you don't think 
they're providing value for money -  /ust 
don't buy a game if  you think its  not worth 
it The software houses will soon get the 
message -  they may not drop their pnces. 
but they might start producing better 
games to justify £2S30‘whatever.

'PROFESSIONAL
VIEWS'
Dear AP.
I am currently sitting Higher Computing m 
school, and as pari of this we are required

to do an investigation. I decided to do it on 
software piracy Without bonng you too 
much. I was hoping you could give me 
your views on the subject and answer 
some of the questions I’ve listed at the 
bottom of the page The investigation 
requires professional views and I thought, 
Look no further than AP1 Anyway, here 
are the questions:

1 How do you think software piracy 
affects the market9
2. If this problem is/isn t stopped, what do 
you think the software market will be like m 
the future?
3. How does this problem affect you?
4. How do you think other programmers 
and publishers will benefit from this 
being stopped9
5 Is software piracy good in any way for 
the market?
6. How do you see software piracy 
being stopped9

Yours hopefully, T Traynor, John Paul 
Academy, Summerston.

Here goes.
1. Pretty obvious one. this Software piracy 
adversely affects the amount ot money
made by software houses from every 
game they release, which means they've 
got less money to invest m new products 
One side effect of this is that because of 
piracy you're unlikely to ever see prices 
come down -  at least on floppy disk 
products (as opposed to console cartridge 
or new Amiga A600 smart card games, 
which are much harder to copy). More 
piracy, less money m the industry, simple 
as that
2  The obvious precedent is the 6-bt 
market, where tutt-pnce software is now 
almost completely non-existent and 
budget games and re releases dominate 
totally. This is what could easily happen to 
the Amiga market too -  though not for a 
number of years yet -  if software houses 
continue to look to consoles as a haven for 
piracy-tree games publishing LeTs hope it 
doesn't, eh?
3. No Amiga games, no AMIGA POWER
4. See answer 1 . More money m the 
industry attracts more programming talent, 
more programming talent hopefully means 
better games, better games mean more 
money, more money attracts more 
programming talent..
5. There is an argument that says that it is 
-  that if someone's got a pirate copy of a 
game and played it and liked it. they may 
go out and buy the original just to get the 
manual box or to feel good about having 
the real' thing. In other words, they’d work 
the same way as the demos ot new games

you gel on the disk of AMIGA POWER.
Me. I think it’s  complete njbbish. but there 
you go

However, on a slightly different tack, 
there is a very strong argument for saying 
that producers of crap games damage the 
industry by passively encouraging piracy.
It crap games disillusion buyers to the 
point where they 're extremely reluctant to 
gel their fingers burned splashing out £26 
upwards on a game ever again, they're 
likely to tum to pirates/puacy as a way of 
getting games but nskmg less. Worth 
thinking about anyway 
6 Back to answer 2  here. The answer 
almost certainty lies with cartridge and CD 
formats which are a lot harder (though not 
impossible) to pirate than floppy disks. The 
Amiga 600 is a step in the right direction 
here, though whether the Amiga can find a 
niche tor itself in the face of competition 
from the consoles on one side and PCs on 
the other remains to be seen 
Phew. Good luck in the exam.

And that's all we've got room for this 
month, chums Oh No. Even More 
Lemmings 'should put m an appearance 
next time, but until then, have fun and 
keep those interesting letters coming.

One thing, though. We seem to be 
getting an increasing volume of mail from 
people with problems with pnnters. 
monitors, word processing packages. 
DPamt IV and aH manner of stuff, 
frequently accompanied by stamped 
addressed envelopes. Unfortunately our 
Amiga techmcalsenous application 
knowledge is limited to knowing where you 
plug in the joystick -w e  can't be any help 
to you on those scores at all. so please 
don't waste expensive stamps on us (we 
just use them to send postcards to the 
office when we go on holiday).

Unfortunately that goes for pretty 
much aU other personal correspondence 
too -  we love to hear from you. but we 
simply don t have the time to reply to 
letters individually, much as we d  kke to. 
so save please reply to me' stamps and 
write to your granny or something instead 
-  you know how much she 'd love to hear 
from you. Until next time. then, jenesa is  
paspourquoi.. •

AND ANOTHER THING...

• In a desperate a ttem pt to  get h is  le tter prin ted . Josh 
Addison o f C rick lew ood (probably) tr ied  w ritin g  In 
p recis fo rm , v iz : Ahem. Naff. crap. Rainbow Islands. 
why oh why, Stuart N H ardy-. Well. I guess it  sort o f 
worked. Josh.

• Keith Pointon o f Letchw orth  ju s t w an ts  us to know 
that • Skaermtrolden Hugo' (a Danish PD- game from  
issue 12 -  but see the news pages th is  m onth) 
transla tes as Hugo the screen tro ll- o r H ugo the tro ll 
on the screen-. Thanks. Keith.

• Matteh Donovan and Damien S cully want to  know if 
it s  okay to  use the PD games from  AMIGA POWER 
coverd isks  in  a PD lib ra ry  they 're  go ing  to  set up.

The answer, o f course, is  yes -  they're pub lic  
dom ain, w h ich  means, by de fin ition , that anyone can 
do  anyth ing  the like  w ith  them, m ore o r  less -  as 
long  as you  d on 't a lter the p rogram s in  any way and 
a lw ays include any docum entation file s  w h ich  
accom pany them . However, as fo r the game demos 
on our d isks, no  you  can 't -  they're co p y rig h t to  the 
softw are house w ho  supplied them  and AMIGA 
POWER. If you rea lly want to  use one of them  you 
cou ld  try  ge tting  perm iss ion  from  the pub lishe r -

they m ay not m ind -  but don 't do  anyth ing  unless 
you 've  go t it  in  w riting  that you can, okay?

• Jonathan Park o f O ttery St Mary (what?) wants to 
know  what the best foo tba ll game at budget price is. 
Easy one. Jonathan, you want K ick  O ff ♦ Extra Time. 
on the Hot Shots label a t a very reasonable £7.99.

• Mr D Fulton of South  O ckendon ca n 't find  Zany Golf 
anywhere. W e're not su rp rised  -  it 's  alm ost 
im possib le  to get ho ld  o f -  but try  g iv ing  E lectronic 
A rts  a ca ll on 0753 549442. It may ju s t be that they 'll 
be able to  help. ©
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AMEAGRE PRICES FOR AMIGA USERS
GAME2 Hex 2 KaMlo (Comp) PRICE20 9620 963DConsttucuonKit ........ ..... ............. 33 96

17 454D Sports Driving ------------- -------50 Or eat Oamee (only 30 on •)..A320 Airbus ...................................
20 9617 46 26 99

AMOS 3D 23 56AMOS Compiler 20 96AMOS The Creator
19 96

All Sea Supremacy (Comp) AuLandSea (Comp) (68$NOT*) 20 9523 96
17 46

Ammo* ............................. .......... 17 45Another World ............  .....
6%Armour Goddon Award Winners (Comp) 17 45 17 45

Berman • Capod Crusader .............. 6 96

Battlo Chess D (NOT ♦ ).

Boner Maths (1216) 17 95

Black Crypt 17 46Blues Brothers (NOT*)Board Genius (Comp)_____________Bonanza B ro th e rs ---------------------
_____ 17 4520 95-------- 17 4517 45Bubble Bobble (NOT*) 6 96C^poom Collection 20 96Cardinal CM The Kremlin Caaloo 17 45

Castles 20 96Celtic Legends 20 96Challongors (Comp)...... .............Chan Attack - Vol 1 (Comp) 20 96 20.95Chase HQ 696
17 45

Death Krughu Of Krynn (1 Mb)Deluxe Paint I V -----------------Deuioro* (NOT*)Dtxxy CoSoction------------------------

20 95-------- 59 9520 95______17 45

17 4525 99

23 95
Exile ---------1745

F15 Strike Eagle 0(1 Mb)(NOT*)
F 19 Stealth Ftghtot 2095
Face OH Ice Hockey (NOT*)

595Final BlowFinal Fight (NOT*)Fists OfFury (NOT •)
....—.1 7  45
--------1746

Football Crazy (Comp) Football Director 2 (NOT*) 17 451745
Full Contact (NOT*) 795
Fun School 4 (Over 7s) Fun School 4 (Under 5*) 17.45

Ood Father ■ Action Game -----  2095

G A M ECoda____________________________ P R IC E___17 46
OoM m  Axe.__ . . .___________________ ..._....7 95Grandstand (Comp) ---- -----—Hagar The Horrible _______________ ..... 20 9517 45Hard Nova_______________________ 17 45HirWnun 17Head Over Heels 6 96Heart O* China (1Mb) — “ 23 95HetmdaO (1Mb) — .. 23 96Henriettas Book Of Spe&s 17 45Heroes Of The Lance— ........  . 696Heroqaeet - Deta Disk 1195Heroqueet - Twin Peck__ 20 95Hitctnkeri Guide to the Galaxv 795Hollywood Collection (Comp) (NOT*) .2096Home Accounts 2 .......... ........... __39 95Home Alone (NOT*) 17 45H o o k _____________ 20 96Hudson Hawk 17 45Hunt For Red October 7 96Hunter .... .... .....________ ________ 20 95DC*_____________________________ 898
InruanaJA L Crusade (Act) 696S S a i p r l i  500________ 17 45*— |a e f  . . . .... .....7 95Ivanboe ..—— — _— 6 96Jack Ntcklaus Uni Golf (1Mb) lames Bond Collection 20 95 ...... 17 45James Pood .... 6 96Jimmy White's Snooker 20 95John Barnes Football (1 Mb) 17 45John Maddens Football 17 45Jupitert Masterdnvo ............................ — 6 96Kick Of! D (1Mb)...— ............................ 17 45Kid doves n 17 45Kind Words 2 . 38 95Kings Quest V (1 Mb) 2695Kiuohu&vo . .......... 20 95Kipahu Of The SkY (1 Mb) 23 95Last Ninja m _____________ 17 45Leendei_________ _______________ 17 45Leather Goddess Of Pbobos Leisure Suit Larry V (1Mb) DF 796 ... 2395Lemnungs..— ____ ___ ___ .. . ...... ..... 17 46Lemmings Levels (Deta Disk).... 1395Lemnungs Levels (Stand Alone) 17 45U (  And D ea th __________________ _Little Pull (NOT*)________Lombard RAC R a l l y _____________Lord Of The Rinas ________ — .... ■Lotus Esprit Turbo Challenge ..........

1745698----- 89617 45— ....796Locus TUrbo Challenge 0 ___  — ....... 17 45Ml Tank Platoon ... ............... 20 95MAX (Compt (NOT*)Maddog lAMItsme____  w 20 95...... .2096Magic Maths (4-8)_________________ 1996Magic Pockets 17 45Magic Storybook (1Mb) Megtdand Dtzzy 20 96 ...... 696Magnetic Scrolls Collection 20 96Manchester United 6 96Manchestet United Europe ................. 17 46Maths Mania (8-12) .. .... 17 95Mavts Beacon Teacbos Typing (NOT*) MegaLo MaruaTirst Samurai 20 95 20 95Mega Maths 17 95Mega Twins (NOT*) 17 45MegetraveUer 1 (1Mb) 20 95Mercenary 3 20 96l im n ______ .1745Micro *»gn«r« ........ 18 96Microprose GoH (1 Mb) 23 95Midnight Resistance ...... 8 98Midwinter n (1Mb) ... .Mig 29M Super Fulcrum (NOT*) 23 96 26 96Moon base (1Mb) 23 96Moonstone. ..._— 20 96Moon walker (NOT*) 698Mowe Premier CoCecnoo 2096Mystical . 7 96Myth 17 46Hafnika I .............. 17 46Neighbours................ ................... 17 45New Zealand Story Ninja Collection 6961395Nuija Warriors __ — .7.95Nitro 696North A South 696Operation Wolf (NOT*) .....  696
O ik ____________________________ ....... 17 45Outrun Europa (NOT*)....- ........ ............PGA Extra Courtos _____ ___ 17 45 ____11.95PGA Tour OoU * 20 95Pecibc Islands 20 95Paperboy 2Parasol Stars — ------------------------- 174517 45PtnbaO Dreams ..... .................Pirates (NOT*)__________________ 17 45 .......17 45Pit Fightet -17.45Platinum (Comp) 1745Police Quest 3 (1Mb) -------ZM*

GAME PRICE
Populous 2 (lUbl Populous World Editor 11 95Cower Pack (Comp) (NOT*)Cower Up (Comp).....— —.....—- _— 20 95........ 20.96

Queer For dory 26 96R’TVjw D (NOT*)...................... ...........R BI &A3+b*l2 (NOT•)
Railroad Tycoon (1Mb) 23 96Rainbow Collection (NOT*) Realms 20 96

Rod Land 17 45
Rugby The World Cup 17 45Sccoby Doo A Saabby Doo 6 96Secret Of Monkey Island (1 Mb NOT*) 17 45
Shadow Of The Boost £7 95

20 95
696

Sun Ant . , 23 95
Suootocu ... ........... .......--------- 696

17 45Space 1889 20 95
SpeceOuest 4 (1Mb) 23 95

Steel Empire ..................... - ..... ........ 20 96
Siratogo 17 45
Sup*f Sim Pack (Comp) _____lt.96

TerminatorU 17 45
The Manager (1Mb) 20 9620 96

17 45Tolu (NOT*)
20 96Treasure Island Dizzy 4 49

Ultima VI (lUbl DF 20 96

Vb........................................................ --------- 7*517 45

World Class R u g b y ____________ 17 4520 95
X-OutZOut 6%

JOYSTICKS
Python 1 (QS130F)..................... £9.25
M averick 1 (QS128F).............. £13.75
125+............................................... £9.00
The B u g ...................................... £13.50
Star Probe...................................£13.50
Competition Pro 5000 • black £13.75
Speedking A /F ..........................£11.00
Navigator A /F ...........................£13.75
Topstar (SV127)....................... £21.50
Supercharger (SV123)...............£9 00
Sting-Ray A /F ............................£12.50
M egastar A /F  (SV133)............£22.00

MISCELLANEOUS
Cartoon Classics Pack..........£359.95
Philips CM8833U m o n ito r .. £246.75
Deluxe W ork C e n tre ............... £46.95
Cumana Disk D rive ..................£57.95
5M b Upgrade ♦ c lo c k ............£29.95
5M b U p g ra d e ...........................£26.95
1Mb Upgrade (50 0 + ).............. £56.95
M ou se ......................................... £14.75
Mouse M a t ...................................£2.95

SPECIAL OFFER
Cartoon Classics + m onitor 

£589.25

rices include UK postage and VAT and 
Overseas orders

New titles w ill be sent as they are 
Credit Card orders:(10.00am - 10.00pm, 7 days not an answer phone) 608 0624

Cheques/Postal Orders toDataGem Ltd, Dept AP, 23 Pitfield Street, London N1 6HB Showroom open Monday - Friday 10am - 6pm Exit 2, Old Street Tube

>2
D ouble Sided 

D ouble D ensity
QUANTITY PRICE
10................................................... £4.75
20 ................................................... £9.25
25 .................................................£11.30
30 .................................................£13.25
35 .................................................£15.10
4 0 .................................................£16.90
45 .................................................£18.80
50 .................................................£20.50
80 .................................................£32.45
100.............................................. £36.90
120.............................................. £43.70
150.............................................. £53.85
200.............................................. £68.95
300 ............................................£103.45
400 ............................................ £135.95
500 ............................................ £167.50

WITH LABELS & WARRANTY
BOXES(with keys and dividers)

10 Slimpack..................................... 0 94
40 capacity.................................... £4.95
50 capacity.................................... £5.60
80 capacity.................................... £6.30
100 capacity.................................. £6.80
120 capacity.................................. £8.75
150 Deluxe stackable................£21.95

E& OE
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ABANDONED
PLACES
Electronic Zoo £29.99

Uppers - Snrfy mxsyve -  atono*: 
cenertjr in* bgg*tt ro*» pUyng 
gamt yet. a # i <« toast) live* frmet 
as much ground to cover as Eye Of 
The Beholder Downers -  Poor 
grapbes. stted anmabon and -  4 
you re the owner oi a s n g e o v t 
Amga -  there's too much <frsk 
w iO C ^  The Bottom L in e -V tth  a 
M  more (mess* < could have been a 
real winner A* a standi, a worthy 
and undeniably good value 
advenkr# gam* Who says w e  isn't 
everytfeng’  *  *  •  *

ADVANTAGE
TENNIS
Infogram es £25.99 
l^tpere ■ we«. the anmaton « taety 
fiud and tonna always has potential 
lor great two player tun Downers - 
Poor controls leave the game 
frustrating n  the ertreme The 
Bottom Line -  Has «s moments, but 
frustrating and a tad<M  * * *

THE ADVENTURES 
OF WILLY BEAMISH
S ierra £34.99

Uppers -  Great fc/i with neat 
graphes and ptoc Adults w *  retoh
W# chance to go back and be 
naughty at school Downers 
interaction sk iv e d  and f t  a lso  
damn Inear P ie Bottom Line - 
Knd oMun. but at £35 a throw you 
reaty want a bt more * * *

A F R IK A  K O R P S
Im p re s s io n s  £ 2 9 .9 9  
Uppers -  tnaeagent  opponents set 
t  apart from the standard wargame 
Dorm ers  -  But not enough to gw# 
< any Ita* The Bottom  Line  -  
Just because f  s a wargame * 
djetn t mean « has to be the 
pm ove *

A G O N Y
P s yg n o s is  £ 2 5 .9 9

A H 3 7 -M
T H U N D E R H A W K
C o re  £ 3 0 .9 9
Uppers -  The fastest. sickest 30 
graphics yet to grace the Anga The 
arcade approach makes thngt much 
easier»  get to grips wth Downers
-  The lack ot real ten etomeres may 
put some off . and the mouse control 
■S a M  unwieldy The Bottom Line
-  A brtkanfy executed arcade 
snsjtaoon crossover which captures 
the freneoc hekeopter leet tfjte  
e»ce*endy * * * * *

A L C A T R A Z
In fo g ra m e s  £ 2 5 .9 9

A L IE N  B R E E D
T eam  17 £ 2 5 .9 9  
Uppers -  Fast moving and 
aomosphenc Gaunder vanant with 
lots of lovety touches, a two player 
mode and a tree Pong gam*'

Downers -  Only sn toreb and « *
not the lund o< game you re lAafy to 
come back to when you've finished « 
The Bottom  Line  -  Not a bad 
*«on at a l kom e i* * .  PO boys, bus 
maytM a W0*  ffsn to last tor long 
* • • •

ALIEN STORM
US G old £25.99 
Uppers -  Golden A ie grven a 
•utunsbc so *  scenario Downers -  
The elements d  ptayabaty witch 
mad* God t o  A>e so great art 
missing from t ie  on* The Bottom  
L ine  -  Techrvcaty adept, but sorely 
lacking n  every other respect • •

A L T E R E D
D E S T IN Y
A c c o la d e  £ 2 9 .9 9  
Uppers -  An absorbng adventure m 
Uue Amencan stytf Downers  -  tr* 
not reaty anytm j new. and « sure 
isn't up to lucasfifrn standards The 
Bo ttom  L in e -  You could do 
worse, but you could certarfy do 
better * * *

AMNIOS
Psygnosis £25.99 
Uppers -  Another ok) WAams 
arcade dassc gets dusted down and 
re mterpreted (Wa am* « t Snstai) 
Downers -  R's already been done 
beoer (4 not as lavoNy) by Pie 
under rated Photon Storm The 
Bottom  L ine  -  Good tor an 
occasional blast • • •

A N O T H E R  W O R L D
US G old £25.99

uppers - Near parted graphics and 
some mfy breathtaking setpoces 
Tha reaty a  the sut* of the an at 
arcade adventures Downers -  The 
trustrahon levet roes to health nsk 
level at frmes The Bottom Line -  
Not a true dassc. but desired to 
become a landmark • • • • •

A P ID Y A

Uppers -  An utterly brilliant 
shoot 'em up. weh graphes and 
a soundtrack mat are 
imaginatively and professionally 
e»ecuted Downers -  Busy 
graptvc backgrounds make ttwigs 
a MBe contusmg at times The 
Bottom  L ine -  A wonderfuiy 
satisfying blast The shoot-'em up 
renaissance starts here

A R M O U R -
G E D D O N
P s yg n o s is  £ 2 5 .9 9  
Uppers ■ Lots ot tanks tots of 
planes, lots of places to go its deep 
and w d* and ta l Months oi piaymg 
tma lor those wth the paoence 
Downers Takes a to ld  s*>- 
dooptne to play property The 
Bottom Line -  A nab/al successor 
to Corner Command • * * •

A R M A L Y T E
T h a lam u s £ 2 5 .9 9  
Uppers -  Eryoyade in an ott 
tashonod sort ol way Downers -  
Soppy presentation and madequaM 
Oevgn The Bottom Line -  Toiafy 
aoosed by Actnrwons RTrpe it 
•  *

A R N H E M
C C S  £ 1 9 .9 5
Uppers -  A S be dassc wargame 
finely brought K> Amga owners 
Downers -  but nobody rea*y 
wanted it anyway The Bottom  
Line -  Primitive beyond beket-  
even wargamers should grv* « a 
wde benh *

Gamepley voters due to * m  sluggish 
frame rate and lack oi a teal ifyng 
Met The Bottom Line -  A 
merestng but (awed aitampt at 
takng the light sanulebon genre a 
sugeturwer *  * •

A 3 2 0  A IR B U S
T h a lio n  £ 2 9 .9 9

A T O M IN O
P s y g n o s is  £ 2 5 .9 9
Uppers -  An easy to pek up and 
very skek puzzle game, weh 
frousands oi tenets to keep you 
gong Downers -  Can covalent 
bondng be tun7 We re not sure 
Rather samey. very tough: crap 
rrvisc The Bottom Line -  SfighOy 
smear to Ppo Uana n  some ways -  
4 you iked that then try tha on* lor 
see * • *

B A B Y  J O
L o ric ie ls  £ 2 4 .9 9

Uppers -  Sweet Mt.no rtbenced 
gam* wdi bands oi cuteness and 
to&dsm ptoAn Downers -  
OeaW by tul nappy - yeuch1 The 
Bottom  Line  -  Kind oi tovabM and 
entertanng 4 Mchncaly fust a MS* 
b* on the crap sde Overpncodtor 
whaiaa.though * *

uppers  -  Absokitefy tovefy «  
every way. Agony coukJ we« be 
the tost meSowr shoot'em  up 
Downers -  Thor# are only $i» 
levels and the m ^ m e  m use «  
nauseous The Bottom  Line -  
It's not the most demanding 
shoot-'em-up we Ye come across 
but t  l  among the most relaxing, 
and eryoyabie * * * •

Uppers -  Two player fun with the 
unusual task of tyeakng INTO  
Aicavaz Downers -  The game is 
not much tun m the on# player 
mode, particularly w th the 
cumbersome switching between 
the two team members The 
Bottom  L ine  -  A smooth two- 
player beat- em-up romp with 
bran ceils, but a non starter m 
ona player mode *  *  *

A -1 0  T A N K  
K IL L E R
D yn am ix  (S ie rra ) £ 3 5 .7 5

Uppers -  A wealth o* typed tight 
sm style d*ta> Downers-

Uppers -  Autnentc sound and 
graptves make thd a simulation 
wat true avia:on butts w * be 
happy with Downers The 
manual a  a mess and tote the 
gamo down particularly as you 
need somethng comprehensive 
lor a sen such as tNs And tors 
be honest, the d ea oi Rymg an 
Airbus a  something oi a mmonfy 
ttvng The Bottom  L ine  -  
Impressive in its atlem ptt at 
authenticity, but iTs stretfy tor 
aviation buffs and cenawfy no 
ighiensartainment * * *

BACKGAMMON
ROYALE
O xford SofTworks £19.99

Uppers ■ W ei. 4 does took a b4 tke 
the real board game Downers 
Backgammon s umpto rutos are 
badfy eipiawed n  a tonbto 
csfrucfrcn manual And anyway, a  
toa leafy a sutabto sufyact tor a 
computer game7 The Bottom Line -  
Al the bes are war* but 4 teems a 
Mttopordess * *

T H E  B A L L  G A M E
E le c tro n ic  Z o o  £ 2 5 .9 9  
Uppers -  Based on the e»ce«ent 
but un-reieased tnlecoon puzzle 
game Downers -  The concopl is 
sporfed by senseless changes to 
the rules The Bottom  Line -  
Interesting, but wepdy e»ecuted 
* •

BARBARIAN 2
Psygnosis £25.99

Uppers -  R looks good and there t 
a generous measure oi senseless 
brutatoy and tantasy aamospher* 
Downers -  Very rtpetev# and very 
shatoe n  the gameplay stakes The 
Bottom  Line -  Shadow O l The 
Beast Ians w * love* * * •

B A T T L E  C H E S S  II
-  C H IN E S E  C H E S S
E le c tro n ic  A rts  £ 2 5 .9 9  
Uppers -  Cut* graphic*, and a new 
angle on the chess theme Downers
-  The arwnabons soon become 
wesome. and Chnese chess ant 
halt as nterestng as the standard 
game anyway The Bottom L in e -  
Good as a showpec* game, but a 
taAire as a pace oi ptayabto 
software * *

BATTLE ISLE
Ubi Soft £29.99 
Uppers •  A strategy wargame Wat s 
easy to get to grps with Looks 
tovefy. and We vitro sequence

It’s back, back, back! (Oh, alright then, it never actually went away.) It’s The Bottom Line, Britain’s biggest 
and -  hey! -  bestest guide to the vast back catalogue of old Amiga games, and in particular the ones that 

have been released over the past year. This month, thrill to new entries like Castles, Project X, Apidya, Ultima VI, 
Agony and Pacific Islands - a t  least a couple of which are going to go down in the annals of Amiga gaming as real 
all-time classics -  and groan at utter no-hopers like Fireteam 2200 or Cover Girl Poker. All Amiga gaming life is 
here, from the highest to the low. Whatever it is you want to know, this is the first place to be. Now read on...

THE BOTTOM LINE
RATINGS: ★  ★  ★  ★  ★  Excellent ★  ★  ★  ★  ★  Nearly there ★  *  *  ★  Very good ★  *  ★  Has its moments ★  ★  Flawed ★  Dire o
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«  even tomy Downers -  Osh 
access at every ijm  and combat 
**vch seems to be fandom are a 
pan The Bottom  Line -  An 
enonnousfy promreng and Cravo 
dea which hasn't g *e  coma o*> 
successful * * * *

BEAST BUSTERS
A c tiv is io n  £ 2 5 .9 9  
Uppers -  Gt aphcaty dot# to th# 
ongrial arcade re ra n  Downers -  
Tends to stow down when there *  a 
lot happaong on screen and its tar 
too easy Th# Bo ttom  Line -  
Ooesni tasty compara too we* w*h 
a l lha otoer Op W>» genes on tha 
*n g i *  *

BIG BUSINESS
M ag ic B y te s  £ 2 5 .9 9  
U p p e rs -  We* programmad and a 
tarty ongnal concept Would you 
baieva. a humorous busness 
mutation ? Downers -  it s true 
though the humou e  toede meed 
stareotypmg and tha Outness pan a  
tedcus number crunchng The 
Bottom Line  -  Soma nos touches, 
but at tha and cf toe day *  just «n t 
any Itn  to play eta* * *

BIG RUN
Storm  £25.99 
Uppers -  E vorytong you CDJd 
reasonabfy aipact ot a motor raong 
con op conversion s  llawtassty

update a  eicruoafingfy jerky Tha 
controls are as ureafcsac as aver 
The Bottom Line -  The most 
compiei Bgt* san to data Vrtuaty 
guaranteed to hold you attention tor 
months * * • •

BLACK CRYPT
E lectronic Arts £25.99

and slash role playing wrti a strong 
le**ng of progress*?- Downers-  
Arostcaty and asmosphancaly v u  
game otters absohaaty nodmg new 
The Bottom Line -  Although 
seemnQly quae ordnary. there's 
sometong about it wtvch |ust cSchs 
mahjng « an aryoy able shea ol FRP

BLADE WARRIOR
Im a g e  W o rks  £ 2 5 .9 9  
Uppers -  Pretty breathtaking 
graphes w«h plenty ot action and 
purring too Downers -  The 
gamepley a  untoety to be to 
everyone s UK* The Bottom  Line 
-  Possibly the most atmosphere 
game ever •  • • •

D o w n e rs -  What s toere «  a ngr* 
laugh, but only lor a irM ed (and 
rather samay) 10 scenarios The 
Bottom  L ine  -  SJytoh. and good 
two player Km but tadung longewty 
* • • *

BOOLY
L o ric ie ls  £ 1 9 .9 9

Uppers - More novel than fie
average purrier and an roeresug 
blend ol togc. tactcs and hick 
Downers -  Possbfy requires too
much seidoopine to play property
lor most people The Bottom  Line 
-  Fasonatng and moderately 
ertertanng. but rs  always gong to 
be a ntnorcy appeal kind ot tong 
* * *

BOROBODUR
Thalam us £25.99

Uppers -  Tha grapnes areni bad. * 
a MSe crude and soma ot the
problem sohmg does at toast ta i toe 
brain Downers -  # isn’t tho worst 
gima aver seen at AMIGA POWER 
but wa re not that tar away hare, 
reahy The Bottom lin e  -  Halt 
hearted •

rendered n  the rather old fashioned 
rohng roed e«tort Downers -  We*, 
can you to r* ol anythmg new it has 
to otter’  A tedous lack ol scope and 
vanefy The Bottom Line -  
Eitremety base gamepiay and over- 
tamfcar graphes make th«s pretty <M 
gong * *

BILL & TED'S 
EXCELLENT 
ADVENTURE
C a p s to n e  (A c c o la d e ) 
£ 2 4 .9 9
Uppers -  In our b /ro ie  oprron. a 
most e«ceOent subject tor a icenc* 
The game even manages to capture 
some ot the savou of Vw bodaoous 
Mm too Downers -  But that 
doasn t stop < beng a strong 
contender lor the Weakest 
Gamepiay m The World award The 
Bottom Line -  Somethng ol a 
mated opportunry Lets hepe tor 
better thngs from no game ot the 
Mm sequel • *

BILLIARDS II 
SIMULATOR
In fo g ra m o s  £ 2 5 .9 9  
Uppers -  Ptorey ol vanabons 
ndudng a crazy pool' with an 
octagonal table Downers -  Neither 
the ?0 or 3D modes alow a decent 
shot to be made, and toe leaf ol the 
sport 8  lost completely The Bottom  
Line -  Another game wtveh 
aumckat n  tha tace d  «s 
compasoon. tr*s erne n  die torm ol 
jtmmy toVes twrwmd Snooker 
* *

BIRDS OF PREY
Electronic Arts £34.99

C U p p e rs -  Phenomena^
comorehensme A wider choree ol 
arcra* fu n  every tight sen ever put

BLUE MAX
M in d  sca p e  £34 .99  
Uppers -Less tech* than most 
Hying rungs Some ratoer p ttn g  
sound complmenu tha WW1 leal 
mealy Downers -  Not a wavier n 
fra  user tnendmess stakes and tha 
slow and sloppy man game never 
(ahem) ready takes o« The Bottom  
Line -  Du* Nor toe defvutve t *  
plana game hy Bggles butts it 
should have bean •

THE BLUES 
BROTHERS
T itu s  £ 2 5 .9 9

plafermer that's so playable «  
tnghtanng And f t  Km y  too 
Downers  -  Tha two player mode •  
a wasted opportunity The Bottom  
L ine  -  Probably tie  bast character 
kcenoe ever to appear on toe Amga 
* * * *

BONANZA BROS
US G old £25.99

Uppers -  An ongmaifoh) »teme 
complemented by a unique and 
nterestng v«ual approach

BOSTON BOMB 
CLUB
S ilm a rils  £ 2 5 .9 9

Uppers -  A neat twist on toe sidng 
Woe* type o> puzzle game 
Downers -  it hasn't got fw  longest 
game Me aver, and the base concept 
wont erectly Ight everybody s fro 
The Bottom  Line -  One of Via 
beeer puzzlers we're seen lately 
Ptoasmg, tun and very French 
* * * *

BRAIN BLASTERS
U b i S o ft £ 2 5 .9 9  
Uppers -W e i there*a 
trojfcaneous two player mode 
Downers -  But« s only realy 
remotely playable whan played solo 
The Bottom  L ine  -  A sad 
smpteK and neitecsve puzzler •

BRAT
Im a g e W o rk s  £ 2 4 .9 9  
Uppers -  Vary pretty, very emocVi. 
verychaHengng D o w n e rs -  and 
very, vary rotating indeed esoeoaly 
« you hate Via central character The 
Bottom L in e -  Okay it you play« 
with tha sound oh * * *

BREACH 2 
(ENHANCED)
Im pressions £29.99  
Uppers -  A strategy rotoptoymg 
game dona the old tashonad (and 
ptoribto) way Dow ners-Its 
nothmg new and < doesnl eiacVy

took modem The Bottom L ine-  
Surpnsngy deep and tun * * *

BRIDES OF 
DRACULA
G o n zo  G am es £ 2 5 .9 9

Uppers -  There s a lair amount 
o l humour (some ntenbonal. 
some not) as you go through 
your vamp paces Downers - 
Amateurish graphes and the 
whole game is a plodding aita* 
The Bo ttom  Line  -  Humorous 
vampire antics do not a great 
game make especially when a a* 
borts down to a tedousiy stow 
spat screen race • • •

BRIGADE
COMMANDER
E le c tro n ic  Z o o  £ 2 5 .9 9  
Uppers -  Desert Storm scenanos 
grre *  a nee touch of topcatty 
Downers -  The usual crap 
graphics The Bo ttom  Line -  
FnandMr than the average 
wargame and more playable too

BUILDERLAND
L o ric ie ls  £ 2 4 .9 9  
Uppers -  InteresWig and cute 
Lemmngt dtrwaare D ow ners-  
ks written n  AMOS, and « shows 
The Bottom  L ine -  Good tuv but 
Cs a shame Viey couktol hare 
programmed « property •  •

CADAVER -  THE 
PAYOFF
R en eg ad e £ 1 6 .9 9

Ians ol the trst Cadaver D ow ners - 
Not a tot o« use lor anyone a*se 
(hough The Bottom  Line  -  II 
you re  got Vw ongnal. thes an t such 
a bad price to pay tor more of vie 
same * * *

CAPTAIN PLANET
M in d scap e  £ 2 5 .9 9  
Uppers ■ Um. i  s tototogeaty 
sound And the cotous are nee 
Downers -  Tanrwiaay Sawed 
gamepiay. and seems to hare been 
put together m a temple hury The 
Bottom  L ine  -  No tun to play at al 
Forget*. * *

THE CARDINAL 
OF THE KREMLIN
A c co lad e  £ 2 4 .9 9  
uppers -  Reasonably capbvatng 
and accessible straaegy Downers 
-  M cutous arcade sequence 
dropped slap bang n  the nvdda of 
Via game almosi tota*y destroys tha 
atmosphere The Bo ttom  Line  -  
AJarmrgty stupd design btowt what 
could hare bean a winner • *

CARDIAXX
E lectronic Zoo £25.99 
Uppers -  A shoot am up w«th the 
added ngredents ot (a torra. Iona) 
spaed and a score bar nghi n  Via 
mtoda Of toe play area Downers -

Beyond theta leatues there s not 
reaty anythng spaoaf about 
C a to a u ata l The Bottom  L ine - 
its hearts n  toe nght place, but«  
ptiyabMy hesni tuned ip  to toe 
party *

CASTLES
In te rp la y  £ 2 9 .9 9

Uppers -  Potent may tu i m a Sro  
O ry sort of way Downers • 
Tadous tm e consuming planning 
can all too aasrfy result at failure 
wMh tbs one The Bo ttom  L in e -  
Casttos sounds tun but tans 
somewhat between two stools 
Not enough real gamepiay and *  
lacks realism *  *

CELTIC LEGENDS
Ubi Soft £30.99

Uppers -  Plenty otsvategyptos 
plenty ol acton plus good 
presentaecn make tor a more toan 
passable role-playing chaAenga 
Downers -  The ponderous 
computer opponent wont break any 
soead records The Bo ttom  L in e -  
Mora than enough bmnstormng and 
hack n siey to keep you n  jokes tor 
ages * * * * *

CHALLENGE
GOLF
O n -L in e  £ 2 4 .9 9  
Uppers -  Easy to gat mo. and up to 
tou players catered tor D ow ners-  
Mndnumomgfy uveetstc pusng 
sequence and loads of unnecessary 
MSebugs The Bottom  Line -  
Lack ot piayabAfy makes to * a 
seriously batow par go* sen Go tor 
PGA TouGoVnstaad *

CHAMPION DRIVER
Idea £25.99
Uppers -  An overhead raong game 
when knows CS kmrtatons. and 
works sctandtfy w#«n toem 
Downers -  Less M s  than a M - 
toss tong, and onT this a Ngh price 
tor lha sort ol tong? The Bottom  
L ine  -  Very Iasi and sic* racer, 
whchlackstongarrey * * *

CHAMPION OF 
THE RAJ
Im ag o  W o rks  £ 2 5 .9 9  
Uppers -  Arcade sequences break 
UP Via heavy duty strategy acton 
Downers -  Even more ndcutoue 
dak accessng then usual n  ttw  type 
of game Crap programing 
generafty The Bo ttom  Line -  
Poteneaty good game roned by 
complete lack of 0ayab*ty •

CHAOS IN 
ANDROMEDA
O n -L in e  £ 2 4 .9 9  
Uppers -  Lots ot character 
neeracton and plenty to do 
Downers -  Crop tght sequences 
and tny graphes 
The Bo ttom  Line -  Enjoyable 
unm »  style adrenkro skghtty

looted by sloppy programmng Sal 
good tun ihough * * *

THE CHARGE OF 
THE LIGHT 
BRIGADE
Im p re s s io n s  £ 2 9 .9 9  
Uppers -  Visually ropressrre 
wargame with instant appeal and 
plenty ol user tnenrSy presentation 
Downers -  Thngs ta l down n  toe 
wargarang asoect of tongs with 
some rather s«y roles The Bottom  
Line -  A very brare try. but * 
doesnl quite reach toe heights to 
wtechtaspros * * *

CHE: GUERILLA IN 
BOLIVIA
CCS £25.99
Uppers - The tost Che fccence we're 
seen Downers -  A tethafy average 
wargame The Bottom Line -  Orty 
undemandng absolute begmers 
needaopfy * *

CHESS CHAMPION 
2175
The O xford Soflw orks £19.99

Uppers ■ You can learn a tot from 
v *t ntmtwe chess game -  and hare 
kn at toe same time' Perhaps the 
best chess game yet Downers - 
The entkess gamepfay opoens may 
swamp the begnner The Bottom 
Line - Chets Champ otters a level ol 
bran bun you'd be hard pressed to 
find etoewhore. even down at the 
local chess club • • • •

CHUCK ROCK
C o re  D e s ig n  £ 2 4 .9 9

R

MSl i J t

J W i
VPnJsM

iT -
Uppers -  A trot dess cavemm 
romp, w*h some nnovason n  toe 
gameoiay tor once Downers -  A 
touch shalow and a touch easy The 
Bottom  Line -  Pretty bnhant 
platformer, one ol the Amga s very 
best * * * *

CHUCK YEAGER’S 
ADVANCED 
FLIGHT TRAINER
2.0
E le c tro n ic  A rts  £ 2 4 .9 9  
U p pers -  A rentable a* toroe or 
planes to Sy. wtn p te i of options 
masons and the ootgatory toad of 
ertemalvews There s even toe 
opportuvty to Sy toe Soace Shutse 
Downers -  A compete lack of 
speed bad <*sk access and naff 
persoecive put a damper on toe 
whole affair The Bottom Line -  
Low Hying light sen -  tafe to stay 
with toeoompeobon • • •

CISCO HEAT
Im age W orks £24.99 
Uppers -  A tu i dnvng game n  toe 
A/tAun sryte. wch hits and juidnne 
grring it a be ot ongnakty Downers 
-  Not even skghdy dose to toe con 
op. and toe control sysaem a 
abominable The Bottom Line - Ttt
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loo short 10 provide a decent amount 
0»*>0yme*t * * *

C O H O R T
Im p re s s io n s  £ 2 9 .9 9  
l/p p er* -  (Relatively) ei oeienr 
graphics and hetokJ userseertace 
m *« n rg ta c t*s s o l«  D o w ners-  
The control sy««" <vn as good as « 
should be rise Bottom  L ine -  A 
me ofl-bMi wargame. out 
M>pnc(d * *
C O N F L IC T  
M ID D L E  E A S T
S S I U S  G o ld  £ 3 0 .9 9  
Upper* -  A wargam* n  me
vadtonji sense but supnssgiy t l  
eiecuted very wed ndeed Downers 
-  The wargame label a  no longer a 
vaW e«cuse tor an Ampa program 
tookng as dated as this The 
Bottom Line -  O  vnwsti merest 
even to hardened wargamers 
* * *

C O U G A R  F O R C E
T o m ah aw k £ 1 9 .9 9  
Upper* -  The bo» is quae 
m eresvg (actuaty that t  a M  ol a 
I* ) Downers -  Everymng The 
sound fie  graphics the gamepiay -  
a l dre m the enreme Thefiorrom  
Une  -  A period present tor 
pyromanacs *

C O V E R  G IR L  
P O K E R
E m o tio n a l P ic tu re s  £ 2 5 .9 9

Uppers -  Atnghtdlt prosen:.von 
Downers  -  Some o* the p e tu e * 
are untocussed and what 
animation there is. is poor The 
poker tactcs are almost non 
eiistent The Bo ttom  L ine -  
There are much cheaper ways o» 
seo-ng gets with thee clothes oft 
Sad . Sad . Sad #

C O V E R T  A C T IO N
M lc ro P ro s e  £ 3 4 .9 9

Uppers ■ Lots d  atmosphere and 
some e»ceaent subgames 
Downers -  Could hem been better 
programmed couU have had much 
better controls and coUd h*«e been 
CIO cheaper The Bo ttom  U n e -  
Supnsmgty play a t*  and ervoyeb* - 
•eh  lust a m e more user 
tnendtness ffw  woUd have been an 
absolute das&c •  •  •

CRIME CITY
IF ... £25.99
Uppers -  The banc scenaro ol f*s  
private eye mystery does have 
potential as an adventure game 
Downers But the bushed fm g  
tads to generate any nvolvement or

emooon it comes across as *  *  was 
•rnenbyachdd The Bottom lin e  
-  Computerised meraewe Acton 
Ives or des by «s mtevtace and as 
ttorytett. and Crime Cry's lousy to 
both respects *

C R IM E  D O E S  N O T  
P A Y
T itu s  £ 2 5 .9 5  
Uppers -  Er reasonabietoh) 
gracTKi Downers -  Temb* 
gamepiay. pathetic humou. 
atrocious desgn. useless plot shal 
we go on? I fw *  not The Bottom  
Line -  Cnme doesni pay Tha 
game s  a software crime so work* 
Out tor yourse* *

CRIME TIME
Starbyle £25.99

Uppers -  A German adventuo with 
the addtd bonus ol  graphes1 
Downers -  But not very good 
ones, and me rest oi the gam# «  a 
M e on the trashy stoe The 
Bottom  Line  -  A hideously dated 
unongnai adventure •

C R U IS E  F O R  A  
C O R P S E
D o lp h in * U S  G o ld  £ 2 7 .9 9  
Uppers -  Superbly desgned >ot. 
lovely graphics and tw  usual 
computtve quatey you erped horn 
Detphne Downers -  Loads (and 
toatto) ol dak accessing and even 
•hen you ve got the solution « 
seemngty takes eght hours to play < 
through to the end The Bottom  
Line -  Not lawless but std an 
absolutelytovetygame andawomy 
comparton to Monkey Island 
* * * *

C Y B E R C O N  I I I
U S  G o ld  £ 2 4 .9 9

Uppers -  Br&mt sense cf berg  
there. and better Fr ©escape nan 
Freescape Downers -  Predctably. 
not a< that access *** to you 
average game player The Bottom  
Line -  Wea woflh n e  e«ort ot 
geemgreo e * * * e

D A R K M A N
O cean  £ 2 5 .9 9  
Uppers -  The driving section «  
enagmaave and tor Downers-  
Everything else «  hackneyed 
Iceneeby rumbers rubbish Ocean 
reefy ought to know better fian io 
release fas lund ol product The 
Bottom Line -  Not gate as bad as 
To<a> Aeca* and Mgh&reed put not 
very much better eaher The worst 
Nm game lor quite some true 
* •

D A S  B O O T
M in d  sca p e  £ 2 9 .9 9  
Uppers -  The 2nd most access** 
tub sen to data Downers -  but 
nat s«( doesnt make a partcUady 
access** The Bottom U ne -  
Playable but overpriced •  you've 
already got SS ft fe n  tto  <s die nen 
one to go tor (assuring you tancy 
another tub game l e e e

DEATHBRINGER
Em pire £25.99 
Uppers -  Sturwrg parafcu 
scrofcng plenty ol tonguwncheek 
acton and a wondertofy camp hero 
Downers -  Shatow hack n slash 
gamepiay and dodgy ookson 
detoctcn The Bottom  Line -  Not 
a tot ot eneertanment tor a HA price 
game e e e

D E A T H  K N IG H T S  
O F K R Y N N
S S I U S  G o ld  £ 2 5 .9 9  
Uppers ■ A great mprovomer* on 
the previous Krynn re * players 
Downers -  But compared to t e  
mghty £ye Ot The Beholder. n o  s  
very average ndeed The Bottom  
L ine -  A race enough product, but 
nothing very spectacular * * e

D IN O  W A R S
M ag ic  B y te s  £ 2 5 .9 9  
U p p e rs -  A novel chest variant 
ndudng a great two players at 
once- opten where you donT have to 
wat tor Vie other player to move 
Downers -  The central boat 'onvip 
secton is a be crap, and the game as 
a whole «  over tmphsoc The 
Bottom Line -  A nos toe* but 
askng C25 tor < •  a M  o> a cheek-  
fiere fast o n l enough to ■■ •  *

D IS C O V E R Y
M ic ro  Illu s io n s  £ 2 5 .9 9  
Uppers -  Good graphics tor an 
educaaonal game Downers -  For 
somefmg which rates so hearty on 
speech synthesis the speech quatry 
a  terrbto The Bo ttom  L ine  -  
Tricky to play and educatcnaty 
dubous tw  a  a M  <K a (too • •

DOUBLE DRAGON  
III
Storm  £25.99
Uppers -  Grve us a mnute. w el 
f ir *  ol something Downers -  A 
very bad ••ample ol a very wed 
genre The Bottom U n e -T h e  
benem up done |ust how « 
shoudnt Oo •

DRAGON FIGHTER
Idea £25.99

Uppers -  An uxivjal m iitu * C* 
scrobng shoot em up and strategy 
shoes Downers -  The strategy 
brts )ust get n  tw  way . and the 
arcade M  hasn t been done (usoce 
The Bo ttom  Line -  Stck. but 
nsubetaneal • •

DYNA BLASTER/ 
BOMBERMAN
Ubl S o il £30.99 
Uppers -  Sweet, simple arcade tun 
n  true console styte -  good as a one 
player geme. Onkart n  erabng 
smuflaneous Ive (yet. flvet) player 
mode ( I  you can crush t * t  many 
people around you Amga)
Downers k t  a be too erpensve

tor o u  Hung (marty due to the 
loystck adaptor nduded) The 
Bottom Line -  A very addetne 
mare based PacAlan variant, 
mproved dramatcaty by the loyssck 
adaptor * * • • *

E LF
O cean  £ 2 5 .3 9  
Uppers -  An enct im t arcade 
adventue romp, with enough 
nteresang M e  eitras to make t  
tresh Downer* -  These twigs are 
gtong fuu a m e M  okl tashoned 
areni they’  The Bottom Line -  A 
good sotd gam# trom h e  Ocean 
sub * but not a wend beater 
*  •  •  •

ELVIRA-THE 
ARCADE GAME
Flair £25.99

Uppers ■ A NgNypokshed arcade 
adventue that s a real joy to play 
Downers There s no moviUsn or 
gimeotay supnse here The Bottom 
Line -  A tine e«ampte ol a 
anetfnirustedtormuia * * * *

E L V IR A  I I :  T H E  
J A W S  O F  
C E R E B U S
A c co lad e  £ 3 4 .9 9

Uppers -  Nice graptves 
Downers -  Too many d«ks. a 
dun storyline, and a lack or 
gamepiay -  a t  me laUts ot the 
original Elnra  rear thew ugly head 
once agarn The Bo ttom  L in e -  
Frustrating, tedous and vasdy 
overpriced • •

EUROPEAN
SUPERLEAGUE
C D S  £ 2 4 .9 9
Uppers -  A supnsngty nvohing 
toory seategy thng n  the FdoAM 
Manager ven Downers -  They re 
not s ti making these thrngs ate 
they’ (Yes fe y  are: The Bottom  
Line -  A dated dea -  < sounds 
tedwusbutrsaduaayerecuted 
quflo commendabY *  *

EXILE
A u d io g e n ic  £ 2 4 .9 9  
Uppers -  Real- world physics 
meorpertted rno an arcade geme.
I t  more ol a true arcade adventue 
than most games bearing that tag 
Downers -  Rader pnmrove 
graphics and not the most 
esianfy playable game ever The 
Bottom U ne -  A great arcade 
adventue. but t  mght not be you 
cup o< tea it you're an acoon tan 
Voted AMIGA POWER revwwws 
game ol f e  year' •  *  *  *  •

T H E
E X E C U T IO N E R
H aw k £ 2 5 .9 9

Uppers -  A playable enough 
Thrust variant. w*h ore or two area 
b o  tacked on (such as the tasteful 
toflue scenes) Downers -  Tte 
core ot f e  game fust * n i fic«ng or 
tVtorent enough to grve The 
Etecvtonsrtua  one more go 
appeal The Bottom Line -  Fee f  
you don t mnd the slghey repeotrve 
gamapiay * *

E Y E  O F  T H E  
B E H O L D E R
S S I (U S  G o ld ) £ 2 9 .9 9  
Uppers -  Takes Dungeon Ussier a 
step iuther EiceSem atmosphere 
and graphes Downers -  Despre 
beng tetter than OM 4s not as 
dflerent as « shOUd have been 
There t  sol room tor mprovement n 
f e  04 0  genre The Bottom U n e -  
O re ol f e  best trrue 0 4 0  games tor 
theAmga (Or. ndeed. tor anyfeig 
a h e l * * * * *

F-1 5  S T R IK E  
E A G L E  II
M ic ro P ro s * £34 .99

%
Uppers -  Graphics to make you 
gasp sound ideas to get you 
adrenatn punpmg and gameptey to 
leave you m a quvermg heap on fe  
floor Downers -  Despte f e  shoot 
em-gp nature ol ffmgs. it can a< be 
a touch too much tor f e  lew  
ambmous games player The 
Bottom Une -  Oute positVy f e  
last word n  kgN sms (so tar 
anyway) • * * • •

Downers - Not very heebe and not 
supnsmg n  Ve least The Bottom 
Une -  Deserves to do wel
W W W

F A T E  -  G A T E S  O F  
D A W N
R a in b o w  A rts  £ 2 9 .9 9  
Uppers -  Unbearably homy 
woman. uwsuai preseveason and 
mora to do fian some so cased RPG 
games Downers -  Fddy control 
and taey presemaeon 
The Bo ttom  U n e -A M  another 
FRPG reaty. Out wkh enough 
character to make «wonhwh*e Far 
trom essential feugh w w *

FINAL BLOW
Storm  £25.99

Uppers -  A pretty dose conversion 
o< h e  con co Downers -  Whch 
was an absolute duttor m f e  flrst 
place The Bottom Une -  Not the 
best being game arouxt (and fust 
took at f e  compeeoon'i •

F IN A L  F IG H T
U S  G o ld  £ 2 5 .9 9  
Uppers -  Center! sensitive 
controls, huge sprees, arcade-true 
graphics generafy an t ic r lir l 
conversen Downers -  Than agam 
rs  a conversion ol a tasty du* and 
quee dated tormulac com op And 
f e  beat- anup s  lodung a MO# tong 
m f e  Modi these days The Bottom  
Une  -  Techrvcaly mpressrve and 
toads ol ton to play, the mght even 
knock f e  famous IK» o f «s best 
Amga beat-em-up'perch (But fe n  
agan« mgNnot) • * * *

FACE OFF
Anco £25.99

Uppers -  Reasonable graphics, 
some nee attention to detal and 
tasty realeac player movement 
Downers -  Not the game to show 
lust how good ee hockey can be on 
the Amga The Bottom Une -  A 
very average game, but we «e yet to 
see any other better ce hockey 
ettorts * *

FALLING JEWELS
S o li & Easy £25.99 
Uppers -  A nee vanaoon on the 
Kiai and Terns themes Downers - 
Awkhertenor The Bottom U n e -  
You d not be batfy adnsod to take a 
tu t*w tfifa A rv J e w e l* www

FANTASTIC
VOYAGE
C entaur £25.99 
Uppers -  A s m p * methodcal 
shoot- em-up. Out one wvfi hghfy 
atmosphere graphics

F IR E T E A M  2 2 0 0
In te rn e c in e  £ 2 9 .9 9

U p pers -W en  •! makes a Party 
Political Broadcast took 
mesmonsmg Downers It 
makes a Party Political Broadcast 
look mesmonsing' The Bottom  
L in e -O U l. dull, d u l and ugly 
Avod e

F IR S T  S A M U R A I
Im a g e W o rk s  £ 2 5 .9 9

Uppers • Stuvwgfy wei 
programmed enagsiatrre desgn and 
sispred use d  sound, a l added to a
dasse and proven gamaptoy Byte 
Downers -  Maybe fust a M e on B
the stow side The Bottom  L ine -

L
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S*nply gorgeous arcade adventure 
mat you reaty shouttvt be without

FOOTBALL 
DIRECTOR II
D & H  £ 2 4 .9 9
Upper* -  Reasonat*y ccmpiev and 
w d* (angng strategy M V  
Dorm ers  -  C?S tor a looM 
management game 7 Gal real The 
Bottom  Lino  -  Adds ncffm j now 
to the decades 0<d number crunchng 
of every other tootbal manage 
ganeever • •

FORMULA ONE 
GRAND PRIX
M icro P ro s©  £ 3 4 .9 9

and me fines* dnvng leel yet seen on 
the Amo* Downers -  The 
ixosooa ol Such an accurate Grand 
Pru tanuiaaon an t gong to appeal 
toovoryono The Bottom  L ine -  
Tho Dot] racing game wo Vo ever 
Mon. and DOS$<(]«y tho M l! gamo to 
appear on me Amga

4D SPORTS BOXING
M m dscape £25.99

Uppers -  Tho boot t»»ng gamo 
yet. w «  tome hghtyorgnal polygon 
grapftes D o w n e rs -S o w * man 
you could pottery onagme. w«h an 
OMor<omptoi control lyuom The 
Bottom  L ine  -  Unusual but not 
actuary vary playable • •

4D SPORTS 
DRIVING
M ind scape £25 99

Uppers -  it t  (June fun and vnuaty 
n p 'w v rt with tho 30 graphes last 
enough to keep you on you 
loos Downers -  It wont keep you 
enthraied lor very long at me end ot 
tho day Tho Bottom Line -  Great 
lor tans ol mo genre, but learner 
drivers would probably bo wae io 
avod •  *

FLAMES OF 
FREEDOM -  
MIDWINTER II
M icro P ro s©  £ 3 4 .9 9  
Uppers -  There's loads to do and 
tie  whole thmg looks lovely Hours ot 
kto to be had from mo charade* 
desgnng section atone Downers -  
Leas ol stupid holes m the logo, and 
an uncomfortable balance between 
m# strategy and acuon aspects The 
Bottom Line -  Works better n  
merry than n  practice Uttwnter 
tans w floveCDutm eresiolusare 
Wety to get very bored very quckty 
* * * *

FLIGHT OF THE 
INTRUDER
Im a g e  W o rks  £ 3 0 .9 9

Uppers -  Hghly reafisac and Aeitte 
(you can make a atmost as sm ett as 
you want), and decent graphes loo 
Downers -  It’s not mmedaiely 
aoractrve by any means and me 
controls are even more lortMMng 
man usual Bugged, too The 
Bottom  L ine  -  Not techrvca»y 
amarng but absenting and 
enaecarvng with a neat two player 
Snk up gamo * * • •

FRENETIC
C o re  D e s ig n  £ 2 0 .9 9  
Uppers -  Fast and good toofcng 
Downers -  You’ve seen ttvs t l  
bettre and done rather more 
eicengty mto the bargain 
The Bottom  Line -  S k*  
programing only serves to make 
Frsnetc ledous m a professional 
ktodotaway • •

FUZZBALL
System  3 £19.99 

j  f  W f

r C f  C . 1 C . 1 V 1

Uppers - Bg stMshy and lovable -  
Fuwbat bogs to Do played Ptadorm 
and puufing styles make an 
ranging cocktaa Downers -  It 
only (  was easier less wocusnets 
woutl make a l me dflerence The 
Bo ttom  Line -  Good but some 
mtaang qurks o< game desgn mean 
t  tab  wwi short ol classic status 
* # * •

GAUNTLET III
U S  G o ld  £ 2 5 .9 9  
Uppers -  A new angle on the 
arcade dassr: gves seme nove*y 
value, and mikes proceedngs 
suffioentty dfferart ms »me around 
Downers -  The pace 4  ponderous 
mere arent enough baddes and the 
speech 4  bady m ated The 
Bottom L in e -  fe e  but t  d o e v l 
rea*y five up tome legend mat 4 
Gsunder Gwe us a bash on Gaumter 
2. anyday * * •

GEISHA
Tom ah aw k £ 2 5 .9 9

Uppers -  Urn. w d  youdogetlo 
see some grts M s (Sorry, lemaie 
readers) Downers -  Tacky v d  
fatuous ptof. gvng way to some ol 
the most unplayable subgames 
ever, wtm presentation ot a knd that 
people used to get arrested lor A 
nghtmare a l roitod rea*y The 
Bottom Line -  Could ttM perhaps 
be the worst feSpript game ever 
renewed n  AMIGA POWER7 A V«e 
percent mark would seem to suggest 
SO •

GEM'X
D © m onw ar©  £ 2 4 .9 9  
Uppers -  Gorgeous graphes. 
e»QKS«e sound beauohAy simple 
mental torture Downers -  Wont 
change your mud *  you're not nto 
puttiers The Bottom Line  -  One 
o> me best puttie games to dace 
* * * *

GERM CRAZY
E le c tro n ic  Z o o  £ 2 5 .9 9  
Uppers -  Not gufle as evpensrve 
as Mndscape s life  A Deem 
Downers -  But w ih KM else n  t t  
favour The Bottom Line -  
Another ha* baked idea, not loiowod 
through property (Where do they al 
cometromt) *

GHOST BATTLE
T h a llo n  £ 2 5 .5 3  
Uppers -  The sounds guto good 
and me graphes are okay 
Downers -  Everyting else «  
utterly awM The Bottom  L ine  -  
Body designed and executed 
Ghosts n Gohkns done fiat's so bad 
rs  scary •

GLOBAL EFFECT
M ille n n iu m  £ 2 9 .9 9

Uppers -  Groat *  you teel your 
social conscience needs
eiercung Downers -  It just 
doesn't hang together and suffers 
bom very awkward gamopiay 
The Bo ttom  L ine - File under 
interestingfaikves » * *

GO
O xford Sottw orks £19.99

Uppers -  A reasonably wwi justtoed 
conversion of anoent oriental 
strategy board game Downers - 
Despot bang one meg onfy. doesn't 
dress m ngi up to any noticeable 
eiiem  The Bottom L in e -O re  ol 
the mo« enjoyable and absorbng 
board games co«ver*tons yet seen 
and« asemCkepneetoo » • * *

THE GODFATHER
US G old £30.99

“  Stf?,' 1
fck* - ■-*

m
H  J

Uppers -  lovefy to took at with 
plenty ol good enervation and ramer 
lovely sound effects Downers 
Beneath a a l rs  a  ledous okj 
AoboCopdone The Bottom Line 
Slack and dul and lacking ev 
challenge Aved •  •

GODS
R o n eg ad e £25 . 53  
Uppers -  lovely aeimetcs gate 
tovokred tot a plattorm game 
Downers -  Not qu«e as good as rs  
made out to be And those graphes

are tar too clever tor thee own good 
The Bottom Line -  Oont bekeve 
the hype but pretty damn good a l 
me same

GOLDEN EAGLE
LocicW  £28.99

Uppers - Nice character arvmason 
and a suitably French pnee
Downers There's no gamepiay to 
speak ot The Bottom Line-  
Unnspred itomovatne. 
irvneerestmg andunaddove * *

GRAEME SOUNESS 
VECTOR SOCCER
Impute© £25.99 
Uppers -  irwovairve use of 30 
graptves and some preey 
spectacular replays Downers-K  
just doesnl work as a game The 
Bottom Line -  Plays kind ol Ike 
G aua with bom hn  knees 
knackered * •

GREAT
NAPOLEONIC
BATTLES
Im pressions £29.99

Uppers - Wei. < todudes a 
wargame edsor -  so m# kto need 
never end Downers -  The wargame 
part ia actuary very average todeed 
The Bottom Line -  Worth buying tor 
me edtor. *  you re rea*y eto  that 
sortofffvng * * *

GUNBOAT
A c c o la d e  £ 2 9 .9 9
Uppers - A i m  whch acSuaty does
somethtog dflerem Downers -
The action doesnl reeky convey 
enough eicdement. and me grapfves 
are a MM on me pnmrtnw side 
Bottom  Line -  A hgNy compler 
sen. thd takes quee some tm e to get 
drawn mao * * *

HAGAR THE 
HORRIBLE
K ingsott £25.99  
Uppers -  A good rendecn ol me 
Hagar character and an engagng 
enough game befvnd ma kence 
Downers -  it's not realy any better 
than Ht-Tec s ScooOy A Scrabby 
(ettch a  a heluvatot cheaper) The 
Bottom Line -  Not bad at a l But 
no«kng very spectacular ether

HALLS OF 
MONTEZUMA
E le c tro n ic  A rts  £ 2 5 .9 9  
Uppers -  Almost unimsed 
tastabtty marks to me huge 
numbers ot scenarios Downers -  
0« puongty compkcated. and offers 
nothtog new to me unconverted 
Bottom  Line  -  W ei put togemer 
butstastncSytordefvirds * *

HARE RAISING 
HAVOC
Disney £25.99
Uppers - The best game with
genueve canoon-guatoy gracmes yet

Downers But saff not a great gene
-  t t  Daws are repeebve. husarabng 
and dsappotottog The Bottom Line
-  The kto le t to me evpenence ot 
the whole mng. but me gamepiay 4 
very kneed Notreaky 
recommended • •

HARLEQUIN
G rem lin £25.99

Uppers -  Kjmdngtog pladorm 
game BeauOU grapho exjunae 
gamepiay. toads ol depm. and «s 
posovefy bnmrmg with magrvason 
Wei presented loo Downers-The  
sue of me task may be too much tor 
meweakwffed (Some downer, 
txm i) The Bottom Line The more 
you play »w  game me better n gets 
Aclasuc

HARPOON (WITH 
BATTLESET 2)
E lectronic A rts £34.99

Uppers -  Reaksac. tocradbfy 
detafed naval wargame with 
speotcaaons and perlormance 
figures a l over the place Downers - 
As you rrvght evpect its poorly 
presented andtentfystow Put 
astoe plenry of tm e tor markual 
studywg The Bottom Line -  lots ol 
boasng Sun. but too eipenswe and 
baipy programmed tor anyone omar 
than a real enthusiast 
* * e

HEARTS OF CHINA
S ierra £34.99

backdrops w »  enough relevance 
and arvmatcn to make them
(usMiable and a pretty senstte 
conarol system make (  an anjoyabla 
Far East romp Downers -  lack of 
speed and me need tor one meg and 
aharddnve plus a lack of real plot 
Itoxtotty The Bottom Line -  Serra 
are earwig themselves a rvefie weh 
tfw  sort ot mng Neat * * * •

HEIMDALL
C o re  D e s ig n  £ 3 0 .9 9  
Uppers - Stunntogty pretty and 
atmospheric, and i  s absoMefy 
enermoustoo Thecanoonsrjtea 
ju« gorgeous Downers -  Some 
nasty cksk swappmg and accessing 
though not gu«e to Oemaware

standards The Bo ttom  U n e  -  A 
last mowig and skek PPG game 
mars rvles more accesstofe man the 
genreusualya A winner * * * * *

HERO QUEST
G re m lin  £ 2 5 .9 9  
Uppers -  Easy to gel nto. and 
decepevety addtotwe Youdontm i* 
you’ve been playing 1 tor tong but 
suddeWy « s Thursday and you’re a 
week kata tor dm er Downers -  
Not so good as a one player game 
The Bottom  L ine -  Perhaps 
surpnstogty. a hghfy eniertartng 
game and absolutely deal when 
you ve got game playing tnends 
round * * * *

HERO QUEST: 
RETURN OF THE 
WITCHLORD
G re m lin  £ 1 4 .9 9  
Uppers - An addon modiM tor tans 
of the ongnal Hero Ouesi who want 
to take (he* characters mto harder 
temtory Downers -  Not a lot of 
use »  anybody else, but mat s a w  
nevitable The Bottom  L ine -  » 
you iked Hero Ouest then m« •  an 
obvious (and tarty neipenswe) 
pc/chase * * * *

HILL STREET 
BLUES
K r iu lis  £ 2 4 .9 9  
Uppers -  A good feel tor me TV 
senes character* (both player and 
omen) mat you can dontrfy with it s 
certanty an rteresang way to handa 
akcence Downers -  Gets 
repetitive pretty gu<«y . and cs not 
(tie skekest game around The 
Bottom  L ine  -  A good neit step 
tor someone who's played Sm Ciy 
to death and tanoes a new 
chatenge Umted appeal hough 
* • •

HOME ALONE
Accolade £24.99  
Uppers - The boi can be used tor 
darts prachce Downers Aarooous 
gamepiay jerky graph*-, and temble 
sound The Bottom Line -  A 
kttcrousfy menjoyaoie «m tcence 
Oont dsappom yoursaif •

HUDSON HAWK
O cean  £ 2 5 .9 9

Uppers -  A ftm tcence whefi 
actuaty stands up as a game n  t t  
own nght D o w n e rs -  The control 
system can reduce some to lean 
and < doesn't match The flkies 
Brothers n  m# arcade 
adiertureptattorm stakes The 
Bottom  Line  -  A wet produced 
but nktoatngty cWcuft. game Try 
before you buy * * * *

HUNTER
A c tiv is io n  £ 2 5 .9 9
Uppers -  Stuorvng 30 grapTvcs and 
toads to do Downers -  The odd 
ttM  graphical gtetfi or two Bottom

Hi Quality Version Available on AMIGALAND.COM



U n e -  Enormously absenting game 
-  youl find yours#* completely 
captivated byfltor N w i on end

IN D Y  HEAT
Storm  £25.99

Uppers -  We* it t  an alnghfcih 
conversion o» tfvs Soper SpnrtflfyV 
avnep. speedy and playable
Downers -  L ee  real depth though, 
and you can buy senfar on budget 
The Bottom lin e  -  We cant rea*y 
say anytohg great about «. but 
neaher«  « a complete waste d  
money or time Best < you play < 
aganst a d « h  d  toends e e *

IN T E R N A T IO N A L
C H A M P IO N S H IP
A T H L E T IC S
H aw k £ 2 5 .9 9
Uppers -  Tons ol tun tor those who 
miss tie  days d  loysfick wagging 
Downers -  Terre* presentation 
and a hghfy bjesoonat* pne* The 
Bottom Line -  « only a had been a 
termer cheaper *  *  •

J IM M Y  W H IT E ’S
W H IR L W IN D
S N O O K E R
V irg in  £ 2 4 .9 9
Uppers -  Sturm g 30 camera styte 
mew on the acbon and the actual 
rules and physical mechancs ol the 
game are re created beauduty It 
reaty s  yust Ike piayng a game ol 
snooker (What more could you want 
tom  a snooker sets?) Downers -  
We*, fs  sad only snooker Some 
ei»a stats would h e *  been nee too 
Bo ttom  Line -  A vented* corker 
A classic A 90 percenter Need we 
say more’  * * * * *

JO H N  MADDEN  
FOOTBALL
E lectronic A rts £25.99

Uppers -  Superb graphics and 
sound are merely the ong on the 
cake ol a superbly thought out sports 
game -  and one with enough (two 
player) variety to keep you gomg lev 
years One d  the dassa; Amiga 
sports sens Downers -  The 
computer opponents soon prove to 
be a wakover. so in the long run 
ertfoyment« tmted to two-player 
acton Plenty d  people cant grasp 
the bases d  American Football 
o*her . and toey re needed herr The 
Bottom One -  A near period 
conversion d  a game that was voted 
(at fs  ongnat eonsde incarnation)
1990 smdeogamed toe year it 
plays as good as < locks * • • • •

K ID  GLOVES 2
M illennium  £25.99

Uppers - Ther're plenty d  Super 
Wonder Boy influences n  there 
Dormers It s got notomg to do with 
the ongmal f&d doves, and *  s fust 
notonanyway The Bottom Line -  
A waste d  a good name and a very 
poor deal * *

K N IG H TM A R E
M m dscapc £30.99 
Uppers -  The Capftve system given 
a more appeopnaie tantasy setting 
Wore compact too Downers -N d  
enough though! put into the concept, 
and the <dficu*r «  pdched a* wrong 
The Bottom One  -  It tods loo 
ruch ike rde playing by nurom  
•  • •

K N IG H T S  O F  T H E  
S K Y
M icro P ro s®  £ 3 4 .9 9

to play, n  a not very •ght-senmy 
tonddway Downers -  Eim we* 
here aren't q j *  as many buttons as 
some light sens The Bo ttom  Une
-  Much more ptoyad* han you 
nvghc eipect. Vm  a  the surprise M  
d  he year ei tie  AMIGA POWER 
ol*ce * * * * *

T H E  K IL L IN G  
C L O U D
Im age W orks £24.99 
Uppers -  Fast movmg and pretty 
graphes. bags d  depto and a great 
creation d  atmosphere Downers - 
Ridded w«h eiconvstencios The 
Bottom One -  Could have been a 
contends* but body lets use* down 
*ithetogcstakes • • •

K IN G 'S  B O U N T Y
N ew  W o rld  C o m p u tin g  
£ 2 5 .9 9
Uppers -  Access** and t«Jfy 
presented, and tar more piayade lor 
the non e«pert than anything ei the 
field mw ve seen Downers - 
NotNng beyond the tact this some 
people wont ever get to grips wah 
ffw  sen d game The Bottom  One
-  Superb M D  style adveneur* hat's 
lun to* everyone but the most narrow 
d m rd  * * * *

LEISU RE S UIT  
LARRY 5
S ierra £34.99
tippers -  We* ts  got a ydy cocKai 
tounge style soundtrack which sets 
ott the store  qu«e we* Downers-  
The action a  stow, the puxdes are 
aogcal and rs  a* just very 
dsapponong l a *  red se« m a 
either The Bottom  L /n e -ttfs  
M ason you want buy the Sunday 
Sport *

L IF E  A N D  D E A T H
M ln d scap e  £ 2 5 .5 3  
Uppers -  Eiceaent paefcagng (the 
surged mask and gloves are w*J). 
and some tatoy amusing gameptay 
keep tongs on to# boa lor a coupled 
tx x n  Downers -  Repetoon soon 
sets in -  as a tong term chaienge 4 
a* labs apart quM atarmngty The 
Bottom One -  Whats there •  
quee good but here's fust not 
enoughd« • •

L IV IN G  J IG S A W S
M ile s  C o m p u tin g  £ 2 4 .9 9  
Uppers -  likely to appeal to the 
younger Arvga users Downers -  
Udkely to appeal to anybody else 
anywhere The Bottom Line -  
lacks any cham whatsoever Oufle 
iBy and portless a* round rea*y *

L O G IC A L
R a in b o w  A rts  £ 1 9 .9 9  
Uppers -  The ease d  play mikes 
tvs a rveefy access** puttier 
Downers -  But to# am ort d  fine 
each move takes also makes < a 
seriously ledtous one The Bottom  
Line -  to a crowded world d  puttie 
games lo p cd sveryb krt mth#
mustard area • •

LORD OF THE  
RING S
E lectronic A rts £29.99  
Uppers -  A bnfiare command 
system and e«ce*ent evocation d  
Token s Ctasse story Downer* -

K IN G ’S Q U E S T  V
S ie rra  £ 3 9 .9 9

Uppers -  Beautdul d o tted  graphics 
and a very fnendy port and ekek 
mertace Dorm ers -  The pnee is 
one obvtous downs** and only hard 
d n e  owners shodd bother The 
Bottom  L ine  -  A mghty 
impress*** adventure wfveh tikes 
Sierra to new heights * * * *

L A S T  N IN J A  3
S y ste m  3 £ 2 5 .9 9

Uppers ■ Pokshed presentation and 
tvg improvements n  look. Net and 
plot n  the rwya s ttvrd outing 
D orm ers -  A tfcabokcai coned 
system and one or two fiaws n  
eiecubon prove mayor mtawns 
The Bottom  Line -  fo r  those mho 
go lor Ihese beaTarvup adventures, 
last Nrya 3  <s heaven sent Others 
w« wish to gw* a a wide berth 
# # # •

LEANDER
Psygnosis £25.99

Uppers -  Skce after mouthwanxng 
sfice d  smooth platform action A 
u e a b t and endearing eierose n  
coolness Downers -Shafcwas 
he* The Bottom One -XJUntM y s  
kneed romp what * tacks n  
nspnaon a makes up tor n  
penpiraoon * * * *

Eieryttang a  amply too stow and 
vast Suhify < couto have been 
programmed better than too The 
Bottom L in e -  Some great deas 
Out to* game fust over stretches 
its#* Athame * * *

L O R D S  O F  C H A O S
B lad e £ 2 4 .9 9  
Uppers -  Great cored system 
cemprehensne and logcaf Lots d  
levels equds great lastabKy 
Dorm ers -  Very M e action not 
much compdston to reach you*  
raner abstract goal The Bottom  
L ine  -  A dsapportng game horn 
Jufian Go*op not up to his usual 
standard W ai tor laser Squad 2 
* * *

L O T U S  T U R B O  
C H A L L E N G E  II
G re m lin  £ 2 4 .9 9

Uppers -  Gorgeous graphes. 
tastvngs d  speed and toat hard to 
capture dmnng atmosphere 
Downers -  The lack d  crashes it 
a M  sdy. and tome track maps 
woukl have helped The Bottom
Lin* -  The best spree based dmmg
gam* we've seen * • • • •

Donng As a a t *  arcade platform 
game4sadoaste* • • •

M A N C H E S T E R  
U N IT E D  E U R O P E
K rls a lis  £ 2 5 .9 9

Uppers -  Fast pretty, and ftogery 
oUryabto Downers -  The strategy 
seceon a  largely superfoal land 
what there it  is opttonai Bottom  
Line -  Great coned nvikes this p it 
about the best tootba* am so tar 
* • • •

M A U P IT I IS L A N D
L an kh o r £ 2 5 .9 9

toads d  character rteracson 
Downers -  Just too sma* to reaty 
lustify toe pree Bo ttom  U n e -  
Chamvng ard reeresang but there 
lustentenoughd*  • • •

L U P O  A L B E R T O
Id ea  £ 2 5 .5 3
Uppers -  Charring characters a 
terribly transfused manual andgooty 
gwnaday make < deal tor kds d  a* 
ages Downers -  The anmabon a  
tunny tor a* toe wrong reasons 
loveade but realy ratoer crap The 
Bottom Line -  A game s o * so 
cause argument A case d  try before 
you buy * *

MADDOG W ILLIA M S
Gam e C ratters £30.99

uppers • *  •  p o ts ** to enpy ton 
gam#' Downers Amateurish
graphes surround very ru vd  themB 
gamepiay Not to* best Sena style 
adientjre around by a tong shot 
The Bottom Line -  There are much 
bettor ways d  spendmg your money 
* •

M AG IC GARDEN
E lectronic Zoo £25.99  
Uppers -  An bjbarxksh (and 
gnomah) Son O tynh  knd d  thrg 
sort of) Downers -  Is there any 
demand tor ton sort d  thng’  The 
Bottom Line -  For a game winch a  
based around gardenmg you just 
can tsoe toe wood to« to* twee * *

M A G IC  P O C K E T S
R e n eg ad e  £ 2 5 .9 9  
Uppers -  The usual B«map 
standards d  lechncal *>ce*ance 
and a venue* moirtam d  dever 
deas Downers -  The graphics 
doni sot the game sty* to* dtsgn 
is too elevet tor a  own good and the 
paemg a  hopelessly wrong The 
Bottom Une -  V is e * a rvapn but 
everyone wo ve met finds < serousiy

T H E  MED CO NFLIC T  
-  BA TTLESET 3
E lectronic A rts £14.99

Uppers - Arguedy more cioeng 
than earner Herpoon scenanot 
Downers Very compl*« and 
speoatot Hapoon dau daks -  only 
worth « *  you re r»a*y rto  ttvs type 
dgam * The Bottom Line -  A 
worthy addfton tor serious Harpoon 
tans Obviously d  no us* tor anyone 
d s* * * *

M E G A  LO  M A N IA
Im a g e W o rks £ 3 0 .9 9

Uppers -  Brhant sound eftocts 
gorgeous speech. |0*y n e* graphes. 
completely computow* gamepiay firs 
up to*r# wrto to* Ikes d  Terns on the 
le i d  Most Addctne Games 
Downers -  Perhaps fust a tad 
trustraeng at fimes The Bottom  
Line -  The most access** and 
arguady tha most trytyade gossan 
to dal*

M E G A
T R A V E L L E R  1
E m p ire  £ 3 0 .6 4  
Uppers -  Terrifying deoth trendy 
and helpful controls, great 
atmosphere eicefient balance d  
strategy and acson Downers - 1 
irvgd a* seem a dt too tanvfiar to 
EM* players occasonal tong dsfc 
access pauses can entat* The

Bottom  Line -  A wonderful dec* 
ol roie playing software that 
everyone shodd play af toast once 
After that you're udkely to wart to 
stop * * * *

M ERCENARY III
Novagen £29.99 
Uppers -  Sa dito rtrt sokbom. lots 
to e idor* and e *« y  d  ptot 
Dormers The 30 graphes couldn't 
took much nor# dated and to*

Bottom Line -  A ratter average 
gam*, both n play and looks • •

M E T A L  M U T A N T
S ilm a rlls  £ 2 5 .9 9  
Uppers -  A smple concept 
(•vptorason fighting and puu)* 
solvmgl wtveh works we* and has a 
perfect cVKdty axve D ow ner*-  
lacks any rea*y *>obng leaures 
and too (rtp l* tor some The 
Bottom Line -  A nvdde d  the 
road gam* wheft achieves what« 
sets odto  do but doesn't rea*y 
astound * * *

M IC R O P R O S E
G O L F
M icro P ro s®  £ 3 4 .9 9

uppers ■ Looks wonderful, and |ust 
about every concenrad* vanaaon d  
go* a  covered Downers -  
Seriously overpriced, can be a dt 
uhnvofinng. and to# graphed log' *  
untortunale and dsapportng The 
Bottom  Line -  A great go® gam# 
whch just tafs to match up to the 
standard set by PGA Tou *  *  *  *

M IG -2 9 M  S U P E R  
F U L C R U M
D o m ark  £ 3 9 .9 9  
Upper* -  For the senous maided 
•ght tan tans MG29U dtort a 
superior tnp. wtveh manages to 
avotoed ctonmg ns predecessor 
Downers -  Way short d  es 
compefitort «i areas such as ground 
decaf and msani acton The 
Bo ttom  Line -  Eipenyv*. but tans 
d  to* ongnal wont bedsapported 
* * * *

M O ONSTO NE
M lndscape £30.99

Uppers -  Atmosphere visuals and 
sound effects create a spooky gam# 
world Dormers -  There's not
enough d  anytorg Awkward dsk 
accessing breaks to# fiow d  the 
gam* too The Bottom Line -  A 
smple arguady medocre gam* 
hdden beneath gtossy presentaecn

M O N O P O L Y
L e is u re  G en iu s  £19 .99  
Uppers -  A fa * * *  version d  toe 
dassc (to sey toe least) ooard^am# 
Dorm ers -  Who the he* warts to 
play a board game on toe* computer 
anyway’  The Bottom Line -
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Competerdydon* but arguably 
« M p o r t « u  * *

MONSTER
BUSINESSEclipM £19.99
Upper* -  Ton* ol character and 
dasscaky ample D y Dupmeen 
Snow Bros gameplay mak* IN* 
endtess Kfi tot  nostaigc arcad* tans 
Groat nxnc too. and a haffivay- 
decent pne* tag Downer* -  One* 
mor*. tmpto arcada tun translates 
draedy as shaiow and vansaent 
toddw rubooh lor some 
The Bottom Line -  A Superp 
arcada platform game w«h more He 
in « than a hond-ed copes of Wage 
Pockets • * * *

MOONBASE
M m d scap e £ 3 5 .9 9  
Uppers -  Entertammg and adddiy* 
gam* r  9w best Sen C*y tradeoff 
Downers -  J u t a  M  too dose to 
S«n Cay lor ccmtort. though 
Bo ttom  Line  -  Party short Sam 
entenammem and more than a 
touch Overpriced * * *

MOONSHINE
RACERS
M illennium  £24.99  
Uppers -  Erm great hffivffy ruse  
Downer* -  Stow, grapftcaty 
horrta* io ta * denvatrve Th#
Bottom Line -  Almost as bad as 
Amga Chase NO. and you've got to 
admathafsprettydamnoad *

NAVY SEALS
O cean  £ 2 5 .3 9
Upper* -  O ut* good ton n  a 
rvndess arcad* runarp/to son of 
way Downers  -  Techrvcaky 
urvmpreswve (to say to* least), and 
toeae's very M ato  it Bottom  Line 
-  Looks to* an ST pen. but t  you 
can target you paid C2S lor C f t  
pretty enjoyable * *

NAPOLEON 1
In te rn e c in e  £ 2 9 .9 9  
Upper* - Hetonca* accurate and 
a l toatknd of stuff-Boney fanatics 
wfftoveit D o w n e rs -  but 
everyone ets* wff be tiff compfatafy 
cold Thare snoaaamptmadeto 
make toe gem* access**, ns 
purely tor those who already 
know toeyre gomg to buy « before 
toey ever see toe tong The 
Bottom  Line  -  it you don!
love to* concept mmedatefy. gwe 
tos an eisrewtoe berto * *

NEBULUS 2 -  
POGO A-GO-GO
21 S I C e n tu ry  
E n te rta in m e n t £ 2 5 .9 9  
Uppers -  The warning formula of 
toe ongmal is at the cor# of the 
gam * Downers -  The add-ton 
ot power ups nans the beautiful 
simpfoty wtveh made the first 
such a cUss« The Bottom  Line 
-  A real waste This a  the worst 
kind of sequel -  one whch |wtt 
regurgitates the ideas of <ts 
predecessor, but to a far toss 
p a y a b le  w a y  * *

NECRONOM
Linel £25.99

Uppers -  Befvnd a i to* techncaf 
boassng les a groovy koto biastar

Downers -  Its not gong tow n any 
awards and H i  mpotsOte without 
autofre The Bottom L in e -H o t 
bad tor real shoot em up treaks 
* * * *

THE NEVERENDING 
STORY II
Linel £25.99
Uppers - There re several sub 
games tor your money , and tot 
kcenc* «  deal subject material 
Downers Eucty how not to do a 
Urn kcenc* The Bottom Line -  You 
can do ifxich better than this * *

OH NO! MORE 
LEMMINGS!
Psygnosis £25.99
(o r £19.99 as an add-on tor
the orig in al)

Uppers -  The same pass* gam* a 
akways was Downers -  Where * 
toe mignabon tout gave Lemmngs 
is  character n  the Sr« place7 The 
Bottom Line -  A trussed 
opporfcney but stff a brffam game 
•  • * *

ORK
Psygnosis £25.99 
Uppers- TheKtngGemeSnow  
rensied -  wtveh isn! mch a bad 
tong Packed w<h rteresung 
gameptoy *«tras. and no slouch to 
toe grapftes and arvmaton stakes 
eaner Downers There's nothing 
new her* at a* Very, very standard 
Psygnosis stilt The Bottom Line -  
Notfvng her* to fee toe magtoabon 
but a Skck. hnefy pokshed gam* 
neverthe less * * *

OUTRUN EUROPA
U S  G o ld  £ 2 4 .9 5  
Uppers -Avastmprovemtmon 
carter OuRuo games, the us* ol 
dftoreit vendes addng sp*e 
Downers -  Thettovngleelisnias 
good aa a nvght have been and to* 
levels areni sufficiently Offerer*
The Bottom  L ine -  A class dn.-ng 
a a  but es fa *  to compece with to* 
ikes of Lotus U * * * *

PACIFIC ISLANDS
E m p lro  £29 .99

Uppers We can barely fault 
any aspect ol ttw  game 
8r*an «y atmosphere and as 
epc as a very ©pc thing 
Downers -  It is a bfl complex 
and the graphics aren't exactly 
sexy The Bottom  Line • Have a 
break from all those cute games, 
platformers, arcade advonturot 
and RPGs The first acc ess** 
tank based wargsme * * * * *

PANZER BATTLES
S trateg ic S tudies G roup 
£25.99
Uppers - Good kin lor a wargame 
wffh (tarty) bright and cotourtU 
graphics Downers Too many 
obscure cons The Bottom Line -
Good lor prospearv* German tank

drivers a complete and uo*> toad of 
twadffie tor toe rest of us * * *

PARASOL STARS
O cean £25.99

Upper* -  Techrvcaey and 
aestoatcaty aknost mpossof* to 
taut and toe rwoptoyer mode a  
napraborts Downers - Doesn't 
have qua* the same addetrve hook 
as Ranbow islands The Bottom 
Lm * -  The 4  a gorgeous arcad* 
gam* right up at to* top ol the 
league *  perhaps not qua* toe 
urwers*0eac*r you were hopmg tor 
* * * * *

PGA GOLF COURSE 
DISK
Electronic A rts £14.99 
Uppers -  W ei. f t  an add-on dsk 
You cam deny *  gnves you three new 
real Me tournament courses tor PG4 
Tour G ot Downers -  You cant 
reaffy deny thars a l there <s to < 
e a r * -to *  lack of new features to 
tee. new control methods to try out 
(or anytomg else new at a l reaty) a  
a M  ol a dsappoeement The 
Bottom Line -  Youl have groai K r  
»ffh a 4 the «  a l you want • • •

PGA TOUR GOLF
E le c tro n ic  A rts  £ 2 4 .9 9  
Uppers -  ExcekenOy presented 
comprehensive and easy as pe to 
geteito Downers -  There's a
knted amort of scope to any gofl
game, and PGA doesnl even try to 
transcend* The Bottom L in e -  
The pmnaefe of Amqa go* so tar 
* * * * *

PEGASUS
G re m lin  £ 2 5 .9 9

ytw  money -  Rattan-type slasher 
and B Typeoh shoot am up 
Downers -  Neither gam* styf* «  
very we< executed The Bottom  
Line  -  Unexocmg and ganeraty 
totiffy average game senousfy 
lackingncharacter * * •

PINBALL DREAMS
21st Century 
Entertainm ent £25.99

U ppers-B eeM U  Queasmpfy. toa 
best pntabto game seen on any 
consol* or computer Downers 
Wei. a •  onfy a p rtta l game -  don! 
expect tots of vanefy to to* acton 
The Bottom Une -  Top notch ufv*r 
ban acton -  pnbai tans (and others 
tool w« be pUyng ton tor years to
COP>* * * * * *

PIT-FIGHTER
D o m ark  £ 2 4 .9 9  
Uppers - Intaresang and dubnctoe 
looking bead-'em up Downers -  
The 30 effect and ffigrwed sprites 
areni enorefy corw cng and 
gameplay 4  very shalow The 
Bo ttom  Line -  A dose conversion 
of a preey tort arced* gam* * *

POPULOUS II
E le c tro n ic  A rts  £ 2 9 .9 9

Upper* -  Gorgeous graphics, more 
oobons and vanefy toanbetor* and 
superbly paced acaon D o w n e rs -  
f ft  ie*»y not at that different from 
toe feu game al a l. more of a 
stnous update than anytoog else 
The Bottom  Line -  An absototety 
wonderful game the onfy Haw ei 
whch a  the srtffianty to «s 
predecessor # you ddnt buy 
Populous, though doni even took 
aboutm4Srtgto4 * * * * *

POPULOUS WORLD 
EDITOR
Electronic A rts £14.99  
Uppers -  The a0*fy  to custonese 
toe classic Populous gam*
Downers -  There s only realy so 
fftochtobedonewito* The Bottom 
Line -  As far as game edtors go, 
to4 on* does the job wel enough 
*  * *

POWERMONGER: 
WW 1 EDITION
E lectronic A rts £14.99  
Uppers -  Powemonger gets put eto 
a real world conceit with thn new 
data dak Interesarg new graphics 
Downers - Mott oI the other 
gameplay changes appear to be 
essentiaffy cosmeoc 
The Bottom Line -  A smashing 
game, but Powemonger always got 
along In * without < » » »

PP HAMMER AND 
HIS PNEUMATIC 
WEAPON
D e m o n w a re  £ 2 5 .5 3

Uppers -  Neely o»d tasf»on*d 
platform acscn Plenty of scop* tor 
double eneendret too Downer* -  
Annoying ruggies and a tendency 
towards over-comptceeon spot *  a 
M  The Bottom Line -  Good, but 
« oould eas*y have been a tot better 
* * •

PREHISTORIK
T itu s  £ 2 5 .5 3
Uppers -  Some eaceftont cartoon 
grapfves and humorous touches 
make < an nstartoy ikeable game 
Downers -  Suffers n  compjnson 
to Tolu and Chuck Roc* Needs a 
number cf rough edges poksfvng u  
The Bottom Line -  A nee enough 
W * caveman romp, but 4s not rea»y 
an essential purchase * * *

PROFLIGHT
H i S o ft £ 3 9 .9 5
Uppers -  Temtyngfy accurate -
posstofy toe most accurate ftgft

smutator ever Downers -  Such a 
good smutator that (her* o n l reaky 
room tor any game at at Bottom  
L in e -  Ma*s too rwaksbc to be any 
tun to play Stff. its less eipens/v* 
than a reatffymg lesson * *

PROJECT X
Team  17 £ 2 5 .9 9

Uppers -  it looks and sounds
undenabfybeautiful A real 
chaienge Downers -T h e  
insane, unfair dfticuffy level 
makes tor one of the most 
frustrating games we've seen in 
ages The Bo ttom  Line  
Addictive m the extreme, but not 
for the short of temper, or the 
shoot-'emupnomce * * * *

PRO TENNIS 
TOUR 2
U b l S o ft £ 2 4 .9 9  
Uppers -  PosvtWy the most 
reakstc sports sen to grace the 
Amiga, with features gakxo 
Downers -  So it you hate the 
real thing, you won't go lor ties 
The Bo ttom  Line -  Nothing 
short of wonderful * * * *

RACE DRIVIN’
D o m ark  £ 2 5 .9 9

Uppers -  Great graphes and 
reakstic driving a d  on and the
neat two playor opton make tots 
sufficiently different from its 
predecessor Downers The 
testability of the actual game 
underneath «  questionable The 
Bottom  L ine -  A smooth, we* 
presented package Although 
krmted, its  irtdeniabfy tun • * •

QUEST FOR 
GLORY II -  TRIAL 
BY FIRE
S ie rra  £ 4 0 .8 5  
Uppers -  Sorry, cant to r* ct any 
Oh no. w a* you do get tots of dsks 
tor your money Downers -  But no 
gam* to put on them tnccmpetertfy 
programmed dreaAffy-desqned 
staggerngfyoverpneedvash The 
Bottom  Line -  Posstty to* wont 
Amqa larsasy rotoplayng gam* 
you m l ever see Atod < Ike an bad 
tempered tger wth tootoache *

RAILROAD
TYCOON
M ic ro P ro s * £ 2 9 .9 9  
Uppers -  Fngfrenng amount ol 
depth Downers -  Very stow to get 
neo land very stow even when you 
ctogetneoa) The Bottom Line - 1 
you ve got a tot ol tme to invest m I. 
welwortoatook Sm Gty 4  KM the 
better of the two. though * * * *

RBI TWO 
BASEBALL
D o m ark  £ 2 9 .9 9  
Uppers -  Excekent sr-U itcn  ol 
basebal. and beautAffy presented to 
boot Downers -  Over preed and

not a l that hot on lastrig appeal

Bottom  L ine -  Very good, but a 
b* inMed. and not quite a dassc
* • * *

REALMS
V irgin £29.99

Uppers -  An rtw tsm g and s*c*>y 
presented variation on to* tonpdoms 
them* The gear battle sequences 
realy make toe gamo Downers -  
There can be |uu too m xh roubne 
reatoi keepuig The Bottom  L ln e -  
It l  take a HU* geang used to. but 
bascaffy a tamfc gam* * * * *

RED BARON
D ynam ii £34.99 
uppers - W i t  tight sms ire  
always appeakng and the on* 
sounds great packed with dfferent 
viewports and opbons Downer* - 
Stow to the port of bemg 
srtptayabto The Bottom Line -  At 
the end of toe day < plays Ike a 
bncfc *

RENEGADE
LEGION
INTERCEPTOR
S S I U S  G o ld  £ 2 4 .9 9  
Uppers -  UMary hardware a go go 
grves a instant RPG appea Downers
-  Th# strategy o n l O tto  enough, and 
the acscn sequences are way out of 
date Bottom Line -  Tales of gaactc 
empres and warfare are a good dea. 
but tfvs one juu tats Hat *

RISE OF THE 
DRAGON
S ie rra  £ 3 4 .9 9  
Upper* - Atmospheric Blade 
Rumar style trtt person adventure 
Whch combines dgeoed photos and 
come book presentation Downers
-  Anctoer hard dnv* game, and es 
not th* most complex advenes* 
ever The Bo ttom  Line -  Brave 
dfferent and mrofvrtg * * * *

ROBOCOD
M ille n n iu m  £ 2 4 .9 9

Uppers - Wit. console style graphes 
and gameplay tide befvnd a barrage 
of nsuaffOkeeandpuns Downer* 
-  Perhaps ccouto nave been a iffto 
hght*< The Bo ttom  L in e -  
Almost as mpressne as B srtow  
(s ta n d s '* * * * *

ROBOCOP 3
O cean £25.99
Uppers -  Some of the best 30 
drmng and shoot em up acbon yet 
Downers Though large, there ent 
as much here as a good nutroev of 
30 games The Bottom Line -

Hi Quality Version Available on AMIGALAND.COM



Imprettrae and deservedly a great 
M Wtt * • * » *

R O B IN  H O O D
M ille n n iu m  £ 2 5 .9 9  
uppers -  WCTy and CheerM game 
trv»t makes you love a almost n  tons 
&  a t *  Downers -  T ry  graphes 
can gel vrtatng and mere are tots ot 
s#y iOequvVs The Bottom  L in e -  
Lkeabto game fiat's a long way 
W xxto lO B K iU S ji but damn 
good km a f f i t  same 
* * * *

ROBOZONE
Im age W orks £25.99  
Uppers -  Three tout? d ire c t 
etemenu (Ktong Game Show 
vanam. Oungeon Matter ifyle tub- 
game and R T y p e * * *  saofer) n  
one game D o w ners -  noneol 
which are done ai a* we* The 
Bottom L in e -Overpriced, even a < 
had been released a t a budget game 
(jofy race from end sequence 
f»ugh). *

R O D L A N D
S to rm  £ 2 5 .9 9

■±C?

Uppers -  Toocuie to be true 
graphes wonderiji presentation a 
near perfect arcade game n  the 
»ad tonal tam e Downers -  a 
you're looking lor otp*t and 
ccmptoxiy, took somewhere etse *  
tcae a  tmphstK The Bottom Line 
-  A magndcenj comerton that 
actually mproves s^nfcanOy on fie  
cngmal com co (no mean lean. 
Lovable and extremely addcirve. you 
couldn't ask lor a better piattom 
arcade game

R O L L IN G  R O N N Y
V irg in  £2 5  99  
Uppers - Cute console style 
graphes and easy fo-grasp platform 
gameplay give Honny nstant appeal 
Downers -  Beneath the varrash 
hat not very much at a l The 
B ottom  Line  -  A very plan game 
•lie f) otters nottvng new to Am^a 
gamers * *

R -T Y P E  I I
A c tiv is io n  £ 2 5 .9 9

Uppers -  99 percent arcade 
pertect and a beaubW and addetne 
Shoot am up «  «S own nght 
Downers -  A couple ot tny bugs 
irritate and it s perhaps oft punngfy 
dHcult (for wimps. anyway) 
Bottom  L ine -  The best space 
blast to rf»  Arraga yet and one ol 
»>e best con ops conversion too 
Superb * * * * *

R U B IC O N
21 s i C e n tu ry  
E n te rta in m e n t £ 2 5 .9 9

Uppers -  It's got a lovoty 
weapons system1 Downers - 
The gameplay «s very shaaow 
and the rest ot the game wo ve a l 
soenbeloro ft's blatantly 
unongnal The Bottom  L ine  -  
Another sideways scrobng shoot 
em-up w *h no pan and no gam 
The Joe Soap ot shoot-'em ups

RUGBY COACH
D & H G am es £24.99 
Uppers -  It makes a chango from 
toottal coach games Downers 
But f t  not exaefy drasscafy 
dflarant Irom them The Bottom 
Line -  There's nothmg 
knadinentaty wrong wtfi t. except 
fia t *s  a management game * *

R U G B Y - T H E  
W O R L D  C U P
D o m ark  £ 2 5 .9 9

Uppers - Fast skk and Irene!* 
acton and brtbant as a twopUyw 
game Downers -  Sacra*** a tot 
ot reaKm m the quest to» Bowvig 
play. Me penabes ky a start The 
Bottom  L ine  -  An exceient 
rendeon ol the sport which puts 
piayabaty betore auVteneory to great 
etlect * * * * *

S A R A K O N
V irg in  £ 1 9 .9 9  
Uppers -  Bnhant Shenghw 
•nsorod gameplay make this a 
strategy d a is *. and fie  pnee s iM  
of a race surprise Downers-  
Skghfy ndstnet symbols can 
oaasonaty contuse manors The 
Bottom Line  -  A supramafy 
add*five puzzler. n  pie finest takes 
Over your entire Me tradton

S E A R C H  F O R  T H E  
K IN G
A c co lad o  £ 3 4 .9 9  
Uppers -  Superb Etna gags and 
attemon to decaf (partcutorfy m the 
tovmgfy created graphes) mean 
graph* adventre tans w *  taka to 4 
mmedaaefy Downers -  Accolade 
blow <io  a certan extent w *i thee 
medoent parser system The 
Bottom Line  -  S r* a rraghfy long 
way to go before it competes wtth 
the Mas of the rraghfy Secret O  
Monkey Island 
•  *  *

T H E  S E C R E T  O F  
M O N K E Y  IS L A N D
U S  G o ld  £ 2 5 .9 9  
Uppers -  The closest thng yet to a 
lu*y rteraewe story Enormous 
piayabtty. pleasing puzzles and 
great doaops o» -  yes' -  genanefy 
wttty humour come together to torm 
somethng very gtonoul (and very 
dtterent) ndeed Downers -  
Despae fie  ftve dsks youl sM need

a M  meg ot ram. and once fra game 
■s completed you* probabty never 
come back 10 < agam The Bottom  
Line  -  An adenose that looks and 
pays better than almost any arcade 
game Sheer software heaven 
Denned tor a f -tme das** status

7  C O L O U R S
In lo g ra m e s  £ 1 9 .9 9  
Uppers -  nerestmg Otholo based 
concept Downers -  Useless 
doanentason. torrdto muse, end 
rates too heevfy on kick lor a  board 
gamo The Bottom  L ine  -  Mora or 
less okay lor the h it lew hours, but 
rapefygetshorrWybomg • *

SHADOW LANDS
Oom ark C29.99

Uppers .  An aometnc 30 RPG 
game «rah a pleasant lack ol 
stanstes some neat game de«gn 
and a ravotooonary'kghc and 
darkness system, whch actuaty 
manages to nciude wtrafrar you can 
see anything or not n  the mechancs 
ol the game Downers -  Hough 
graphes nramal sound, crap 
scrobng -  r s  never going to 
compete with arcadegames tor 
nstant kicks The Bottom Lute -  it's 
not exaefy last, and rs  not the best 
lookng thng around , but a quck play 
w« reveal that <s actuaty damn 
absorbing stuff A winner 
Surpnsngfy * * * *
S H A D O W
S O R C E R E R
U S  G o ld  £ 2 7 .9 9  
Uppen  -  Very Offerer* io  the usual 
SSi ore slashng fare Downers -  
Drsfonted plot and batfy fioughs-out 
playing system means « never realy 
gets gong The Bo ttom  U n e -  
Nenher as playable as Hero Ouesror 
as hardcore as Eye &  The BehdOtr 
Shadow Sorcerer taf* uncomfortably 
between two stools • • *

S H A N G H A I
A c tiv is io n  £ 1 9 .9 9  
Uppers -  Based on an ancient 
Chnese We game, so you know 
it's gong to todixe your mnd. 
and < does Fnendy presentation 
too. and the multi player aga nst 
the dock games are action 
packed enough lor the most 
frenzied biasing tan Downers -  
Sightly tiddly graphics can play 
havoc with your eyes The 
Bottom  Line  -  Scanty gnppmg 
lor a game with no movng 
graphes The lest tm o you 
do it you'll want to take out an 
adveti n  The Times to 
te l everybody * * * * *

S ILEN T SERVICE 2
M icroP ros* £34.99  
Uppers -  Engrossng and accural* 
snmiaton that could wel take over 
your Me Downers -  U you're not

rto  matary strategy f n  has Mile 
chance of changng your mnd The 
Bottom Line -  A l you sub Ians 
(yes, you*) wB know what to expect 
sodvern * * * *

T H E  S IM P S O N S
O co an  £ 2 4 .9 9  
Uppers -  A good icence AND •  
prod game BrAant console Me 
screang arcade piadorm sort ol 
fw g  Downers -  The man game 
doesnt realy raty on fie  Smpsons 
theme and a M  too comptcated lor 
Barrs younger tans The Bottom  
L in e -  The icence of fie  year 
Quite probably * • • •

S K U L L  A N D  
C R O S S B O N E S
Dom ark £24.99  
Uppers -  rs  a l reasonably true to 
f a  con-op Downers -  Pffy < was 
so crap then, i s n ' t T h e  Bottom 
Line -  You'd have more kxi bomg 
keetiauiod *

S L ID E R S
P a la c e  £ 2 5 .9 9  
Uppers -  Clean 30 nometnc 
graphics, wffi toads ol sportmg and 
M atte Madras* overtones firown in 
tor good measure Dow ners-The 
rasiA a  IranMy less oryoyable than < 
sounds The Bottom Line -  Buy 
yoursef Spndizzy tVcrtJ* or 
Speeobafinstead * *

SMASH TV
O cean £25.99

Uppers -  At last -  an Arraga 
version ol fie  class*: arcade game 
Downers -  Its a cul-down 
rterprattbon of fie  arcade orgnal 
The Bottom Line -  A 
dsapporemenf but s ti a damn good 
game * # •  +

SPACE 1889
Em pire £30.99
Uppers -  Another line game m the 
UepaTraveter mould, wfh a a 
wonderkAy magmatrve plot 
Downers -  Perhaps a touch loo 
comptcaoed and gettmg started r* a 
pam The Bottom L in e - f « s  your 
thing then r t  certamfy worth a go 
•  * •

SPACE ACE II -  
BORF’S REVENGE
Em pire £34.99  
Uppers - 1 looks praey. and f t  
moderately entenammg tor the lest 
tveerranutes O owners-Youl 
V»sh r ms*Se three hours and youl 
nato it to much youl never want to 
see f  agam The Bottom L ine - 
Disjointed ndoAously tm al 
gameplay tree, stupendously priced 
mmensfy bustratmg Complete trash

SPACE CRUSADE
G rem lin £25.99
Uppers -  Hero O ue* with a new
setting, more sfategy and assorted

tweaks The level ol svetegy e  real 
deep with a cspcM EEP Downers -  
Drtappontr g sonca and < be would 
be nice lo see fie  on screen kgures 
pomtmg n  fie  dracion they re 
shootmg The Bottom Line -  A great 
board game corw scn MgHy 
recommended * * * * *

SPACE GUN
O cean £25.99 
Uppers -  Impressrv* locking 
Operator) M ttfw tfialens Downers 
-  Gameplay is hopietessly old 
lashoned. lm<ed and ropeeove 
The Bottom Line -  A good 
convervon ol a very imted arcade 
game * * *

dhereni (and even supports up to 
tour players) Downers -  The 
prasentaton lacks potsh m places 
The Bottom Line -  A class board 
Me strategy act

STEEL EMPIRE
M illennium  £29.99

Uppers -  A decora blend oI strategy 
and shoot- emop whch generaty 
works we# Downers -  But bomg 
graphes. notkih sound and a lack ol 
depth don't help thngs much The 
Bottom Une -  An erYoyade 
Muriatic wargame but a Mfo too fw i 
kx comfort (parbcularty at f n  pnee 
point) * * *

S P A C E  Q U E S T  IV
S ie rra  £ 3 4 .9 9

Uppers -  You can switch it oh 
when you M e The packagng is 
race Downers - Where do wo 
Stan, tho primitive 16 colour 
purple and-grey O-vision' 
graphics, the pioddng storyline, 
the ages ■« takes lor anytfwig to 
toad A PC game that should 
never have been convened The 
Bo ttom  Line  -  It's very old 
taiNooed and has an air of 
tiredness about it Avod •

SPECIAL FORCES
M icroP ros* £34.99

Uppers Lots of scope to the
scenarios and plenty ol opoons in 
f n  new Airborne Hanger style 
release W 4lnd its tans Downers 
-  but not her* Average graphes 
and complex controls make f n  a 
very expensm way to gel only 
average tucks The Bottom L ine- 
Yet more proof fia t UcroPros* 
should sack to straghi sens • * •

S P IR IT  O F  
E X C A L IB U R
V irgin £24.99
Uppers -  Plenty ol variation, and f  
certanfy a l looks tovefy Downers -  
Pttufy slow, and the dflerera 
sections don t realy seem to gel 
together The Bottom U n e - « 
you've got a tew hours to kfi wh<# 
you ra watmg tor a faev the a  a 
game that you can load up without 
test e f t  causmg you to mss < (On 
fieofierhand standngonthe 
platlorm might be more tun) • *

S P O T
L e is u re  G e n iu s  £ 2 5 .9 9  
Uppers -  Br*antfy deigned 
Otneio- based board game whch s»  
manages to otter somethng new and

S T E L L A R  7
D yn am ix  (S ie rra ) £ 2 4 .9 9  
Uppers -  Appeakngfy o »  lashoned 
blast irom fie  past ei the torm ol (yet 
another’) updated BaOetore 
Downers -  Ever saskghfy 
skjggeh vector graphes and 
operatic prong The Bottom Line 
-  Satitfyvgly metfess -  but than 
both a strength and a weakness * *

STEVE MCQUEEN  
W ESTPHASER
LoriC lels £25.99

Uppers -  Almost reasonable 
graphes and some cute M s (4s 
posstt* to shoot the dothes oil 
peoefe i Downers -  Pratry hopetess 
shooting gafery style gameplay The 
Bottom Line -  Dent even waste 
your tme thnkrg about < *

STORM  MASTER
Sllm artls £25.99

Uppers -  W ei put together, easy to 
Me. beauOM and very 
aamosphenc ru b  part KngPoms 
variant Need we say more’  
Downers -O h  okeyfien In some 
sections the gameplay just cant 
match up to the spiendd effects The 
Bottom Une -  A mesmerising mu ol 
tick  anmabon atmosphere and 
strategy makes tor plenty of 
enjoyable play tme These French 
games sue are geong good now

S T R A T E G O
A c c o la d e  £ 2 5 .9 9  
Uppers - An engapng strategy bash 
tor one player at toast < atfieras to 
the M *s and apoearance ol fie  
board gam* ramarkabfy we« 
Downers -  The lad that it can orty 
be a one player game takes a l f«  
M i out ol < The Bottom  U ne -  A 
tun board game whch can never 
re ify  work on computer • *
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h STRIKER 
II MANAGER

0 4 H G am es £ 2 4 .9 9  
Uppers -  From me peep* who 
brought >ou footbal D rtao r  (yes. 
tod's ts only pood pom Downers
-  S U M * frenjy with absolutely no 
gamepiay whasoevor The Bottom  
Line -  Codd push the bound*** 
o» compute games backwards by 
tenyears w

STRIP POKER 
DELUXE
C D S  £ 2 4 .9 9
Upper* Can anybody the* d  any’  
W# cani Downers -  The poker 
pane is rubbsh the graphes are 
achwy and af toe grts are ugfy 
anyway The Bo ttom  Line  -  II you 
wart !o tee  petures d  naked woman 
there are 0*r*<  cheaper and lass 
sad ways d  gomg about4 Utter 
train *

STR IK E  FLEET
E lectronic A rts £29.99  
Uppers -  Mdtary treaks * 4  oryoy 
the number d  mssens and the 
arvawtg array d  hardware 
Downers -  Discerning gamers w4 
be dsappomad by tha (aharn) 
shatow nahse d  the gamepiay 
The Bottom Line -  Not reaty what 
wa ve coma to expect from 
developers Lucasttn 
•  «  +

SUPAPLEX
Dream  Factory £25.99  
Uppers -  The Booklet Dash game 
style makes a comeback Downer*
-  But a l tie  mag* has been 
removed and the levels are poorly 
designed The Bottom  Line -  
There are halt a doien PO ftxAJer 
Oasn game* better toan to« •

SUPER SPACE 
INVADERS
D o m ark £ 2 5 .9 9  
Uppers Bnfkart r tro  and great 
sound Downers -  tneraddy stow 
and ctoser n  play to the ongnal 
Space tovadea than the cow op ( 1  
supposed to be a convcrscn d  The 
Bottom  Line  -  Tachncaty nepe 
and ertremely tfM ppoM ng verson 
d  one d  the year's most aryoyabto 
arcade shod-em-upe * •

SUPER SKW EEK
L o ric to l £ 1 9 .9 9
Uppers -  Cute Detusron Parser 
based game weh power ups and 
addons galore Downers -  
Perhaps a ttte to  French tor most d  
us The Bottom Line -  Could do 
wdi tuawig another Her chopped off 
tie  pnee but otherwise groat ton

SWAP
P a la c e  £ 2 5 .9 9  
uppers -  interesting and new toea 
tor a puiito game programmed 
pertecty competently D o w ners-e  
fust an t cepbvasng and never rises 
above the averageness The 
Bottom Line -  Fats to n tp n  any 
emotions at a l ffs nd good, ffs nd 
bad irs fust a b t Wand ww

SW ITCHBLADE II
G re m lin  £ 2 5 .9 9

©

Uppers-Gorgeous consoteMo 
graph** toad-and tesaed garwptay 
packed tui d  drtai and khdy 
touches Dorm ers -  Perhaps just a 
tele loo sanpie The Bottom  Line 
-  Absototety superb Arguaetyth* 
best Amga ptactorm game to date

SWORDS AND 
GALLEONS
Id e a  £ 2 5 .9 9  
Uppers -  Uses the class* 
trading game style to great effect 
Downers -  Easy to comptote 
and the stupto omission d  a save 
gamo option The Bottom  L ine -  
A minority interest sort d  affair 
•  •

TANGRAM
T h a llo n  £ 2 5 .5 3  
Uppers -  Pertaclty adequate 
computer transtobon d  the class* 
O erta l puufc Downers -  

itotoanatety rs  a rea*y Arrto «Jea 
tor a conversion and the edras isme 
bna and sucNke) are n to vw  and 
pordess Sortom Line-Getang a 
real wooden Tangram set wodd be 
more ksi as wel as much cheaper •

THEIR  FINEST 
M ISSIONS
US G o ld  £ 1 5 .9 9  
Uppers - A handy mssions <*sk tor 
Thee Fnest Hour, sue  to dotong 
game We Downers -  Vs reaty 
only lor lary people who cant be 
bothered to construct thee own 
rrnstoftt w«i the editor r  toe 
ongnaigame The Bottom  L in e -  
F re . but only 4 you ve gd toe 
ongral(obnousiy) * * * *

TH U N D E R  BURNER
Lorictol £19.99 
Uppers -  I t  neat’ ) to see toe 
Mertxnmer game style mike a 
comeback and there t  a novel VCR 
tacaty Downers ■ The game is 
krdamentaty Rawed The Bottom 
Une Thoroughly drsapportrg 
rubtwh weh no chalenge 
whatsoever *

THUNDERJAW S
D o m ark  £ 2 5 .9 9  
Uppers -  Urn some quite n*e 
cameo screens with cute babes 
Downers -  O ap graphes. crap 
sound no gamepiay and senous 
bugs The Bottom  U n e  -  A poor 
to ntddtng con op kens mo an 
appabng Anvga game A total waste 
d  ame and money *

TERM INATO R 2
O cean  £25 .99

Uppers -  You geteiacby what 
youl be eipectng -  Anodier Ocean 
Movie lx*nce W*h Lots 01 Sub-
Games And No Depth Downers -  
Only one d  toe subgames has arty 
red merit d  4s own and toe rest are 
even worse than the norm tor the 
told d  Ihng The Bottom Line -  
Pretty hopeless rurvd toe-m i effort 
tor real dehard Arne tans only we

T IL T
G enlas £25.99
Uppers - A good puzzle game idea 
Downers Sadly toe game cseff |ust 
doesn't realy work The Bottom

Une Nee try Out sometong just 
a n l right and toe gamepiay s nd 
them ww

T IP  OFF
Anco £24.99

Uppers * Decent coedeng opeon tor 
those so rd n M  re  also ratoer 
dayabto as an arcade game 
Downers The conerd snT as 
nturtwe as e should bo The Bottom 
Line - A decent (but unnsorng) 
sntjtaaondbashetoal * * *

T IT U S  TH E FOX
T itu * £25.99

uppers - Wonderid graphics tabby 
toons and *uperdy deigned levels -  
one d  the cutest ptadorm games yet 
Downers Loadng can be a real 
pan and 4 a l gets a b4 too tough n 
places The Bottom Une -  A worthy 
successor to The Sues Brothers 
altoough no great improvement

TO KI
O cean  £ 2 5 .3 9

v I

Uppers -  The (latest) detrsave con-
op conversion Downers -  The 
sound a  sfcghdy ddappomng. and 
toe game is simply too smal The 
Bottom Une  -  Whafs toere •  
bnfcant. 4 only there was more d  4

TOP BANANA
Hex £25.99
Uppers -ffs  got lovely psytnedei* 
aod graphics, a dance toumxrack 
and enveonmentaty tnendy 
packagng Downers -  As a game 
though Top Banana tats to mike 
toe grade -  Random tstanps dd c a* 
a hundred times better, and wenout 
aodpu The Bottom U ne-  
Scrappy and amoyng irs the 
Amga s eqsvalare d  The Word

3D
CONSTRUCTIO N
K IT
D o m a rk  In c e n tiv e  £ 4 9 .9 9  
Uppers -  Crettng yds own games 
(d  smply deugnng KSe worlds)«  
great ton Downers -  W el. 4s nd 
realy a game as such « t if fs  
pretty Stow too and making anything 
realy wonhwhAe gets very 
comptcated The Bottom  Line -  
Expensive and d  tested appeal, but 
< you Ye always ached to create a 
Freetcape game you cant reaty 
compla* * • *

TURRICAN 2
R a in b o w  A rts  £ 2 4 .9 9  
Uppers -  Enjoyable mindless

biasing Downers -  Erm. has 
there been some mistake here’  
Someone appears to have sent 
us a copy d  Tumcan The 
Bottom  L ine -  Better than toe 
ortgnal. but that's the only way n  
which ffs  Afferent Don't bet-eve 
the hype * * •

U LT IM A  VI
M m d scap e £ 3 0 .9 9

Uppers With more dopth than 
any other Amiga game around 
ttvs «  a roto player's dream 
Downers -  The graphics are 
fairly rudmentary and the game 
to very stow n  movmg around, 
and a hard dnve a  a must The 
Bottom  Line -  This to the cream 
of the hardcore role ptoyng 
games with toe best gamopiay 
and gamewortd we ve seen m the 
genre # » # * «

UNDER
PRESSURE
E le c tro n ic  Z o o  £ 2 5 .9 9  
Uppers - W el 4 you toe toe took d  
Psygnosto games, youl Ike the took 
d  too Downers -  The execrable 
wak and shod gameptoy would bore
a H e  year oto The Bo ttom  U n e  -  
tiffs  supposed to be a f * e  fftvery 
tunny tiffs  supposed to be an 
eryoyabto game tor £26 ffs a very 
badyoM •

UMS II
R a in b ird  (M ic ro P ro s e ) 
£ 3 4 .9 9
Uppers -  The pmnade d  tech 
head wnrgames. with more user 
dtonabto 04s than you could ever 
need Downers -  Atrooous 
doomenuoon codd menuffy scar 
begm erstortto The Bottom  Line 
-  It wonT wm the wargamng 
Iratemey any new members, but ffl 
put some n seventh heaven

UTOPIA
G re m lin  £ 2 9 .9 9

u p p e rs -  The appeal d  this kndd  
oty buidng thng u tmetou. and the 
war sad* grves 4 a new dmensen 
Downers -  but nether side is 
partcutarty we*de«gned and I  can 
easey end up a touch on the dui 
ude The Bottom Line -  A good 
game but 4 needs a tot more depth 
to rneke 4 a true dess* * • • •

VENGEANCE OF 
EXC ALIBU R
V irg in  £ 3 0 .9 9

Uppers -  An nspirng attempt at 
m edeval adventuro w *h some 
sawiactory visual presentation

Downers -  Too much tosh 
swapping and Irustratng dtok 
access time make it very 
stoooow The Bo ttom  L in e - 
This RPG Strategy thng shares 
aH the same faults and strengths 
as <ts predecessor, and on top of 
that 4 s not A500Ptus compattato1

VID EO K ID
G rem lin £25 99

Uppers-Great sound, vaned 
graphes and tots d  acton actuafty 
make to * a  groovy wte tapper 
Downers -  N d entrdy new n  
general, but tmore specdcaty) toHI« 
lust a bt too nuchtoe MS Gdtfs 
Mega Twns tor cordon’  The 
Bottom Line -  A decent cdourtd 
W e Waster ideal tor toe younger 
snoot envup tan 
* • *

VO LFIED
E m p ire  £ 2 5 .9 9

Uppers - O * was always a bntumt 
game, and toa exvemeiy ctose con 
op corwerson adds to e witoout 
overwhelming 4 Downers -  
Umeed number d  screens cuts down 
on 4s potential Mespan The 
Bo ttom  L in e - A  class* arcade 
game exceferdy converted, but you 
•tentbeplayng*forever ew e

VROOM
UW Soft £25.99

♦

Uppers -  Very last styfcsh 30 raong 
s«n wth tots d  game opbons and a 
twomachme Ink-up opbon 
Downers Perhaps just a  tale too 
•asi (») to keeo under contrd at times 
(not much d  a compiartt. we know) 
The Bottom Line -  This a  a wmner 
a l toe way -  perhaps toe best at 
round dnwig game yet

W H ITE SHARKS
D e m o n w a re  £ 2 4 .9 9  
Uppers -  Excepeonaly good 
graphes. novel chooseyour-own 
power ups weapon system 
Downers  -  Too last to have any 
decent ted and naedCly 
ifftmageiative The Bo ttom  U n e  -  
The game toat put toe bog standard 
mo bog standard shod em up 
Duff ww

W ILD  W HEELS
O cean  £2 5  99  
Uppers -  Attractive presentation and 
competed programmng make tVto 
Mheets an appeakng proepect 
Downers -  The whole concept»  
remarkably shaky, and the Irvshed 
resu» smply proves unptayadn The

B ottom  Line -  More ike UeOocre 
Wheels realy 
* *

W OLFCHILD
Core Design £25.99

uppers -  R looks good when 4 *n t 
movng too much, and toe 
gamepiay s a toed and trusted 
ptadormcombdstyle Downers- 
Very dervaeve d  Sw*n«Jde and 
toe sooftng a  a M  on the crude 
stoe Most moortanffy though. I  
lacks any kmd d  spark The Bottom 
Line - tnoaffy quee good tun. but a 
rather ha« hearted game

WORLD CLASS  
RUGBY
Audiogenic £ 2 5 9 9

techneal represercahon d  rugby 
we ve seen Downers-
Udortunatety. toe ptayabety suffers 
and toe instant apped is lacking 
The Bottom Line -  ■ has es 
vrtues. but 4 doesn't gate pul 4 off 
Lock to the updated Five Nations 
version instead 
W W W

WRECKERS
A u d io g e n ic  £ 2 4 .9 9  
Uppers -  Some retreshng game 
deas add a new angle to the dd
akens overrun space station story 
Downers -  The whole thng tee* 
tar too much Ika an 8 b t game -  
right down to toe cdour schemes 
The Bottom Line  -  A l toe 
elements d  a good game are toere -  
toey just havent been tied together 
property ww

WWF
W RESTLEM ANIA
O cean £24.99
Uppers -  There arent many, apart 
Rom toe tree video Downers - 
There's a complete abtcence d  
WAT s sparkle and a tack d  hud 
samdaang grappmg aoon The 
Bottom Une -  There's 
dsappontment d  store Id  grappte 
tans and WWF viewers aike Come 
back B « Daddy, a l a  torgmen ww

Uppers ■ Wel. you don't see many 
games d  tf»s sfyte anymore 
Downers -  But toars a b4 d  a 
btessmg reaffy The Bottom  L in e -  
Even the programmers d  to * trashy 
arcade adwnture must have been 
left wth an empty teeing Avodtat 
a* costs *
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CLASSIFIED

bneage -  £15 tor 20 words. 30p per 
extra word thereafter.
Please enclose a postal order or 
cheque with this form made payable 
to FUTURE PUBLISHING LTD. 
Classified ads subject to availability

SELL your Public Domain, 
games, magazines, computers, 
and peripherals through Amiga 
Power. Fill this form in now!

NAME

ADDRESS

A500 PLUS COMPATIBLE
Are you an A500 plus owner or thlnjdng o f uj■ >fic Domain softwareWhy risk software problems? Buy your Publfrom us. All checked for viruses and com patibility.

GAMES PACK 3
Revenge o f The M utan t Camels (the 
latest from Jefl M Inter) Soccer 
M anagem ent. Wastelands (3D  
adventure) W lzxy s guest

PACK 1
alance |m i I> Mm). A ir  W arrior

(flight slm). C om pilation  
Disk (liu ltn in . Invaders & others) 
S tar Trek  (By T. Richter - 2 disks) 8 gam es  on S d isks £4.25
GAMES PACK 2
Zeus (pu /zlr game). B attle  Cars 
(3D shoot em up). R etu rn  To 
E arth  (space trading).
Truckin ' (trading game-2 disks) 4_flarnes on 5 d isks £4.25

NU(puzzlc/platform game), 
ishoot 'em up) cUsks£A2S

* S P E C IA L  O F F E R  * 
BU Y  A L L  3  P A C K S  F O R  

£12
PRICES:-P lc k  A ny  I n d iv id u a l  D is k  F o r  J u s t  9 5 p  B la n k  D is k s  5 0 p  'D is k  C a ta lo g u e  L is t in g  C o in p a l tb l l l ty  7 5 p  M o u s e  M a ts  £ 3 .5 0  A 5 0 0  D u s l  C o v e rs  £ 3 .9 9  

P O S T  & P A C K IN G  IN C L U D E D

D ep t AP. 41  M a rlo n  S tre e t . B ln g lcy .
W est Y o rk s h ire  B D 1 6  4 N g

AMIGA REPAIR CENTRE
A500's ★  £50.00 FIXED PRICE REPAIR ★  A500 s 

Includes Parts, Labour, Full Service & Next 
Day Courier Delivery.

Fast Turnaround, 6 Month Warranty
Should Disk Drive o r Keyboard Require Replacing. Extra Amount Payable.

Fully Experienced In 16 Bit Technology 
Quality Is Our Business. Don't Bother With The Rest We Are The Best.

R e p a irs  t o  P r in te r s ,  M o n ito rs  U  M o s t H om e 
C o m p u te rs  £1S>00 p e r  H o u r  P lu s  P a r ts  U  C a rr ia g e

C o lle c t io n  S e rv ic e  £ ls * o o  E x t ra  -
Educational 6 dealer discounts AH Repairs Accepted Subject to Our Terms ot Trade

GJS COMPUTER SERVICES
37 Bam ford Street, C layton, M anchester, M11 4FE  

(Ca lle rs w elcom e by  appointm ent only)
Tel: 061 231 6608 Fax: 061 223 7531

S H A R R O W  E L E C T R O N I C S  A R E  M O V I N G  T O :  

UNIT 2,
H.W. BAINES INDUSTRIAL ESTATE, 

FISHERGREEN,
RIPON, NORTH YORKSHIRE 

HG4 1NW
TEL 076 5  6 0 7 8 8 7

W E  L O O K  F O R W A R D  T O  S E R V I N G  
Y O U  I N  T H E  F U T U R E ! !

* * * MAIL ORDER ONLY * * * 
081 309 5921.

IQYSTICKS
Quick joy VI Jetfighter....XI 1.99
Spcedking with Autofire. .£9.99
Comp Pro Extra............. £13.99
Zipstick Super Pro........£12.99

DESK DRIVES
Cumana Imb 3i" S.D.D.X70.00 
Roctec lm b 3i" S.D.D...£55.00 
Slimline lm b 3>" S.D.D.£55.00 

(S.D.D. * Single disk drive)

PRINTERS
Citizen 120D+..............XI 35.00
Citizen Swift 9 ............. *£220.00Citizen Swift 2 ie .........’X299.00
Seikosha SP1900+........XI 50.00

* with free colour kit!
HARD DRIVES

Commodore A590 20mb £289.00 
G Y P. Series II 52mb £379.00 
G.V.P. Series II 105mb.X550.00 

Memory Chips Available!

AMIGA CARTOON CLASSICS PACK I m h .
( in c  d e liv e ry )  o n ly  £ 3 5 0 . o o

More hardware available plus loads of software. Please telephone us with your requirements.
Make all Cheques and P.O.s payable to:-

ULTIMATE COMPUTER CONCEPTS19 Woodsidc Crescent, Sidcup, Kent DA 15 7JJ
ADVERTISERS INDEX

Brighton Computer Supplies.............................................................. 112
Codemastcrs.........................................................................................IBC
Datagcm L id .......................................................................................... 96
Daicl Electronics............................................................................. 58. 59
Digital Integration..................................................................................47
GJS......................................................................................................... 107
Intcmicdiatcs/Spccial Reserve........................................................ IEC.3
Ocean Software............................................................. OBC. 18. 65.48
Pathfinder PD........................................................................................ 107
Rage Software........................................................................................ 37
Renegade..................................................................................................14
Sharrow Electronics............................................................................. 107
Silica Systems Ltd (SDL)..................................................................... 87
Tom Plcddy Promotions..........................................................................9
Ubisoft.................................................................................................... 29
Ultimate Computer Concepts...............................................................84
Ultimate PD .......................................................................................... 107

CLASSIFIED LINEAGE:
For further details, please contact Jackie Garford on 0225 442244

i 
i 
i 
i

_____________________________________________________________________________________ J
W ARNINg T h”  illega l to sell p ra ted  copies of com p jte r gam es O nly genuine disks, tapes or cartridges purchased from  shops, m ail order o r software houses can be sotd legitim ately
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PREMIER MAIL ORDER
Titles m a rk e d  *  a re  n o t y e t  a v a ila b le  a n d  w i l l  be  sen t o n  d a y  o f  re lease.

P lease send  c h e q u e /P O /A cce ss /V isa  N o . a n d  e x p ir y  d a te  to :

Dept AMP 10, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. SSI3 1BJ
Please s ta te  m a k e  a n d  m o d e l o f  c o m p u te r w h e n  o rd e rin g . PAP inc. UK on  o rd e rs  o v e r  £ 5 .0 0 . Less th a n  £ 5 .0 0  a n d  

E urope a d d  £ 1 .0 0  p e r  ite m . E lsew here p lea se  a d d  £ 2 .0 0  p e r  ite m  fo r  A irm a il.  These o ffe rs  a re  a v a ila b le  M a il O rd e r  o n ly . 
Telephone o rd e rs : M o n -F ri 9am  7p m . S a tu rd a y  10 am -4pm . F ax  o rd e ry . 0 2 6 8  5 9 0 0 7 6 . Tel o rd e rs : 0 2 6 8  5 9 0 7 6 6

2 Hot 2 Handle * 16 99
.32 99

3D Pod 799
1699
1999

4 Wheel Drive J .................. 1999
... 1699

19 99
16 99

Aqoay * ... 24 99
22 99

Air Duel * 22 99
24 99

Air Support * .................. . 1 9  99
... 16 99

6 99
29 99

. 24 99

...19  99
Another World ...................
APB

...19  99 
6 99

Arkanoid 2. 6 99
16 99

. .1699
24 99

Botman Copod Crusader............ 6 9 9
Botmon The Movie 699
Bottle Chess 2 . 1 6 9 9

1699
6 99

11.99
Big Run ..................................... . 1 6  99 

22 99
Blue Max (I Meg).................... . .19 99

.1699
...1999

.1699
Budokan .............. 8 99
Cabal 699

.. .12 99
9 99
6 99

Compoign * 22 99
. . .1 9  99

16 99
12 99
7 99

1999
8 99

19 99
16 99

Chaos Stales Bock | l  Meg)......... .
Chose HO

.1699 
8 99

Civilisation * (1 Meg) 22 99
1999

. 22 99
......8 99

.1699
Cricket (1 Meg)............................. 9 9 9

...1 9 9 9  

...1 99 9  
6 99

Curse of Azure Bonds (1 Meg)......
Cyberboll ......................

. .1699
CWo^Thompson Challenge.......... .... 6 99

19 99
Death Knights of Krynn (1 Meg) ...1 9 9 9  

. . .19 99
59 99
18 99

Double Drogon 8 99
16 99

Elf 16 99
.24 99

....19.99
19 99

F15 Stake Eagle 2 (1 Me^f ...........
F16 Combat Pilot ............

...2 2 9 9
1699

F19 Steolth Fighter ....19.99
Face OH . . .Z Z . ......................... .1699
Falcon 3* ............................... 24 99

6 99
Forrori Formula 1 . ..................... 899

...1699
First Samuori * ...............................
First Samuori ♦ Moga lo  Mania.... 
Flog * ........

...1699 

...19 99 
.19 99

Flight of the Intruder 22 99
:lood 8 99

. . .16 99
Footboll Diroctor 2 (IMeg) 1699

6 99
22 99

.1 6  99
:un School 4 7-11 1699

16 99
Gountlet 2 ....................................... 6 9 9

Gauntlet 3 ...........................................16 99
Ghostbusters 2 ......................................6 99
Ghouls and Ghosts............................... 6 99
G loc * ................................................16.99
Godfather Action................................19.99
Godfather Adventgro | l  Meg) * ............19 99
Gods .................................................16 99
Graham Gooch * ..............................19 99
Gunshlp 2000 * ..............................  22 99
Guy Spy * ............................................26.99
Hord Drivin .........................................6.99
Heod Over Heels..................................6.99
Heroquest............................................ 16 99
Hero Quest Doto ....................................9.99
Horlequin............................................ 16.99
Horpoon M Meg)................................ 22 99
Horpoon Bottleset 3 ......................... £9 99
Horpoon Sconorio Editor..................... 13 99
Heart of Chino.................................... 22.99
Hilchikers Guide .................................. 7 99
Hook * ................................................19.99
Hunter..................   19.99
IK-*-......................................................... 6 99
Indy Heat * ........................................ 16 99
Indy Jones AHontis-Action * .................16 99
Indy JonevArfonlis Adv (1 Meg).......... 19 99
Interceptor ............................................8 99
hronhoe ................................................6.99
Jock Nicklous Clip Art...........................9  99
Jock Nicklous Extro Courses.................9  99
Jock Nicklous G o l................................12.99
Jock Nicklous Unlimited Golf (1 Meg). 19 99
Jomes Pond............................................6.99
Jimmy Whites Snooker ........................19.99
John Madden * ................................... 16 99
Kick Off 7 99
Kick Off 2 (1 Meg]...............................11.99
Kings Quest 5(1 Meg) ....................... 22 99
Kloxx  6 99
Kmghtmore..................................  19 99
Knights of the Sky * (1 Meg) .............. 22 99
K O  2 - Fmol Wh.srte ....................... 8 99
K.O 2 • Giants of Europe..........................  7 99
K.O 2 • Return to Europe.............................7 99
K.O 2 Super leogue * .................  9 99
K.O 2 • Winning Toctics..............................5 99
loser Squad 2 r ................................... 16.99
lost Ninja 2 ............................................6.99
lost Ninja 3 ............................................... 16 99
leonder.................................................16.99
leather Goddess....................................7.99
leisure Suit lorry 5 * ................................ 22 99
legend * ....................................................16 99
lemmings.................................................. 16 99
lemmings Construction Kit * ................16.99
lemmings Data Disk............................. 13.99
licence to KiB...............................................6 99
lombard Roily........................................ 6.99
lord of the Rings....................................... 19 99
M l Tank Plotoon ..........................19 99
MogicFly..................................................  8 99
Magic Pockets...........................................16 99
Mognotic Scrolls CoR (iMeg)...............19 99
Mon Uld Europe..................................16.99
M ax..........  19 99
Mega Traveller 1 (1 Meg).........................19 99
Mega Traveller 2 (l Meg) * 19 99
Mego Twins * ........................ 16 99
Miami Chase .....................................6.99
Microprose Gdf * (1 Meg) .........  22 99
Midnight Resistance.................................... 6 99
Midwinter...................................................14 99
Midwinter 2 (1 Meg)..............  22 99
Moonstone * (I Meg)............................... 19 99
Myth * ....................................................... 16 99
New Zeolond Story .............................6.99
Ninjo Collection ................................ 13 99
Operation Thunderbolt................................6 99
Ork * ..........................................................19 99
Operation Wolf........................................... 6  99
Outrun................................................... 6.99
Outrun Europe ................................... 16.99
Poperboy 2 * ..................................... 16 99
Porosoi Stars V ..........................................16 99
PGA Go# Courses.......................................9 99
PGA Tour G d f ......................................16 99
Plotoon.................................................. 6.99
Player Manoger................................... 12 99
Pool of Rodionce (1 Meg) 19 99
Pools of Darkness (1 Meg) • 19 99 
Poke Quest 2 (I Meg) 26 99
Populous......................................................8 99
Populous 2 (I Mog] ...................  19 99
Powerdrift................................................... 6 99
Power monger...................................... 19.99
Powermonger Data Disk 1.......................... 9 99

Predator 6 99
6 99

...1 99 9
Projecfyle 8 99

16 99
.22 99
13 99

Rambow Islands .......... 6 99
6 9 9

RBI 2 Bose boll .19 99
...1999

Realms (1 Meg) ............................. 19 99
22 99

6 99
Renegade ....................................... ......6 9 9

Rise of the Drogon (1 M eg)........... 2699 
.1 6  99

... 1699
6 99

16 99
Rock Star Ate My Hamster 4 99

16 99
6 9 9

R-Type 2 . 16 99
16 99

Ron rt»e Gauntlet 699
Seorch for the King........... .............
Secret of Monkey Tslond (1 Meg)

24 99 
.1699 
19 99

Secret Monkey Island 2 (1 Mog) *
Shadow lands * ..............................
Shadow Sorceror ..................

...1 99 9  

...1 99 9  
19 99
6 9 9

Shoot Em Up Con Kit 6 9 9
Shuttle * 34 99

22 99
Silkworm.................. 6 99

.1999
1999

. 1999

. 1699
Ski Or Die 8 99

.1699
26 99
26 99

Space Crusode * .1699
16 99
2299

Sfrider ................. 6 99
6 99

Stunt Cor Rocer 6 99
6 99

Super Sega 1999
1999
6 99

Sw.tchblode 2 .............................. 16 99
Team Joguor * 1799

1999
Team Yankee 2 * ............................ 1999 

16 99
16 99

Test Drive 2 Cdlection 1999
8 99

19 99
Their Finest Missions 9 99

19 99
T,p OH 16 99
TNT 2 * 19 99
Tok....................................... 16 99

6 99
16 99

Turbo Challenge 2 .......................... 16 99 
6 99
9 99

TV Sports Baseball * 19 99
7 99

Ultima 6 11 M eg)............................ 1999
6 99

UMS 2 11 Meg) 1999
19 99
9 9 9

Virtual Worlds .1 9 9 9
6 99

. 1 9 9 9
WizboD 6 99
W.zkid * 16 99
Wolfchild 1699
Wolf Pock (1 Meg). 1999
Wonderlond (1 Meg) 1999

6 9 9
World Series Cricket (1 Meg) .... 
World W restling..................

1999 
16 99

Xenomorph 2 * ............................ 1699
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o n e  o f  th e s e
th r e e  g a m e s  w h e n  y o u

R O B O C O D
M any flic k , fa s t a rcad e  Jam es a rc  ju d je d  a ja in s t the best 

1 4 -b it con so le s tu ff -  R o b o c o d  is one th a t can ac tu a lly  

stand such com parisons. H ila rio u s , o rig in a l, sup erb ly  

c ra fte d , and  if  no t q u ite  as fast as S o n ic  The H e d fe h o f ,  

p re tty  dam n clo se, th is is q u ite  sim ply one o f th e  best 

A m ija  fun  p rodu cts o f th e  p as t yea r. S u perb !
AT rated 87 percent.

O H  N O ! M O R E  L E M M IN G S
The s tan d -a lo n e , you -do n t-n e e d -th c -o n jin a l-ja m c -to - 

p la y -it, version  o f ksy jn o s is ' L t m m in f t  a lm o st-sc q u cl. It  s 

the sam e sup erb  ja m c  design as the o rig in a l -  just m ore  

o f it!  As an  (e xp en s ive ) d a ta  d isk it ea rn e d  I I  p erce n t -  

th is version  w o u ld  have ra te d  fa r m ore.
AP rated (a t least) 88 percent

CELTIC L E G E N D S
'C e ltic ' lik e  the N o rthern  lu ro p c a n  race , not ’C e ltic ' lik e  the  

fo o tb a ll team , this stunning s tra tc jy /a c tio n /ro ic -p la y in j 
ja m e  has p ro ved  a  shock h it in  the AM IG A POWER o ffices  -  

fans o f the Chaos-style o f gam epiay w ill love it!  Especially  

fun In tw o -p layer m ode, this unusual hex-based gam e w ith  

arcad e dynam ics is gorgeous, atm ospheric and fun!
AP rated 89 pe rcen t

J U S T  L O O K  A T A L L  T H E  B E N E F IT S  Y O U  G E T  W H E N  Y O U  S U B S C R IB E !
►You save tim e  ►You save trouble Mfou g u aran tee  your copy 
►You get it  d e livered  Mfou receive one of these superb games

ALL THIS FOR JUST £ 3 4 .9 5
RETURN THE COUPON (BELOW ) OR INSTEAD CALL OUR CREDIT CARD HOTLINE ON 0 4 5 8  7 4 0 1 1

^Y E S ! Please enter my subscription to AMIGA POWER 
and send me the game of my choice.......

I Indicate as appropriate Indicate as appropriate
ROBOCOD □  U K  £ 3 4 .9 5

O H MO! M O R E LE M M IN G S  □  EUROPE £ 5 6 .1 0  

~  C E LTIC  LEGENDS  REST OF TH E  W ORLD £ 7 6 .7 5

N.B So that you receive your m agaw ies quddy and undamaged, overseas subs are sent Ax Mail 

Although your sub w * be processed vnmeckatefy. please a low  28 days tor delivery of yo u  game 

METHOD OF PAYMENT please vacate
A  X  CHEQUES payable lo Future Publishing Ltd

card no □  □ □ □  □ □ □ □  □ □ □ □  □ □ □ □

expires □  □ □ □

Signature

Name

Address

Post Code

Telephone No.

Enclose ttas coupon (together with y o u  cheque if appkcabio) in an envetopo to:

A M IG A  P O W E R  S U B S C R IP T IO N S . F R E E P O S T , S O M E R T O N  T A 1 1  7B R  
TH IS  COUPON IS V A LID  U N T IL  30  JU LY  19 92  AP/SU B S/0692 O
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HT7:
1 May 1991 Our very 
first issue! Big games 
like Eye Of The 
Beholder. Gods and 
Cybercon III. the first 
part of a gigantic 
Rainbow Islands 
player's guide, lots of 
chat from the 
Brtmap'Renegade 
crew and more'
On the disk: 
Bombuzal - the 
complete game!*

2 June 1991 And it just 
gets better' If you 
manage to get past the 
(ahem) swoony picture 
of Peter Molyneux on 
the cover you'll get to 
thnll to such treats as a 
giant BuHfrog interview 
and reviews of games 
like -  yes! -  Monkey 
Island*
On the disk: Kid
Gloves - th e  
complete game!

3 July 1991 You want to 
know about Core 
Design? COTV>F-f 5 
Strike Eagle IT> 
Deuteros'> TokP Then 
this issue is the place 
to come! ITs even got 
our first In The Style 
Of...' in it!
On the disk: bnfliant 
Exile special world. 
Prehistonk preview. 
three typically 
excellent PD games'*

4 August 1991 The 
Ultimate Autumn 
Preview, film games. 
The Assembly Line 
interviewed. Jimmy 
While's Snooker 
reviewed and more!
On the disk: Beast 
Busters. The 
Executioner plus three 
PD games' Plus! 
Giant tips poster -  
‘ "d  Gloves and 

nbuza! solutions'*

5 September 1991 
Giant Gremlm Work In 
Progress feature, all the 
new god sims 
compared. DMA 
Design talk Lemmings. 
Mega to Mania. The 
Simpsons. 
Thunderhawk 
reviewed 
On the disk: 
Barbarian II demo, 
plus five (five!) great 
PD games!*

*Pfc*s#noe» IJ , 4.5  6. 7, andS ftH O TA SO O Piusc o rv x & e

BACK ISSU E S
6 October 1991 Indy 
Atlantis, and more -  
giant US Gold Work In 
Progress feature. 
Midwinter II. Cruise For 
A Corpse. Magic 
Pockets reviewed.
On the disk: Rolling 
Ronny. Captain 
Planet. Bullfrogger 
and more!*
Plus! Five free 
AMIGA POWER 
postcards!

7 November 1991 
Monkey Island II.
Young Indy Jones -  
lucasfilm tell all, World 
Of Commodore show. 
Bob Jacob of 
Cinemaware 
interviewed. Formula 1 
Grand Prix. Blues 
Brothers. Lotus II. 
Robocod reviewed.. 
On the disk:
Leander. Video Kid. 
plus PD games!*

8 December1991 AIM 
want for Xmas... 
seasonal hardware 
guide, giant Xmas 
compilations feature, 
reviews coming out of 
our ears (Populous II. 
First Samurai. 
HeimdaH. MtcroProse 
Golf. Knights Of 
The Sky .)
On the disk: Cisco 
Heat. Elvira Arcade 
(1 meg), best of PD'*

9 January 1992 Giant 
FRP game feature. 
Code Masters 
interviewed, our 
Games Of The Year, 
reviews of Smash TV. 
Birds O f Prey. 
Knightmare and more' 
Double disk issue! 
Giant Knights O f The 
Sky entire training 
section (1 meg). 
Puggles (great 0- 
Bert-style PD game).

10 February 1992 The 
Ultimate Spring Game 
Guide. If Graftgoid had 
known then. .. the best 
and worst of games 
packaging, plus 
reviews of RoboCop 3. 
Another World. WWF, 
Leanderand much, 
much more'
On the disk: PD 
Special -  featuring 
Mr Wobbly Leg. Raid 
and Squamble

11 March 1992 The now 
Ocean -  all tho year s 
big previews, Mega lo 
Mama II -  diary of a 
game starts, buyer’s 
guide to platform 
games, plus reviews of 
John Madden. 
Shadowlands. 
Harlequin, and more! 
On the disk: Pacific 
Islands exclusive 
mission, plus three 
PD games!

12 April 1992 G *nt 
Psygnosis preview 
feature -  all the new 
games, massive beat- 
'em-up buyer s guide, 
and some great games 
reviewed -  Parasol 
Stars. Titus The Fox. 
Vroom and more! 
Double d isk issue! 
Great demos -  Titus 
The Fox. Pro/ect X. 
plus Rome complete 
game and more!

13 May 1992 Bumper 
Anniversary Issue! 
Includes the new AP 
Top 100. hidden games 
guide, plus reviews of 
Apidya. Project X. 
Ultima VI and more' 
Double disk issue! 
Special Sensible Disk 
including Soccer and 
Wizkid. And! Playable 
demos of Campaign, 
Pinball Dreams and 
the Hook slideshow'

AMIGA FORMAT BACK 
ISSUES WITH COMPLETE
W k \ 7 *

Pft&M
o n t forget 
these old

Formats! Both with 
complete games.

Issue 23:2 disks Inc 
Balance Of Pow er-  

pure strategy (an ex- 
Top 100 game!) £5.00.

Issue 24:2 disks, 2 
games -  Vaxlne and 

Archipelagos'. 
Unbelievable! C5.00.

Hi Quality Version Available on AMIGALAND.COM



i t s  black, it 's  co tton, it 's  s ty lish  -  It s  the 
AMIGA POWER long-sleeved T-shirt. 
Featuring the AMIGA POWER logo  on 

the fro n t and 'ATTITUDE' dow n one arm. 
One size, Extra Large, f its  a ll! D on 't be 
seen w ithou t one!

Q uite s im ply, the best Am iga game tips  book you 'll 
find  anywhere. 180 pages o f tips ! Over 100 games 
reviewed! 12 games mapped! 13 complete 

so lu tions! 20 complete player's guides! There 's more 
games-help on offe r hero than yo u 'll find  assembled 
together in one place anywhere else. You cou ld  live 
w ithou t It, but ask yourse lf the fo llow ing  question. W hy?

Essential 
on, treat

Amiga goodies - go 
yourself!

A P ID Y A

ow you can keep your copies of 
Britain's best-selling Amiga games 
magazine pristine and perlect in these 

gorgeous white binders.
finished with a smart , ,

royal blue logo. No need 
for ragged, dog-eared 

mags again!

£4.95

IK fill! II f '» lll 'IH

A t last! A fter years o f over-blown.
graphlcs-hcavy b lasters com es a shoot- 
'•m -u p  w ith  Im agination, fla ir and sass. 

W ith beautifu lly-rendered graph ics, th is  Is a m ust-buy 
-  and at th is  price, an absolute bargain!

£ 20.99

RETURN THE COUPON (BELOW ) OR INSTEAD CALL OUR CREDIT CARD HOTLINE ON 0 4 5 8  7 4 0 1  1

YES! Please send me the following items of my choice...
Please indicate as appropriate 

71 2 3 4 S «
AMIGA POWER BACK ISSUES C3.S0 EACH □ □ o  □ o

8 9 10 11 12 13
o □ □ □  □ □

APIDYA c20.ee each  Please ind ica te  the  num ber you requ ire  

AMIGA POWER BINDER C4.S5 EACH Please ind ica te  th o  num ber you  roqu iro  

A M IGA POWER T -S H IR T  C9.99 each Please m d/cato th e  num ber you  require 

SCREEN PLAY 2 BOOK c».»5 each Please ind ica te  th e  num ber you requ ire  

A M IGA FO RM AT BACK ISSUES CS.00 EACH 23 24

remember to  include a t Hams indkated In  the  cost total cost c

METHOD OF PAYMENT please indicate

X  X  CHEQUES payable to Future Publishing Ud

card no □ □ □ □  □ □ □ □  □ □ □ □  □ □ □ □

expires □  □ □ □

Signature

Name

Address

Post Code
Please allow 28 days for delivery of your goods

Telephone No__________________________________________________________
Enclose this coupon (together with yox cheque if applicable) n  an envelope to.
A M IG A  P O W E R  S U B S C R IP T IO N S , F R E E P O S T , S O M E R T O N  T A 1 1  7B R  
TH IS  COUPON IS VA LID  U N T IL  30  JU L Y  1 9 9 2  A P/M A G /0692 ©
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"’POINTS OF VIEW
New! We each try to sum up the month’s big games in four words (plus stars)! Ulp!

ADDAMS JOHN BARNES DIZZY FLOOR 13 BEHOLDER 2

STUART
CAMPBELL Tiny p itc h , no  

scope 
* * * t S s

G ods  w ith  

som e co lo u r 

* * *

GARY
PENN S ensib le do  it 

b e tte r 

* * *

H aven ’t 

p layed  H

fu n  fo r  ten  

screens 
*  *  *

H aven 't 

p layed  H

Seen it  a ll 
b efo re  
* * *

* * *

In te re s tin g  

but t u t  based  

* * *

d jj]  BCS Summer Offers CM
★  OFFER 1 ★

Philips CM8833 Mk II ♦ on-site 
maintenance ♦ F19 Flight Sim ♦ lead 

£ 1 2 5

★  OFFER t  ★  1
A500 Plus Cartoon Classics Pack ♦ Philips

CM8833 MUil lead + 
On-site maintenance tin

(  DISKS DISKS DISKS ̂
100% certified  e rro r free
50 3.5* DS/DO £22 50

100 3.5* DS/DO £37 00
150 3 5* DS/DO £52 50
200 3 5* DS/DO. £6800
400 3 5* DS/DO ... £138 00
500 3 5* DS-DO £154 00

1000 ♦ Call for spot pnces 
Pnces include VATS free 

delivery & free labels

^New 100 capacity 3.5" lockable^
boxes & disks

No q uibb le  lifetime g uaran tee
50 3 5* DS/DD ♦ lO O caokx^bo. £25 50 

100 3 5* DS/OD ♦ lOOcaotoctaokbo* £40 50 
150 3 5* DS/DD ♦ 100 cap kxfcsbie bo» £56 50 
200 3 5" DS DD + ? icocaDocucxtcxi £73 50 
400 3 5* DS/DD ♦ nooupkxuoeuMi £147 00 
500 3 5* DS/DD ♦ stoo<*kxMt*t»« £169 00 

All paces include VATS free 
delivery & free labels

PRINTERS
Star LC - 20 £150

Star LC - 200 Colour.......... £205

Star LC - 24 200 Colour £265

AMIGAS
A500 Plus 2Mb Cartoon Pack £385
A500 Plus 1Mb Cartoon Pack £335
A1S00 £575
Amiga AS00 Basic Pack £299

An*9» Oaaiascar. Professoral
ACCESSORIES

£14500 Cheetah 195» £795

lOOOlabeH
£2100
£850

£2 50 3 S* Cleaning tot
£13 50 Top Star /jyvck £2100

£12 50
£800 Cheetrfi125*

A590 ♦ 2VO Ram £370 00 Cheettfi Star Probe
£1100 3 5* Cleaning bt

1 meg A500 Plus Upgrade £5000 Am-^jdui?coer £500

★  OFFER 3 ★
New A600 

C 3 6 9

DISKS + STACKABLE BANK 
BOXES

50 3 5* DS/DD ♦ 80 Cap Bara Bo* £31.00 
100 3 5*DS/DO*80Cap8®aBc« £45 00 
200 3 5* DS/DD «2» 80Cap Bar* ta  £85 00 
500 3 5* DS/DO •SiDOtointoi £19900 

Pnces include VA T/labetVDehvery

★  OFFER 4 ★
New  A 600 + 20M b HD C459 

GVP 52M b HD8 £359

c 3 5* DS/DO Disks 6 0 p  each
100 3 5* DSHD £61 00 INC PSP)

STACKABLE BOXES
150 Cap 3 5* Posso Box £15 50

70 Cop S 25‘ Posso £16 50
60Cap 3 5 'Stackable Box £1000
00Cap 3 5* Bara Box £995

r

5 25* DS/DO Disks 
525* DS/HDDtsks

21peach 
39p each

DISK BOXES
3 5* 10 Cap boxes £085 each
3 5* 40 Cap boxes £4 10 each
3 5* 100 Cap boxes £4 50 each
5 95* 10 Cap box £1 10 each
5 25* 50 Cap boxes £5 10 each

is ! * * 100 Cap boxes £5 90 each

ORDER HOTLINE:
0273 506269 / 0831 279084

All prices include VAT. Add £4 delivery unless stated. 
Add £10 next day. Cheques will be held for clearance.

Call or send cheques /  postal orders to:

BCS Ltd.,
349 D itch ling  Road, B righton, 

East Sussex, BN1 6JJ
All offers subject to availability. E&OE

f  1 Due to shortages of 3 “ DSDD disks, prices £
L ^  J may change without notice *

Hi Quality Version Available on AMIGALAND.COM



TOTAL! The only magazine dedicated 
to Nintendo gamers, full of reviews 
and tips for the l\IESr Game Boy and 
Super NES!

”  Y e a h .. .  s h a m e  y o u  

d id n ' t  h a v e  i t  a  b i t  
s o o n e r ,  t h o u g h  -  

w e 'v e  b e e n  s p o t te d .  

U m , h i  t h e r e  p o t e n t ia l  
r e a d e r  p e rs o n  ( g u lp ! )

Q u ic k  A n d y ,  h u r r y  u p  w i t h  t h a t  

p a in t !  W h e n  p e o p le  se e  t h a t  t h e r e  
a re  r e a l T u r t le s  in  t h e  m a g .  t h e y ’ l l  

f a l l  o v e r  th e m s e lv e s  t o  b u y  a 

c o p y .  W h a t  a g r e a t  id e a , e h ?  A n d  

i t  w a s  m in e ,  n o t  y o u r s  b u t  m in e .  
M y  id e a , m in e !  H a h a h a h a a a !

FACT: More Nintendo 
products reviewed 
than any other mag in 
Britain! Game Boy, NES 
and now Super NES!

PLU S

1 0 0 %  F p R P 2 LNINTENDO
•n t m i g  t r e m

200 competition 
winners will walk 
away with their 
Game Boys tucked 
safely inside these 
smart holsters!

Hi Quality Version Available on AMIGALAND.COM
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AMIGA UNIVERSE

N o  4

am ig a
Wu N I V E R S e W Left: S im ple Pae-Man- 

type m j i c  fun 

in f a s t  fo o d .

Far le ft: O il perform s  

the u n like ly  fe e l o f 
b rea th in g  und erw ater 

w ith  noth ing b u t a 

straw  a tta c h e d  to  his 

face  in  B u b b le  D itty .

Hurrah! At last we’ve reached 
the biggest hero of them all...

DIZZY
F U LL  N A M E  Dizzy
O C C U P A T IO N  Explorer adventurer;general Indiana Jones type 
LE G A L S T A T U S  As a living egg, Dizzy occupies a strange and 
unique position in law While he's clearly a fully-formed and 
mdependently-sustainable life form, his technical embryonic status 
leaves him lacking in formal legal rights 
M A R IT A L  S T A T U S  Single, but very closely attached to a female 
egg character by the name of Daisy. Sources dose to the couple 
speculate that marriage is highly likely m the near future.
KN O W N  R E L A T IV E S  A N D  A S S O C IA T E S  Daisy. Denzii. Dozy, 
Dora. Dylan and Grand Dizzy, collectively known as the Yolk Folk, 
and also the good wizard Theodore.
A D V E R S A R IE S  Dizzy's nemesis is the wizard Zaks, who regularly 
kidnaps various members of the Yolk Folk or perpetrates some other 
random injustice on them, which Dizzy must put to rights In Treasure 
Island Dizzy and Bubble Dizzy. Dizzy's enemy is the prate Captain 
Blackhead, and other lesser opponents crop up from time to time. 
A G E In Dizzy Pnnce Of The Yolk Folk. Dizzy's given task is to wake 
Daisy from her hundred year snooze', so it would seem to be 
somewhere in excess of a century. Officially though, Dizzy has just 
passed his fifth birthday.
D IS T IN G U IS H IN G  F E A T U R E S  Dizzy can be identified by the 
bright red boxing gloves he always wears, and by the somersaulting 
lumping technique utilised m all his (non-arcade) games 
B A SE OF O P E R A T IO N S  The home of the Yofli Folk is their tree 
house m Zakena, although various games involve the characters in 
numerous other regions of Fantasy World 
F IR S T  A P P E A R A N C E  Dizzy's debut on the Amiga came in 
Treasure Island Dizzy, although he had previously appeared as the 
eponymous hero of Dizzy on various 8-btt machines 
H IS T O R Y  Afier Treasure Island Dizzy. Dizzy's next appearance was 
m Fantasy World Dizzy, which also marked the debut of the Yolk Folk. 
Next was Fast Food, which was Dizzy's first departure from cartoon 
arcade adventures into a pure arcade-style game. Magidand Dizzy 
(currently only available on the Dizzy Collection) returned to the 
original formula, but was followed by a thematic sequel to Fast Food. 
Kwik Snax. which was a puzzle game with arcade overtones Then 
came a veritable avalanche of new titles, with an arcade game 
(Bubble Dizzy), a puzzler (Panic Dizzy) and two new adventures 
(Spellbound Dizzy and the less formulaic Dizzy Prince Of The Yolk 
Folk) all released at once as part of Dizzy 's Excellent Adventures 
H E IG H T  Unstated, we assume it to be around four to five inches 
W E IG H T  Unstated, but probably between one and three ounces 
EYES Large, white with small black pupils 
H A IR  None
S T R E N G T H  LE V E L  Fairly low. though Dizzy can carry reasonably 
heavy objects most games. He can also survive falls of any length, 
but is vulnerable lo fire and water and the touch of almost any enemy. 
KN O W N  A B IL IT IE S  As well as his somersaulting and swimming 
underwater with the aid of a snorkel. Dizzy has recently perfected a 
new trick, the pirouette jump seen in Pnnce Of The Yolk Folk 
Otherwise, he’s pretty much limited to the usual egg tncks of rolling 
down hills and. er. that's it.
P A R A P H E R N A L IA  Dizzy's only other notable feature is his physical 
development over the course of his games From the Treasure Island 
beginnings of an almost featureless face, he's grown a nose and a 
proper mouth with teeth and varying expressions, as well as 
occasionally donning an Indy-type hat for that extra touch of style 
N E X T  A P P E A R A N C E  The Amiga version of the original Dizzy.

S p e llb o u n d  D i t t y  

sees o u r ova l-sh ap ed  

h ero  in  to m e  m ore  

exp ansive landscapes  

than b e fo re  -  w itness 

th e , c r, vast.

S a p id ) w ilderness o f 
th is  sec tio n  o f The 

B east s L a ir1- .

Far rig h t: In d ian a  

D iiry  steps o u t in 

fa n ta s y  W orld , 

co m p le te  w ith  

eyebrow s, p u p ils , 
d e ta ile d  m outh and  

flo p p y  h a t

R ight: A  tricky  p u ts k  

to  s o k e  ( -  n o t!)

Left: W atching the  

w ild life  in B u b b le  D itty .

Right: M eet the Volk  

fo lk  ( l-R )  D ylan , D u iy , 

Daisy and  Doxy. Can you 

te ll how  they g o t th e ir 

nam es?

Mmm. There's  

so m e th in ) m issing 

fro m  th is K w ik  Snax  

screenshot, I'm  sure o f 

it. Let's  see ... 
M ountains? Check. 

C herries? Check. 

Bad )uys? Check. 
D iiiy ?  Ir . ..

Hi Quality Version Available on AMIGALAND.COM
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K W I K  S N A X P R IN C E  OF  
TH E  Y O L K F O L K

B U B B L E  D I Z Z Y P A N I C  D I Z Z Y

‘‘An ideal game for “ Looks like the best “ A  pure arcade “ A  m anic test of
those who want to 

have fun”
Dizzy adventure yet” gam e—Top fun” arcade reflexes”

A m i g a  A c t i o n G a m e s - X A m i g a  P o w e r D a v i d  D a r l i n g

D I Z Z Y
‘T h e  biggest D izz) 

ad venture  y e t”

G a m e s - X
"F ive  to p  g am e* sm ashing o n to  your screens bringing 100% fun and gu aranteed  playability!

D rive  yourself d izzy  w ith  th re e  o f D izzy ’s action-packed  arcade gam es and tw o  brand-n ew  arcade- 
adventures - the  best tw o  D izzy  gam es ever! A ll this fun, all this action , a ll this fo r £24.99!

Five tim es  th e  fun o f  any o th e r  gam es pack!" R ichard D arling.
0 1992 C odem asters  L im ite d , P O  Box 6, Leam ing to n  Spa. W a rw ic k s h ire  C V 3 2  O S H . T e l: 0926 814132.

IH M M
m u s t
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• hr pla>s mean, 
lamer intent on

h is sleeve.

Reviewed 
next month: 
The Perfect 
G enera l-*/ 
last, a sexy 
wargame?OCEAN SOFTWARE LIMITED . 6  CENTRAL STREET . MANCHESTER . M 2 5NS . TEL: 061 832 6633  . FAX: 061 834 0650

TIL T \T T 7T T T
t ta n 7
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