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ARCADE PLATFORM 

ZOOl2 

looL, and his female companion 

ZOOZ, face a challenge which wilts 

the knees of the toughest Ninja's in 

this state of the art PLATFORM 

ARCADE ACTION sequel. ,KROOL and 

his accomplice MENTAL BLOCK are 

once again out to wipe imagination 

from the face of existence. Playing 

ZOOL or ZOOZ figh t your way through 

NINE massive levels of hugely varied 

and enjoyable gameplay. Meet ZOON, 

a two headed alien dog. one head 

stupid, the other highly intelligent. 

• Play either ZOOl or the all new 

Zool , each with their own speCial 

strengths. 

• A wide variety of highly intelligent 

enemies. 

• Many varied power ups and 

collectibles. 

• Hidden bonus rooms and secret 

levels. 

• Siuling sound FX and a chOi ce of in 

) . game tunes. 

Nine huge levels. 

"Tile classic sequel to 1992's biggest 

selling Amiga game ". 

• • • • 

ADVENTURE/ STRATEGY 

K240 

Only when you take control of K240 In 

this superb STRATEGY game Will you 

understand what real pressure is. 

The Terran Empire has expanded, 

Mankind and six Alien races are 

struggli ng to maintain peace in the 

face of dwindling resources, Is 

destructIon Inevitable, 

You are the Commander of the 

mission to explore and exploit K240, 

but can you build a successful and 

peaceful colony deep in the recesses 

of space, or will greed and aggression 

bring the empire down , 

F.atur •• Include: 

• 6 different Alien life form s, 

• 8 different types of space crafts. 

• 16 different types of weapons and 

shields. 

• Fully design able asteroid field 

interface. 

• Highly Intelligent enemy colonies, 

• 40 different building structures. 

• A vast range of complex interact ions 

to understand and contro l. 

FANTASY & ROLEPLAY SHOOT 'EM UP FOOTBALL STRATEGY 

lEGACY OF SORASIL DISPOSABLE HERO PREMIER MANAGER 2 

THE LEGACY OF SORASIL is a Get that trigger finger ready for an PREMIER MANAGER tran sformed 

fantastic and huge world of ARCADE SHOOT 'EM UP that takes the face of STRATEOY football 

adventure. The fabled land of Rhia up the genre where o thers have management games Wi th it's 

has fallen foul of a mysterious feared to tread. The Free Worlds lie accessible and enjoyable game style . 

plague. Choose a party of intrepid technologically bankrupt. An Alien It has remained In the charts since 

adventurers from 8 would be Heroes tyranny threatens mankind. As a it'S release late in 1992. And now, 

and try to return the land to it's certified D-HERO it is your task to PREMIER MANAGER 2 is ready with 

peaceful state, BaUle your wa~' fight your way through 6 levels of a wh ole host of added features. 

through 10 vast stages against a non-stop heart pumping finger Have you the managemenl ski lls to 

legion of highly Intel ligent foes. sweating eyeball racing thumb turn around and Improve your teams 

Endless hours of solid and far busting, nerve jangling action to performance? 

reaching gameplay. penetrate lhe alien strongholds. Get ready to blow the whistle on THE 

football game for 1993. 

Featur •• Include: Featur •• Include: Fe.tur •• Include: 

• 10 perilous quests to be completed. • Arcade quality graphics, backdrops • 16 p!ayl ng formations with 8 

• Stunning 3D isometric display. 

• Simple point and click interface. 

• 8 heroes, all with speCialist sk ills 

and abilities. 

• Eerie sound FX and tunes. 

• Fully sel f mapping. 

~If you want challenging gameplay and 

a game that 's going to last you can't 

go far wrong With this ", 

CU Amlga 

and animation , playing sty1es and 1.2 match t ac tics. 

• Fully adjustable sound FX and in • Negotiate wages , bonuses and 

game tunes. contracts. 

• Hundreds of weapon configurations. • Comprehensive banking system 

• Mind blowing Mid-level and End- WIth changeable interest rates. 

level guardians. • Up to 26 players per team with 

• Choice of assault c raft with Four limit of 4 foreIgn . 

levels of difficulty. • Set ticket prices and crowd control. 

·F,rsl Impressions? whoah! blase. 

blast boom! death, guns, more dea th, 

action and excitemefl t!" 

The One 

• IMMEDIATE sacking possible If 

you' re not up to the job. 

~ Th;s reall)' is the best bits of all the 

fooly games, bundled together and laid 

our on a golden plate for you~. 

Th. One 

GREMLIN GRAPHICS SOFTWARE LIMITED . CARVER HOUSE, 2·4 CARVER STREET, SHEFFIELD Sl 4FS. TEL 0742753423 

1993 GREMLIN QRAPHICS SOFTWARE LTD. ALL RIGHTS RESERVED . 
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1 0 tRUE STORIES 
And some other ones that we're 

not allowed to tell you about. 

14 AMIGA POWER 
RECOMMENDS SPECW 

Our twelve favourite games from the last 
year of AMIGA POWER RECOMMENDS. 

15 
158 

CHARTS 
Some games sell. Some don't. 

BACK ISSUES 
Your big chance to fill in the gaps 

in your AP collection, plus buy some stuff. 

62 THE SECRET GARDEN 
And talking of buying and selling 

stuff, here's your chance to do it with 
some other readers. You lucky people . 

64 HAPPY TALK 
A big gorgeous seven-page 

special feature full of things we like. 

74 COMPETITIONS 
Win all kinds of various stuff. 

76 COMPIITE CONTROL 
The Loser's Guide, pts 64-77. 

86 COMPETITION 
Win some clothes, games and a 

load of bullets, thanks to C * ... n F' • * * r. 

98 CD32 SOnwARE UPDAlI 
There ARE some games out there, 

really . We fill you in on the details. 

1 08 POINTS OF VIEW 
One opinion not enough for 

you? Find out what the entire AP team 
thinks about this month's big games. 

11 0 DO THE WRITE THING 
The letters pages. They've got 

letters on them. Get on and read the 
magazine, for heaven's sake. 

116 DIARY OF A GAME 
Last one for a while. Honest. 

PUBLIC DOMAIN 
Cheap stuff, with Dave Golder. 

THE BOTTOM UNE 

119 
123 The ultimate buyer's guide to 
every full-price game of the last year. 

SUBSCRIBE TO AP! 
Free games, money off, etc. 

THE RIGHT :PROFlIl 

128 
130 Take a trip to the Golden Age, 
with the godfather of AP - Matt Bielby. 

STUART WOULD JUST LIKE TO SAY: 'Old soldiers' I wish them all dead.' 

SAl WOULD JUST LIKE TO SAY: 'One man's sunset is another man'S dawn.' 

GAMES OF THE 

C····N F····R 
No comment, 

WONDER DOG 

Page 32 

Mega CD? Who needs one? 
(Part 435374 in a long series) 

Page 42 

SEEK AND DESTROY 
Desert Strike, as seen from the 
Goodyear blimp, 

Page 48 

FRONTIER 
Game Of The Decade? Or crap? 

Page 36 

ALIEN BREED 2 
John Madden Football- the saga 
continues. (What? - Ed) 

Page 44 

BRUTAL SPORTS FOOTBALL 
Seen Wimbledon playing away 
from home? You've seen this. 

Page 50 

WE'RE GONNA HAVE A REAL 
GOOD TIME TOGETHER P64 

We're not the miserable old duffers you might think we are, you 
know. Sometimes we put on our brightest clothes, sing a happy 

song and weld a smile to our lips as we sit around and think about 
all the th ings that we really really like, and how great they all are. 
And then we think, "Hey, why keep all this fun to ourselves? Why 
not share it with all of our best chums, the readers?" And we do. 

CAM WOULD JUST LIKE TO SAY: 'There's a time and place for spontaneity.' 

LISA WOULD JUST LIKE TO SAY: 'I could fit in there. And so could my mum." 



SECOND SAMURAI 
First there was a samurai. Now 
there is a second one of it. Etc. 

Page 40 

CYBERPUNKS 
Not featuring Joy Division. 

Rapid relief from crap-game 
indigestion. 

Page 52 

DAVE WOULD JUST LIKE TO SAY: 'Irs me, ooh Cathy. I've come home now.' 

STEVE WOULD JUST LIKE TO SAY: 'She was the whiplash of my nerves, and the stitetto of my heart.' 

"Another two coverdisks, eh? How 
could they possibly maintain last 
month's astoundingly high 
standards?", you're probably 
thinking. Unless you 've actually 
loaded them up, in which case 

disk 
you'll already know. Two games on two 
disks? Not on this magazine, matey. 

NIPPER 
- ......... 4~ 

. . . - .' _.., ... .... . ..' - -

~.~'t-~'?-\:~.:Jn '':''i;;o.. '.:;.\~: ,-ra-; ~f.~; 'l,}JL"\;~"6'-rl- ~ ¥ 

Your EXCLUSIVE 
chance to win ONE 
THOUSAND (count 
'em) quids-worth of 
software, courtesy of 
our pals at Graftgold 
and HMV Level One, 
Europe's biggest 
games department. 
Turn the page for the 
full details" , 

WIZ 'N' LIZ 
Confused by Stu's 
'concept' review of this 
last issue? Not sure 
what it's all about? 
Don't worry - at AP, we 
think of everything, and 
we've brought you a 
whole clutch of levels in 
both one- and two­
player mode so you can 
check It out for yourself. 
You really don't deserve 
us, you know. 

CYBERPUNKS 
Allen Syndrome meets Gauntlet In this fab 
mazey shoot-'em-up type of affair, with 
absolutely no Blade Runner references. 

SPACE 
INVASION 
Space Invaders? Well, yes. There's no getting away from it. But with no bunkers 
to hide behind and invaders that start right on top of your head, we'll bet that this 
is the most intense Space Invaders game you've ever seen, or your money back! 

GOT A FAULTY DISK? 
• Oh no! Are you sure? Before you go any further, try the procedures described 
in the panel over the page, If, after all that, you do have disk problems, simply 
place it in an envelope, along with an SAE and an explanatory letter, and return it 
NOT TO THE AP OFFICE but to: AMIGA POWER Disk Returns 32, DlsCopy Labs, 
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PO Box 21 , Daventry NN11 5BU, Send it to us, and we' ll call you a Nazi. 'II 
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Authors: Graftgold 
Publisher: W ell, us really 

"HEY CAM, CHECK THIS OUT, AND 
YOU TOO COULD WIN A THOUSAND, 
YES, THArS ONE THOUSAND 
POUNDS IN THIS FANTASTIC COVER 
DISK COMPO!!" 

Right Dave, first things first Close 
the window, turn off that loudhailer and 
stop standing on that chair. I'm sure you 
want to tell everyone this, but with a 
oiroulation In exoess 0150 thousand, 
we've got a much better way than 
shouting down the street. 

·Sorry." 
Yeah, right. Now then, what's our 

coverdisk got to do with considerable 
fiscal rewards? 

'WELL, HAVE YOU EVER, sorry, left 

Author: Kevin 
Gallagher 

Publisher: Public 
domain 

Whars that you're playing, Steve? 
"What are you, a retard or 

something? It's Space Invaders." 
Oh. 

'What do you mean oh? It's got 
that authentic 'pshht' sound when you 

fire , and it's so intense because 
you've got nothing to hide behind. 

the loudhailer on, have you ever noticed 
that the character that adorns the front 01 
HMV shops is actually a dog looking into a 
big funnel? Well, it's not really a funnel , it's 
actually part 01 a very old record player 
like they had in the olden days." 

Do you think you could skip the 
patronising and get to the point 01 this? 

"Humour me. This dog Is called 
Nipper, and he's actually looking Into the 
record player because he can hear a 
recording 01 his owner speaking, hence .. ." 

... His Master's Voice, yeah I know 
the story Dave, but we're rushing towards 
the end of this box and you've yet to 
mention the game yet. 

"Oh right, well , top programming 
paratroopers Graftgold (headed by 
premier gaming Oberstanfuhrer Andrew 
Braybrook) have conspired to make this 

Even the baokground looks just like 
the arcade original. And not only that, 
it was sent in by one of our readers ." 

Do you think it would be a good ...... ---=:l _ ____ ~ _______ ...J 

Idea to encourage them to send us any truly magnificent games they've done? 
"Man oh man, you are a cretin aren't you? Of course they should, 'cos il they did, 

they'd be forever immortalised on our cover. Now go away, I'm playing." 
Um, okay. Sniff. 

funny story of one man's dog and his 
constant vendetta against cats. By 
jumping on their heads, you freeze them, 
and by giving them a swift kicking you can 
dispatch them to cat heaven. It may be 
their loss, but it's also your gain, as they 
drop all manner 01 CD- and vinyl-related 
goodies, and the idea's to grab as many of 
these as you can and get to the HMV 
store before the lime runs out." 

So tha~s the game explained then, 
now what's all this about getting vast 
amounts of cash? 

·Well , the thing is that once you've 
completed the level, you not only get a 
high score which you have to note down. 
but also a level code. As a third way 01 
recording your achievements, your high 
score is written to disk, so make sure that 
you leave the disk write-enabled." 

Okay, you can prove that you're 
good at the game, but where does the 
dosh come into it? 

"A good question, and one that I'd be 
happy to answer. Can I USE MY 



MEGAPHONE FOR THIS BIT?" 
No. 
"OH, ALRIGHT. HMV have opened 

a massive store called Level One on 
Oxford Street in London, and it's totally 
dedicated to games. One hundred 
percento. " you think you've got an 
impressive score, all you have to do is 
send us the score and the code to the AP 
office, remembering to title your postcard 
(or sealed envelope) 'Other Computer 
Shops May Suffer From Uneven Floor 
Surfaces, But HMV Have Got A Level 
One' and we'll announce the top dozen In 
the March issue of AP. These twelve will 
Ihen be in line to win £1,000 of stuff from 
the Level One shop." 

Frankly, I find that hard to believe. 
"Yeah, me too, but it's absolutely 

true. We'll phone up these people and 
get them to send us their Nipperdisk so 
that we know they're not fibbing, and then 
these lucky punters will all head down to 
a grand play-off in London to decide who 
gets the grand of goodies." 

You yanking my chain? A thousand 
quid for playing a game? 

"Fantastic prize, huh? And the great 
thing is that if anyone tries to cheat by 
lying or cracking the game to discover the 
code, they'll just look stupid when they 
get to the play-off and everyone finds out 
they can't play the game. Can I go back 
to shouting out of the window now?" 

Oh, okay, but only aher I remind 
people that we need only their scores 
and game code for the time being, but 
that they should hold onto their Nipper 
coverdisk with the high scores saved, as 
we might want it at a later date. Between 
now and then, I suppose we'll be having 
regular updates in the magazine, and 
clearer details as and when we make 
them up. Right Dave? 

"RIGHT CAM. BUT YOU DOWN 
THERE, YES YOU, MADAM. DID YOU 
KNOW THAT YOU COULD WIN A 
GRAND BY PLAYING THE FABBO 
AMIGA POWER COVER DISK, 
NIPPER? ITS GOT, BLAH, BLAH ... Etc' 

WlZ , , 
Authors: Martyn Chud ley and Mike Waterworth 
Publisher: Psygnosis 

Wow, Stuart, isn't that Wiz And Liz, the 
oddly non-confrontational two-player 
game that you reviewed last issue? 

"1\ is indeedy, Cam, but it's Wiz 'n' 
Liz. Isn't it fast, isn't it fab? Just look at 
all those fluffy wabbits." 

The word's 'rabbits' Stuart, and irs 
not strictly correct English to condense 
'and' down to 'n'. I'd have thought you'd 
have had a better grasp of grammar, 
what with you being a Deputy Editor and all. 

"No really, they're wabbits." 
Of course they are. What do you have to do then? 
"Well , in the one-player game, you've got to run into the wabbits to 

release the letters that make up spell words. Once you've got all the letters 
then you can leave through the door, and go to a different world. Since this is 
a demo, you can only choose from a few lands, so you just keep going until 
the time limits get so extreme, you're bound to lose. Oh, and there's the fruit ." 

I'm probably going to regret this, but what does the fruit do? 
"Tee-hee, if you grab it, it'll follow you to the pot and then Jump in. In the 

full game of Wiz 'n' Liz, you can mix up different combinations to access all 
manner of SUb-games." 

Of course you can. And the two-player game? 
"Well, it works in split-screen, and you battle against 

each other as well as the time to be the first to 
complete the level. You can set the number of 

games you need to win before Victory." 
Hmm, that seems to have sorted that one 

out. Unfortunately, you're quite obviously as 
mad as a balloon, and I'm not going to speak 
to you any more. 
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f A600 01 jJ200. i g~:~:~ ~A~.~.~ .. ~.~.~.~.I.~~~.~ :: ...... : : :: ~:::: 
'N012 = will not worlron the A 1200. DESERTSTRIKE(I .. EG) .. ............. .. .. .... .. .. .. .. .. 1 •. 49 
i I MEG = requires at least I meg of • ~:~~~~~N'tEHi6'~K~ciLii · ·:::::::::: ::: ·. :::::::::: :.~~:: 
j RAM 10 run. : g~~;~~~~lE~~~! .~~~~NTURE .... ... :::: :::::: :~::: 
i' = NEW'tem l gg~~~~:~~) .~ .:: : : : : : : : :::::: :::::::: : : ::: : :: :::::::: ~:::: 
10-.. ............ _. _____ _ _ ___________ _ • _____ -1 DRACULA (1 MEG). . .. 20.49 

688 ATTACK SUB (N012) . .. .... .......................... 10.49 DREAMLANDS 
A·TRAIN (1 MEG) ........ .. .. .... ..................... . .... 22.99 (TRANSARl1CA, STORM MASTER, 
A·TRAIN CONSTRUCTION SET (1 MEG) ......... ... 12.49 'SHAR) (1 MEG). .... ... . ..... 18.99 
A320 AIR-BUS (1 MEG) (NOP) .. .. ....................... 18.99 DREAMWEB (1 MEG). .... ...... .. .......... . ........ 22.99 

:~~A~~~~~~~~~1 V~;~;~~~.(1 MEG) ....• :::::::::~::: g~:~ ~1-~~~iE·FOR' :6:R.R.AK jS·il . MEGi. : ::::::: ~~ ::: 
ADVANTAGE TENNIS (NOI2) .. •••••• •• 17.49 DUNGEON MASTER & 
AIR BUCKS ..................... .. • .•••••••• 18.49 CHAOS STRIKES BACK (1 MEG) ... ....... .......... 13.99 
AIR FORCE COMMANDER (1 MEG) .... ........ 18.49 DYNA BLASTERS .. ........................... ............ 20.49 
AIR SUPPORT ...... .. .. .......... ... .. ......... 17.49 ELITE.. .... ....... ............ .... ....... ... .. ... . . .. 14.99 
AIR . LAND & SEA ELITE 2 (FRONTIER) .... .. .................... .. .. 22.49 

~~: 1~~~~pS~~R)'7~6 ,~f' .. ".. . ...... 23.49 ~~~d~:AE:bHAM'P'IONs '(l'ME'Gi :: :::::: :' ...... ,.::: ~~:: 
AIR BUCKS 1.2 (A 1200 VERSION) , .. 18.49 EYE OF THE BEHOLDER (SSI) (I MEG) ........... 13.99 
ALFAED CHICKEN (1 MEG) · ...................... .. ... 18.49 EYE OF THE BEHOLDER 2 (1 MEG) ................. 24.49 

:~~EANE~ .~~~~~~~. ~~.~ ~~.~~~~~~~~. ~ .. ...... " .. ::: ~~:: ~~ '(~~:ERA~ ~~ ~~~;ER' 2:D'(','MEG')' ~.::::: ::: ::::~:: 
AllEN BREED (SPECIAL EotTlON) (1 MEO) . .... . " ,9,49 F15 STRIKE EAGLE 2 (1 MEG) .. ............. ..... ... ,'2.49 
ALIEN BREED 2 (1 MEG)' .. .. " .• " ...• , •• ...•• .•• •. . ,, 17,49 FI7 CHALLENGE .. , ..•. , ...... ....... ... ........... ....... 10.49 
ALIEN BREED 2 (A12oo VERSION)·. .. ..... 18,99 F19 STEALTH FIGHTER (NOP) ....... .. ...... .. ....... 11.49 
AMBERSTAR ................... ........... .. ..... . .... 18.49 FABLES & FIENDS· 
AMERICAN GLAotATORS • ... ... . .. ... .. .... 17.99 LEGEND OF KYRANDIA (NOI2) (1 MEG).. .. ..... 23.99 
AMNIOS "" .. .............. 9.49 FACE OFF ICE HOCKEV (NOI2) ............... ........ 9.49 
ANOTHER WORLD .... .... ..•. , ..••. 12.49 FANTASTIC WORLDS 
APACHE· ...................... .. ..... . 7.99 (REALMS. PIRATES, MEGA LO MANIA, 
APIDYA ...... , ... .. . .... 8.49 POPULOUS, WONDERLAND) (1 MEG) (N012) ... 23.49 
APOCALYPSE (1 MEG) ... ... ...... .. .. .. . 20.49 FIRE & ICE .......... .... ... ... ..... .... ............. , ....... 17.99 
AQUATtC GAMES .. " .. .. 17.49 FIRST SAMURAI ... MEGA LO MANIA (N012) ...... 13.99 
ARABIAN NIGHTS .. , ........... .. ,'6.49 FLAMES OF FREEDOM (MIDWINTER 2) ............ 10.99 
ARCHER MACLEAN'S POOL ..................... .. ... 18.49 FLASHBACK (1 MEG) . .... ....... .. ... 20.99 
ARKANOIO 2 . . ..... ... 7.99 FOOTBALLER OF THE YEAR 2 (NOI2) .... ....... .... 8.49 
ASSASSIN (1 MEG) , ...... , ... .......... , , 12,49 FORMULA 1 GRAHD PRIX .. ... ..... , ......... ....... 15.49 

:~:.~~~~~~:'~S~~~,~~·.'.·:·: ·: ·:·:·.~ · .. .... " ....... ,:.:':':.: :':.:~::: ffi~~~~{.~.~~~~,~?,:::: ' ::: :::: : ::::.: .:~:::: ::.::.::~.::.: .::,~;:= 
B17 flYING FORTRESS (1 MEG) . . 14.99 GAUNTLET 3 (N012) , ... .... ... 16.49 
BART Vs THE WORLD ........ . .... ............. 18.99 GEAR WORKS. ........ .. ...... .............. ... 15.49 

::~::: ~~u:~V~E ..... .. ... ... , ............. :.~~ :: g~g~~~~~·.G~,~~~~ :...... . ...... .............. .'.' ~ . .':~::: 
BATTLE ISLE ............. ....... • ...... 13.99 GOAL .. .. ..... 20.49 
BATTLEISLE93 ....... .. ,........... , ...... . 16.49 GOBLIIINS2 ....... .. ..... .. .. , .. ,.. . .. .. 18.49 
BATTLE OF BRITAIN ....... .. ..... ..... .. ...... 11,49 GOLF WORLD CLASS LEADERBOARD ......... 8.99 
BEACH VOLLEY (NOI2) ..... ....... . .. .. , ........ 7.99 GRAHAM GOOCH WORLD 
BENEATH THE STEEL SKY (1 MEG) . ..20,99 CLASS CRICKET (1 MEG) ..... ...... ............... . 18.49 
BENEFACTOR (1 MEG)· • .. ...... 20,49 GRAHAM GOOCH DATA DISK . . .... ............ ...... 13.99 
BILL'S TOMATO GAME.. ........ ... .. .. .. 17,49 GRAHAM TAYLOR'S 
BLACK CRYPT (1 MEG) ... .... .. .. , .. 16,49 SOCCER MANAGER (I MEG) . .. ........ 11.49 
BLADE OF DESTINY (1 MEG) ....... 25,49 GRANO PRIX CIRCUIT. ....... . .... " .... 9.49 
BLASTAR (1 MEG) ...... . • ... 14,49 GUNSHIP 2000 (1 MEG),.. ... . .. .. .... 22.99 
BLOB (1 MEG) · ..... .. ... " ....... .... ...... ....... 14,49 HARLEOUIN .............. ,............... ... .. .. 17,49 
BLUES BROTHERS ....... ............... . , ....... • .. 7.49 HEAD OVER HEELS .................... . . .. .... ,1 .99 
BOB'S BAD DAY · , .... .. ..... .... "... • ........... 17.99 HEIMDALL (1 MEG) (NOI2) ......... ............... .. ... 12.49 
BODY BLOWS (1 MEG) ....... _".... ..16.99 HEROOUEST ... DATA DISK (NOI2) ......... ........... 8.99 
BODY BLOWS (A 1200 VERSION) ..................... 19.49 HEROQUEST 2 -
BODY BLOWS GALACTIC (1 MEG) . .. ..... .. .. .... .. , 17.49 THE LEGACY OF SORASIL (1 MEG) .. .. "' .. ......... 17.49 
BODY BLOWS GALACTIC (A 1200 VERSION) • ... 18:99 HILL STREET BLUES (NOI2) .................. ............ 9.49 
BOSTON BOMB CLUB (NOI2) ••• , •...•..• ••. , ....... .... 8.99 HIRED GUNS (1 MEG) ....... , ... ..... ..... ....... .... , .•. 22.49 
BOXING MANAGER (NOI2) .. ... .. .... .... ... .......... .. 8.49 HISTORVLlNE 1914-18 (1 MEG) . ............. ..... " ... 22,99 
BRIAN THE LION· .. ... ... .......... .. , .. ••• •••..• , ...... . ,' 17,99 HOLLYWOOD COLLECTION 
BUBBA 'N ' STIX' . , .......... , ........ .. , ....... , .......... 14,49 (ROBOCOP, GHOSTBUSTERS 2. INDIANA JONES 
BURNING RUBBER ... ..... ..... .. ... .. .... . .. ............ 17,99 ACTION. BATMAN THE MOVIE) DIS (NOP) ........ . 9,99 
BURNING RUBBER (AI200 VERSION)· ............ 18.49 HOOK .. ........... .......................... .. ... .. ..... , ...... 11 .49 
CADAVEA (NOI2) ... " .. " " .... "." ... , .. " ... , .. " .. ...... 9.49 HUMANS '2 (1 MEG) • • " .. " ... "" ....... ~" ... ..... " ... 20.99 

g:~~:= ~E~~~~ (NOI 2) .::::: ~:::: ~~~~~: (~~~~) Dt~~.~~~~~~.::::::: .. :~:::::: ' .. ::::: :::.~ ~::: 
CAMPAIGN (1 MEG) ...... .... ............ ..... .. ........ 22.49 IK ... .. ...... ........................... .... . , ... ..... , .. ....... .. ..... 7.99 

g:::~~G~c:ri~:RE~) ~EG'i:"'" , .. ........... .. : ,: :::: :~::: ::~~~l ~~~~~~) ACT'ioN'i;;Aii 'OF 'AT'LA'NT'IS)~~:: 
CAPTIVE 2 - LIBERATION (1 MEG).. .. .. .. . 20.49 INDIANA JONES ACTION ...... .. .... ... " .. ........ .. .. ,,5.99 
CARDIACS· " .. ,', ... ...... ,' ..... ..,.9.49 INDIANA JONES ADVENTURE ..................... .. ,",49 
CASTLES 2 (A12oo VERSION) ...... 22A9 INOtANA JONES FATE OF ATLANTlS AD" (1 MEG) 24.49 

g~~~;,~~~~~~~ANAGER· (;··MEG)···:: ., .. " ... :::: ~~::: ::~~~:rr,gN~~~~GB:; ·CMALLENOE .. ::::::::::::~:: 
CHAMPIONSHIP MANAGER 93 INTERNATIONAL SPORTS CHALLENGE (N012) 18.99 
UPDATE DISK (1 MEG)' .. . .. ... .. . " ........ ............ 9.49 ISHAR 2 _ LEGIONS OF CHAOS (I MEG) ............ 18.49 

g~:~;'~~~I~~ ~A,~.~~~~.~~: .. (.~ . ~,~.~~ ::::::::: g::: ~~:':E ~~~~~HO: g;:~~Ap'~S VERSION)' .•. 18.99 

CHAOS ENGINE (A12oo VERSION) • .. ...... " ........ 16.49 ANT HEADS DATA DISK (1 MEG) ............. .... , ... 14.99 
CHUCK ROCK 2 (1 MEG) ........... ...... , . ............ .. 10.49 JACK NICKLAUS GOl.F ....... .............. .......... .. ,,6,49 
CIVILISATION (1 MEG) ." ..... . ... , ... .................... 23.49 JAGUAR XJ220 (1 MEG) .. .. ....... ~ ............ 1' .49 
CIVILISATION (A12oo VERSION)· .. ................... 25.99 JAMES POND .............. ,.. .. .............. ...... 8.49 
COMBAT AIR PATROL ............................... 20.49 JAMES POND 2 - ROBOCOD ........... .. .. .... ... .. .... 9.49 
COMBAT CLASSICS (F15 STRIKE EAGLE 2, 688 JIMMY WHITES SNOOKER .. ..... ... , ..... . , . .. .... .. , •• 15.99 

~~O~C~~~~' ~.~.~~,~~.~.~.~~.~ ~. : . ~,~.~~,~~~~.~! .. ,~~::: ~::~~RA=~~SO(~~~: FOOTBA·LL·:·:.:·::.::·,:·.::·,::·:i;:: 
COOL WORLD (1 MEG) ............. .... ..... ... ..... .. .. .. 17.99 JURASSIC PARK (1 MEG) .. " .... ........ .............. 17.99 
CORRUPTION (MlSCROLLS) ... , .... .... ... ... ..... w .. ... 7.49 JURASSIC PARK (AI200 VERSION) ... .......... . .... 19.49 

g=:~~eC:sR~.~ .. :::::::::: ................... .. ' .. ..... .. : :: : ~:::: ~~: (UTOPIA 2) (1 MEG) ............ ..... ::::::::::: ::::: ~g::: 
CRUISE FOR A CORPSE ........... ..................... 11 .99 KICK OFF 2 (1 MEG) (N012) ........ .. . .. 9,49 
CRYSTAL KINGDOM DIZZY .,', . . ,.. .. . • .•• 13.49 KINGDOMS OF GERMANY (1 MEG). .. 19.49 
CURSE OF ENCHANTIA (1 MEG) .... . ... 13.49 KINGS OUEST 1 . ...... . . ... ,'0.99 

KIT VICIOUS' .. .. .. .. ........... ... ... . 16.99 
KNIGHTMARE .. .. .... .. ............ .. . . ... ... ....... 13.49 
KNIGHTS OF THE SKY (1 MEG) .. ........... 12,99 
KRUSTY'S SUPER FUN HOUSE .. .... . . .. 18,99 
LAST NINJA 2 (N012) ................ ..... ..... .......... .. 7.99 
LEGEND (WORLD OF LEGEND) .... .. .... " .... .. , .... 13.49 
LEGENDS (KRISALlS) (1 MEG). .. ............ ...... . 18.99 
LEGENDS OF VALOUR (1 MEG) .. .. ...... ........... ... 23.49 
LEISURE SUIT LARRY 1 (1 MEG) . . .......... ....... 12,99 
LEMMINGS ... .... . ........ .... ........ 12,49 
LEMMINGS 2 .................. . ... , .. ................... .. .. 14.49 
LEMMINGS DATA DISK· OH NOI. .... .................. ,8.99 
LINKS - THE CHALLENGE OF GOLF (1 MEG) • •. ,12.99 
LIONHEART .. .... .. ...... . . .......... . ... .. .. 17.99 
LOMBARD RAC RALLY ........... . 7.99 
LORD OF THE AINGS ................. ........ .. .. .. .. ... 17.49 
LORD OF THE RINGS 2· TWO TOWERS (1 MEG)20.49 
LOST ViKINGS ...................... . .... .............. ...... , 19,99 
LOTUS 3 - THE FINAL CHALLENGE (1 MEG) (NOI2)10.49 
LOTUS TURBO CHALLENGE 2 (NOI2) ., .. _ ........ ,.9.99 
LURE OF THE TEMPTRESS (1 MEG) ... .... .. ......... 19.49 
M1 TANK PLATOON (1 MEG) ..................... . .. .. 11 .49 
MAGIC BOY . ......... .... .. .... , ... ... .. ..... ........... . . 17.99 
MAGIC WORLDS 
(STORM MASTER. DRAGONS BREATH. 
CRYSTALS OF ARBOREA) (N012) ........ ........ .. 16.49 
MAGICIAN'S CASTL.E (1 MEG) . ........... ......... ... 20.49 
MAN UTO PREMIER LEAGUE 
CHAMPIONS (1 MEG)' .. ..... ........ 19.49 
MANCHESTER UNITED ........... . .. ....... ..... ,_ . ..... 9,49 
MANIAC MANSION (NOI2) .... .......... .... ..... ...... 10.49 
MICRO MACHINES ......... . .. . ... ......... ... .. ......... 16.99 
MICROPROSE 30 GOLF (1 MEG) ...... .... .. ........ . 12.99 
MIG 29 (1 MEG) .......... .. .. ................. ..... ..... .... 10.49 
MONOPOLY .............. .. , ...... . ... . ....... .. ...... ........ 18.49 
MORTAL KOM8AT (1 MEG) . ........................... 20.99 
MR Nun (A12oo VERSION)· , .......... ..... ........ " .19.49 
NEW ZEALAND STORY (NOI2)., •• , ......... .. , ........ .. 7.99 
NICK FALCO'S GOLF .. ............... ................. .. 21.49 
NICKY BOOM 2 ............ ...... ....... ............ ........ 16.99 
NtGEL MANSELL'S WORLD CHAMP'SHIP (1 MEG) 15.99 
NIGEL MANSELL'S WORLD CHAMP'SHIP 
(AI200VERStON) ..................... ....... .. ,. 18,99 
NIPPON SAFES (1 MEG) , .. .. .. ........... ......... 20,49 
NO SECOND PRIZE ..... .. .. ... . .. . ......... 16.99 
ONE STEP BEVONO (1 MEG) .... " ..................... 14.99 
OPERATION STEALTH (NOI2) .......... .. ... .. " ..... 11.49 
OPERATION WOLF (NOI2) ....... .. ..................... 7.99 
OVERDRIVE (1 MEG) ... ... .. ....... ........................ 16.99 
PANG , .... ..... , ..... ••. , •••• •. , ................ .... ... ..... . . , .. 7.99 
PANZA KICK BOXING (N012) .. ,,8.99 
PATRICIAN (1 MEG) ...... .. .. ....................... .. .. 20.49 
PERFECT GENERAL ...... ...................... .. .... ..... 22.99 
PERFECT GENERAL DATA DISK ............ .. .. . .... 14.49 
PERIHELION (1 MEG) . ............................ ....... . 20,49 
PGATOUR GOLF ... COURSES ... .. ......... ... w .... . 19.99 
PGA TOUR GOLF COURSE DISK .. . ...... .. ... ~ ..... 1' .99 
PINBALL DREAMS (1 MEG) .. ......... .. , ....... .... ..... 13.49 
PINBALL FANTASIES .... .. ...... ............. " ......... 18A9 
PIRATES (NOP) .... .... ,. ... . ... , .•• , .... ..... 10.49 
PITFIGHTER ...... , ..... ... ..... .. ..... ... ...... , •. , .... , .. .... 7.99 
PLAYER MANAGER (NOI2) ..... ... .. .... 9.49 
POOLS OF DARKNESS ... .. ... . .. .. ... .............. ...... 9.99 
POPULOUS & PROMISED LANDS (NOI2) ......... 10.49 
POPULOUS & SIM CITY ...................... ......... .. 17.49 
POPULOUS 2 (1 MEG) + CHALLENGE DATA DJSK 22.49 
POPULOUS 2 CHALLENGE DATA DISK (1 MEG) 12.49 
POWER UP 
(CHASE H.Q. TURRICAN. X·OUT, 
ALTERED BEAST, RAINBOW ISLANDS) ..... ....... 14,49 
PREMIER MANAGER (1 MEG)... . ......... ... .... 10,49 
PREMIER MANAGER 2(1 MEG) , .. .... .. ........ _ ..... 16,49 
PREMIERE (1 MEG) .. ...... . ............... .... .. , ........ 12.49 
PRIME MOVER ..................... . , ................. .... .. .. 19.99 
PRINCE OF PEASIA (1 MEG) . , .. .. ... . " , ........ _ ...... ,7.99 
PRO TENNIS TOUR 2 ... .......... ...... ...... ..... .. _ .... . 12.49 
PROJECT X (SPECIAL EDITION) (1 MEG) .. _ .... . 10.49 
PUGGSY (1 MEG) . .. .. ............ ................. .. ... .. 20.49 
PUSH·OVER (1 MEG) .. .. .. .. .. .. 17.49 
PUTTY ... .......... .., ............ 13.49 
OUEST & GLORY 
(BLooDWYCH, MIDWINTER. 
CADAVER. BAT) (N012) ............ , .. .... , ... . ........ 13,49 
OUESTRON 2 (SSI) (N012) ....... ......... . ... .. .. . ... ... 5,49 
QWAK· .. .... .. .. .. ....... ... ........ .. ... .. ................. ,9.99 
R-TYPE (NOI 2) ........ .. ...... ... ... ... ....... .. , ............ . 7.99 
RAILROAD TYCOON (1 MEG) ..... ,' , ................... 14.49 
RAINBOW COLLECTION 
(BUBBLE BOBBLE, RAINBOW ISLANDS, 
NEW ZEALAND STORY) (NOP) ...... ................ , .. .. 9,GG 
RALLY (1 MEG). . . ..... .. .. 20.49 
RAVING MAD 
(MEGA TWINS, JAMES POND 2 - ROBOCOD, 
RODLAND) .. , .. ...... .... .... 11.49 
REACH FOR THE SKIES ................ ..20,49 
RICK DANGEROUS (NOI2) ..... ".... .. .. .. 7,99 
ROAD RASH , .. " .. ... ....... ........ ....... , .... , .. " .•. , ..• 17.99 
ROBIN HOOD LEGEND QUEST .... ..... , •.••... , ......... 7.99 
ROBOCOD AEG (AI200 VEp:fSJON) .. , .. .. .... ...... . 17.99 
ROBOCOP 2 .... ... " .. ...... ..... .. ... .. ............ . ~ ....... 7.99 
ROBOCOP 3 (NOI2) ...... ... .. ................. . .......... 13.49 
ROLLING RONNY (N012) ................. ..... .. _ ....... 9.49 
ROME (1 MEG).......... .. .. ..... ......... ....... 19.99 
RORKE'S OAIFT· ... .. .. . ................... 8.99 
RULES OF ENGAGEMENT 2 . ............... ..... .. ,,,. 21 .49 
RYDER CUP (AI200 VERSION). .. .. 18.49 
RYDER CUP· .. ...... . ................ .. .. .. 18.49 

SABRE TEAM . .. .. .. .. ....... .. 11 .99 
SABRE TEAM (AI200 VERSION)' ..... , ........... , •.. 19.49 
SCRABBLE (US GOLD) ....................... ........ .. ... 19.49 
SECOND SAMURAI (1 MEG) . .................. ......... 20.49 
SECRET OF MONKEY ISLAND (1 MEG) ............ 12.99 
SECRET OF MONKEY ISLAND 2 (1 MEG) """,.,24.49 
SENSIBLE SOCCER ('92/93 SEASON) , .•. ,. ,., .•.. ,.13.49 
SHADOW OF THE BEAST 2 (WITH T·SHIRT) ... ".9.49 
SHADOW OF THE BEAST 3 ....... .......... , .. ......... ' 19.99 
SHAOOWLANOS . ..... , .. .. ".,',.,', .. , ... .. ... ... .... . " .•. ,9.49 
SHAOOWORLDS (N012) ................. .. ... ... , ••• ", .... 8.99 
SHOOT·'EM·UP CONSTRUCTION KIT (N0 12) ...... 8.99 
SHunLE(1 MEG) ...... ................. .. .. ............ 17.49 
SILENT SERVICE 2 (1 MEG) (HOP) ..... 14.49 
SlM CITY DELUXE 
(SIM CITY, FUTURE CITIES & TERRAIN EDITOR) 22.99 
SIM LIFE (A12oo VERSION)' .. .. ...... 22.99 
SIMON THE SORCERER (1 MEG) .. .... ... , ........... 22.49 
SIMON THE SORCERER (AI200 VERSION) ...... 25.49 
SLEEPWALKER ....... .. .................. " .• .••• . , ... , •. •• 12.99 
SMASH TV ".... ............ . ............... . , .. ... .. ... .... 7.99 
SOCCER KID ...... ..... ........... .. , ..... , .. ...... " .. , .... 18.99 
SOCCER KtO (AI200VERSION) · , ...... .. ... .. . " ... .. 19.49 
SOUP TREK (THE SEARCH FOR STOCK) ... . " .. ,, 18.99 
SPACE CRUSADE ... DATA DISK (N012) ............ 14.49 
SPACE HULK ............ . .. ............... 20.49 
SPIRIT OF EXCALIBUR (1 MEG) (NOP) .............. 9.49 
SPORTS MASTERS 
(PGA GOLF, INDY SOO, ADVANTAGE TENNIS, 
EUROPEAN CHAMPIONSHIP 'S 1992) 
(1 MEG) (N012) .. .. .. .................. ... .. .. 20.4. 
STAR TREK - 25TH ANNIVERSARY 
(AI200 VERSION) ........... ........ ... ................... 22.49 
STARBLADE (N012) ......... ........ .... .... • ... .. 8.99 
STARDUST ........ ...... ..... ............... .. .. • ... 12.49 
STEVE DAVIS SNOOKER.. . ........ .. .. 10.49 
STRATEGY MASTERS 
(POPULOUS. HUNTER, SPIRIT OF EXCALIBUR. 
CHESSPLAYER 2150. BATTLEMASTER) (1 MEG) 
(NOI2) .......... .... .. .. ........ ... . .... .. .. .. ....... .. ........ 21.49 
STREETFIGHTER 2 ........ . ............... ... 18.99 
STRIKER (1 MEG) .. ................ .................. ,,, ... 16.49 
STUART PEARCE'S SOCCER SELECTtoN·S 
(KICK OFF 2, WORLD CHAMPIONSHIP 
SOCCER. MANCHESTER UNITED. 
INTERNATIONAL SOCCER) (NOI2) .• ••• •. .. , •••••• ,' 3.49 

STUNT CAR RACER (NOI2) .. , ...... .. ... .... ......... .. 7.99 
SUPER CARS (N012) ............... ....................... 7.49 
SUPER CARS 2 (NOP) .... .. .... ........ ..... ... .... .. .. .... ,9_49 
SUPER CAULDRON .............................. ........... 17.99 
SUPER FROG (1 MEG) .............. .. .. ... .. .. .... .. ... 16.99 
SUPER HANG ON "''''1 ............ 7.99 
SUPER HERO ...... ................. .... ~ ............... .. .. 19.99 
SUPER LEAGUE MANAGER (I MEO) " ..... .. .. , •. ,'8.49 
SUPER SPACE INVADERS· ..... . .... .. 9.49 
SUPERSKI2 (NOI2) ........ ............... .. . , .... .... . , ..... 8.99 
SWITCHBLADE 2 (N012) ..... .. .......................... 9.49 
SWIV (NOP) ........ .. .. . ................ .................. ... .. 8.99 
SYNDICATE (1 MEG) ................ .......... .. ....... .... 22.49 
TERMINATOR 2· .......... .. .. .... .. .... .. 20.99 
TFX (A 1200 VERSION)· .......... ...... . ... ...... .. .... . 22,99 
Tt:lE BU,!E & THE GREY (1 MEG) ..... .. ..... _ .. ... , .. 18.99 
THE LOST TREASURES OF INFOCOM 1 
(20 CLASSIC INFOCOM TEXT 
ADVENTURES) (NOI2) ... •••• , ... " ......... 20.99 
THE SETTLERS· ......... , .. ... .. .... .. ......... ......... 23.49 
THEATRE OF DEATH· ......... ............ ......... ..... ,20.49 
THUNDER HAWK .. .... . .. ... ............... .. ..... ' 10,99 
TITUS THE FOX ., ........ , •. " . ................. ............ ,.9.49 
TORNADO (1 MEG) .... ....... .............................. 21.49 
TRANSARCTICA ., ....... ,... . ... .. ....... ... , .... . 18,49 
TROJAN - AlIEX (LIGHT PHAZER GAME) ........ .... 7,49 
TROJAN - CYBER ASSAULT 
(LIGHT PHAZER GAME) ... . .... ... . , ..• , .• " ... , .. " ....... 7.49 
TROJAN· FIRESTAR (UGHT PHAZER GAME) ...... 7.49 
TROJAN· THE ENFORCER 
(LIGHT PHAZER GAME) ... ........................ .. ....... 7.49 
TURRICAN .......... ............ ....... ............... .......... 7.99 
TURRICAN 2 ........ ..... ..... .. , ........................... ... 7.99 
TV SPORTS BOXING (NOI2) .. ...... .. ................. 13.49 
TV SPORTS FOOTBALL (NOI2) .... .... .. ........ .. ... . 6.49 
ULTIMA5(NOI2) ..... , ........ ...... .... ............ .. . .. ... 9.49 
UTOPIA ... DATA DISK .. .. ........... ................. .... 11.99 
VIKINGS - FIELD OF CONOUEST ( 1 MEG) ........ ,11.49 
VROOM (NOI2) .. . .... .. .............. .. .. .. ...... . , ...... .. 13.49 
WALKER ••••••• , •• ,. ". , .... .................. , ................ 19,99 
WAR IN THE GULF ......................................... . 19.99 
WAXWORKS (1 MEG) .. .. ..... ...... .. .................. . 22,99 
WHEN TWO WORLDS WAR (1 MEG)· ......... .... .. 21 ,49 
WING COMMANDER 1 (1 MEG) ... ... .. ..... .......... , 10.49 
WIZ 'N' LIZ· ..... .... .. .... , ............ ...... .. .... .. ....... .. 20.49 
WIZ-KID .. ........ ........ ...... .. • ... 17.49 
WONDEROOG· ... .. ......... . ............ . ................. 14,49 
WOODY'S WORLD ............. ,.,." ••• ,"', ......... ...... 17.99 
WWF WRESTLING ~NOJ2) .. . , ......................... . 11.49 
WWF WRESTLING 2 (1 "'EG) ............... .... ... ..... 17.49 
XENON 2 MEGABLAST ..................... .. ..... 9.49 
XMAS LEMMINGS· ............... .... 14.49 
YO JOE! . .. .. ..... ....... .. ............... .. ... .. , .... ........ . 20.99 
ZAK MCKRACKEN (NOI2) . ..... ... .. ....... .. " . ....... 10.49 
ZOOL (1 MEG) .................. .............. ..... ........... 10.49 
ZOOL (A1 2oo VERSION) ...... ...... .... .. .... .. .... ..... 18.49 
ZOOL 2 (1 MEG) ..... .. .......... ............ 16.99 

EDUCATIONAL 
ADI ENGLISH (11-12 YRS) ........ ........... .. ... ..... 16.99 

ADI FRENCH (12·13 YRS) .... • ............ 16.99 
ADI FRENCH (13-14 YRS) ....... . ..... .. . . , '6,99 
ADI JUNIOR COUNTING (6-7 YRS) .. , .. .. ....... ... ... 14.49 
ADI JUNIOR READING (4·5 YRS) ...... ... 14.49 
ADI JUNIOR READING (6-7 YRS) .................. 14.49 
ADI MATHS (1 1-12 YRS) ........ ... 16.99 
AOI MATHS (12·13 YRS) ... .. . 16.99 
ADI MATHS (13-14 YRS) ... . .. 16,99 
ALVIN'S PUZZLES LOGIC 
AND SPELLING GAMES (6-8 VRS) .................... , 13,99 
AMOS EASY (FIRST STEPS TO PFiOGRAMMING)22.49 
FUN SCHOOL 2 (2·6) ......... . ...... 8.49 
FUN SCHOOL 2 (6·8) ..... ....... 8.49 
FUN SCHOOL 3 (2-5 VRS) .... ...... 14.49 
FUN SCHOOL 3 (5-7 YRS) .... 14.49 
FUN SCHOOL 3 (7'" VAS) ........ ...................... ,14.49 
FUN SCHOOL 4 (2-5 YAS) ........................... 16.49 
FUN SCHOOL 4 (5·7 YRS) .......... .. .......... .. .. . 16.49 
FUN SCHOOL 4 (7 ... YRS) .. .. 16.49 
FUN SCHOOL SPECIAL -
MERLIN'S MATHS (7-1 I YRS) ....................... . .. . 16.99 
FUN SCHOOL SPECIAL· PAINT 'N CREATE 
EOUCATIONAL ART (5+ YRS) ......................... 16.99 
FUN SCHOOL SP~CIAL • 
SPELLING FAIR (7·13 YRS) ............ . ... ,18.99 
MEGA MATHS (A ' LEVEL COURSE) .17.49 
MICRO ENGLISH .................. ....... , ............. ....... 17.49 
MICRO FRENCH ........ .. ... .. .... 17.49 
MICRO GERMAN ... 17.49 
MICRO MATHS ...................... . .•.• 17.49 
MICRO SCIENCE ..... 17.49 
MICRO SPANISH ... . ..... . ...... , .. . , ......... .. ......... 15.99 
NODDY'S Bta ADVENTURE 
(FOLLOW UP TO NODDY'S PLAYTIME) ........ ... 17.49 
NODDY'S PLAYTIME (EDUCATIONAL 
PROGRAM FOR CHILDREN AGED l-o-) (1 MEG) ... 17.49 
PAINT POT 2 (4-10 YRS) ................... ,,, .. .. ....... 13.99 
WHICH? WHERE? WHAT? (4-8 YRS) ............... 13.99 

UTILITY 
30 CONSTRUCTION KIT 
(WITH FREE TUTORIAL VIDEO) ........... 12.49 
30 CONSTRUCTION KIT 2 .. ............... ............ 32.49 
AMOS (GAMES CREATOR) . ......... " .. , ......... ..... 30.49 
AMOS 30 (REQUIRES AMOS) ................. .......... 22 .49 
AMOS COMPILER (REOUIRES AMOS) ..... .... ...... 19.99 
AMOS EASY (FIRST STEPS TO PROGRAMMING)22.49 
AMOS PROFESSIONAL 
(MORE COMPLEX VERSION OF AMOS) . .. ........ 32.49 
AMOS PROFESSIONAL COMPILER . . ••.•••• 24.49 
DELUXE PAINT 3 (WITH ANIMATION) ., ..... . 10.49 
DELUXE PAINT 4 (1 MEG) 
(HAM MODE & ANIMATION) ...... , .... ......... , .... ,55 ,49 
DELUXE PAINT 4 
(AGA FOR AMIGA 1200 WORKS IN 
256 COLOUR AND NEW 8-BIT HAM MODE) ...... 60.49 
ACCOUNTS.............. .. ... .. ............ ... .. .. 5.49 
HOME ACCOUNTS 2 ... ...... .. ...... .. .................... 35.49 
KINO WORDS 3 WORD PROCESSOR .... ..... .... .. 30.49 
MINIOFFtCE 
(WORD PROCESSOR, SPREADSHEET. 
OAT ABASE AND DISK UTILITIES) .. .. .. , ...... 35.49 
PEN PAL WORD PROCESSOR .. .. .. 55.49 
POWERWORKS 
(MAXIPLAN PLUS SPREADSHEET, KIND WORDS 2 
WORD PROCESSOR INFOFILE 
DATABASE) (NOP) ....... .................... , ............ ,19.99 
PUBLISHER (PAGE LAYOUT PACKAGE), 
CAN PRODUCE BLACK AND WHITE 
NEWSLETTERS. FLYERS. ANNUAL 
REPORTS AND MAGAZINES. REOUIRES 
ONE EXTERNAL DISK DRIVE OR HARD 
DRIVE (1 MEG) (NOI2) ...................... ..... .. .. .. . 30.49 
TECNOPLUS BUSINESS PACK FOR AMIGA 
(WORDWORTH WORD PROCESSOR, K-SPREAD 2 
SPREAOSH~ET AND K·QATA DATABASE) (I MEG) ...... 66,99 
WORDWORTH V,2 WORD PROCESSOR 
(1 MEG, AGA COMPATIBLE) .. .. .................. ... 76.49 

AMIGA CD GAMES 
ALFRED CHICKEN. .. . • .......... 18.99 
BURNING RUBBER· ... ................ ........... .. ...... 21.99 
OIGENERATION· ....... ............... .... 18.99 
DONK- ...................... ... .. .. ... , .. ........... ........ ... 19.99 
LOTUS TRILOGY (l.OTUS 1,2. 3). .. ... ..... ..... ... 24.99 
MacROCOSM •.. . .. .. ....................... 29.99 
PINBALL FANTASIES •. , •••••... , ............ , ........... ,20.99 
ROBOCOD· .. ".................... • .... 20,99 
RYDER CUP· ......... .... ................................... 21 .99 
SLEEPWALKER· ... ... ................. , .... .. ............ 21 .99 
TFX· ....... .. ........................ ........ ,24.99 
ZOOL· ........................ , ..... .. ... 21 .99 

FOR 
YOUR 

CHANCE 
TO WIN 

THIS CAR 
JOIN SPECIAL RESERVE 



COMMODORE AMIGA A600 LEMMINGS PACK 1/0 WITH DELUXE PAINT 3 AND LEMMINGS GAME, BUILT·IN TV MODULATOR, 

MOUSE, WORKBENCH 2.0, 1 MEG RAM EXPANDABLE TO 10 MEG. 1 YEAR IN·HOME SERVICE WARRANTY. SAVE £50 ..................... 174.99 

COMMODORE AMIGA A600 LEMMINGS PACK 1/0 AS ABOVE COMPLETE 

WITH SONY 14" FST KVM1400 COLOUR TVIMONITOR AND SCART LEAD. SAVE £70 ................................... ............................... 354.99 

COMMODORE AMIGA A 1200 LEMMINGS PACK 210 WITH DELUXE PAINT 3 AND LEMMINGS, MOUSE, BUILT·IN TV MODULATOR, 2 MEG RAM 

EXPANDABLE TO 10 MEG, 32 BIT 68020 14 MHz PROCESSOR, AGA GRAPHICS CHIPSET, WORKBENCH 3.0,1 YEAR IN-HOME SERVICE WARRANTY. SAVE 1:60 .... 264.99 

COMMODORE AMIGA A 1200 LEMMINGS PACK 210 AS ABOVE WITH OVERDRIVE 85MB HARD DRIVE ........................... 464.98 

COMMODORE AMIGA A1200 LEMMINGS PACK 210 AS ABOVE 
C OMPLETE WITH SONY 14" FST KVM1400 COLOUR TVIMONITOR AND SCART LEAD. SAVE £85 ................................ .................... 439.99 

COMMODORE AMIGA A 1200 LEMMINGS PACK 210 AS ABOVE PLUS OVERDRIVE 85MB HARD DRIVE COMPLETE WITH SONY 

14" FST KVM140 0 COLOUR TV/MONITOR AND SCART LEAD SAVE £135 ON RRP ................................. .. ............................. • .... 639.98 

COMMODORE AMIGA A1200 DESKTOP DYNAMITE PACK WITH WORDWORTH 2 .0 AGA WORD PROCESSOR, DELUXE PAINT 

IV, PRINT MANAGER, OSCAR AND DENNIS, MOUSE, TV MODULATOR, 2 MEG RAM EXPANDABLE TO 10 MEG, 32 BIT 6802014 MHZ 
PROCESSOR, AGA GRAPHICS CHIPSET, 1 YEAR IN·HOME WARRANTY. SAVE [50 ............................................................... ........ 299.99 

COMMODORE AMIGA CO-32 CONSOLE WITH OSCAR AND DIGGERS GAMES. CD BASED CONSOLE WITH AMIGA A1200 POWER, 

256,000 COLOURS FROM 16 MILUON, FAST 68020 PROCESSOR, 2 MEG RAM AND 11 BunON JOYPAD. CAN PLAY AUDIO CD'S AND CD+G DISCS. FULL 
MOTION VIDEO ADAPTOR AVAILABLE . SAVE 1:14 .. ........................................................................... ..................................................... 285.99 
COMMODORE FULL MonON VIDEO ADAPTOR FOR CD-32 (VIDEO-CD MPEG ADAPTOR). 
GIVES THE CD-32 THE CAPABILITY OF RUNNING VIOEO FROM CO WHEN THE SOFTWARE BECOMES AVAILABLE .................. . .... .................................... .... .. 199.99 

COMMODORE AMIGA CD-32 AS ABOVE 
COMPLETE WITH SONY 14" FST KVM1400 COLOUR TVIMONITOR AND SCART LEAD. SAVE £43 ON RRP ...................................... 465.99 

TELEVISION I 
MONITORS 

COMMODORE 1084S 

COLOUR MONITOR 
STEREO SOUND. OFACIAL UK 
VERSION. INCLUDES AMIGA 
MONITOR LEAD AND I YEAR 
WARRANTY ............. 179.99 

COMMODORE 1940 

MONITOR 
SUPPORTS SVG" "ND ALL 
AMIGA 1200 4ND 4000 GRAPHICS 
MODES. 0.39" DOT PITCH, 14" 
DISPLAY, BUILT IN STEREO 
SPEAKERS FOR QUALITY SOUND. 
OFRCIAL UK VERSION. 
PC LEAD WITH AMIGA ADAPTOR 
INCLUDEO. 284.99 

PHILIPS 15" FST 

COLOUR TV/MONITOR 
WITH TELETEXT AND REMOTE 
CONTROL, MODEL 15PT161A. 
AUTO PROGRAMMING. FRONT AV 
SOCKETS, REAR SCART INPUT, 2 
YEAR WARRANTY, TELESCOPIC 
AERIAL. FREE SCART LEA 0 
(STATE AMIGA, ST. MEGADRIVE 

ORSNES) 

SAVE £15 OFF RRP ...... 

....................... . 234 .99 

SONY KVM1400 14" FST 

COLOUR TV/MONITOR 
WITH REMOTE CONTROL. 
60 CHANNEL TUNING. REAR SCART 
INPUT, HEADPHONE SOCKET, TWO 
POSITION nLT, BLACK TRiNITRON 
SCREEN, LOOP AERI"L. 
FREE SCART LEAD 
(ST"TE AMIGA, ST, MEGADRIVE 
OR SNES). 
SONY TV (GREY) ...... • .... 194.99 
SONY TV (WHITE) .. ........ .. 194.99 
SONY TV WITH 
FAST EXT OPTION ...... _ .. .249.99 

GOLDSTAR 14" 

TELEVISION 
WITH REMOTE CONTROL AND 
SCART INPUT. 
FREE SCART LEAD 
(STATE AMIGA. MEGADRIVE OR 
SNES) .................. 154.99 

PRINTERS 
CANON BJ·10EX BUBBLE JET PRINTER 
84 NOZZLE, 80 COLUMN, 83LQ CPS 2LQ/l DRAFT FONT, 1 YEAR 
WARRANTY, FREE PRINTER LEAD. A SMALL, PORTABLE PRINTER, 
VERY QUIET IN OPERA nON YET GIVING OUTSTANDING PRINT 

QUALITY . ........ ..................... ................. ...... .. ••• 199.99 

CANON BJ10 SX BUBBLE JET PRINTER 
64 NOZZLE, 80 COLUMN, 110LQ CPS 2LQ/3 DRAFT FONT, 1 YEAR 
WARRANTY, FREE PRINTER LEAD. A SMALL, PORT"BLE PRINTER, 
VERY QUIET IN OPER"TION YET GIVING OUTSTANDING PRINT 

QUALITY. FASTER AND QUIETER THAT THE BJ10EX. ••• , •• 215.99 

CITIZEN SWIFT 90C COLOUR PRINTER 
9 PIN, 80 COLUMN, 240CPSI54NLQ, 6NLQ FONTS, 2 YEAR WARRANTY, 
FREE PRINTER LEAD. A 9 PIN PRINTER WITH COLOUR FACILITY AND 

FULL PAPER H4NDLING FUNCTIONS . ...... " ...... ". ...164.99 

CITIZEN SWIFT 200C PRINTER + COLOUR KIT 
24 PIN. 80 COLUMN, 216CPSI72LQ 6 LQ/1 DRAFT FONT, AUTO SET 
F"CILlTY, INPUT DATA BUFFER, AUTO PAPER LOADING, ENVELOPE 

PRINTING, 2 YEAR WARRANTY FREE PRINTER LEAD . ...... 216.99 

CITIZEN 240C PRINTER + COLOUR KIT 
24 PIN. 80 COLUMN, 240CPSI8OLQ, 9LQ/1 DRAFT FONT, 2 YEAR 
WARRANTY, FREE PRINTEn LEAD. ADVANCED VERSION OF 24E WITH 

AUTOSET FEATURE AND LCD CONTROL PANEL ...... .. .259.99 

EPSON LQ100 PRINTER 
24 PIN, 80 COLUMN, 250 CPSI72 LQ, 8 FONTS (2 SCALEABLE), QUIET 
SODB NOISE LEVEL, EASY TO USE CONTROL PANEL, FREE PRINTER 
LEAD. 1 YEAR WARRANTY. EXCEPnON4L QUALITY LOW COST 24 

PIN PRINTER .... .................. .. .. ........................... .. .. .. .164.99 

EPSON STYLUS 800 INKJET PRINTER. 
48 NOZZLE, 80 COLUMN. 150CPS LQ, 360DPI RESOLUTION, 4 
SCALEABLE FONTS, LOW RUNNING COSTS. EASY TO USE CONTROL 

PANEL FREE PRINTER LEAD. 2 YEAR WARRANTY ... 259.99 

BLANK DISKS 
PACK OF 10 SONY HIGH DENSITY 3.5" DISKS + 
CASE WITH LABELS 4ND FREE 
PLAsnc FLIP TOP DISK BOX ........... ......... 7.99 

PACK OF 50 SONY OSDD 3.5" DISKS 
WITH LABELS " ........... ... .. ............... .. .22 .99 

PACK OF 50 SONY HIGH DENSITY 
3.5" DISKS WrTH lABELS ............. " .... .. .. 29.99 

PACK OF 10 TDK MF·2DD 3.5" DISKS 
(0500 BRANDED) ................ ..................... .................... ..... .. ....... 7.99 

PACK OF 10 TDK MF·2HD 3.5" DISKS 
(HIGH DENSITY BR4NDED) ........................ ....................................... 12.99 

PACK OF 10 vERBAnM DSDD 3.5" DISKS 
WITH LABELS (BR4NDED) .......... ... .. " ......... .................. . .................. .. 6.49 

3.5" DISK HEAD CLEANER ........ ................... ...... . ..... .. .. .. .. ........ . 4.49 

JOYSTICKS 
BOLLISTICK HAND HELD JOYSTICK 
(MICROSWITCHED, AUTOFIRE) .. .... 10.99 

CHEET AH BUG JOYSTICK 
(MICROSWITCHED, AUTO FIRE) 13.99 

COMPETITION PRO EXTRA JOYSTICK 
(CLEAR BASE, MICROS WITCHED, 
AUTOFIRE) ............. ... .. ................ .. 1 1 .49 
FREEWHEEL STEERING WHEEL (DIGIT4L) 
FOR AMIG" (WORKS AS A JOYSTICK OR 
WITH FOOTPED"L) SUITS MOST DRIVING 
GAMES .. ... .... ..... .. .. .. ... ................. 25.99 

GRAVIS JOYSTICK WITH FO"M PADDED 
GRIP. ADJUSTABLE H"NDLE TENSION 
" ND PROGRAMMABLE FIRE BUTTONS 
22.99 
KONIX SPEEDKING JOYSTICK (AUTOFIRE) 
10.99 
LOGIC 3 DELTA RAY JOYSTICK 
(MICROS WITCHED, AUTORRE) ...... 11 .99 
LOGIC 3 PINTO MINI JOYSnCK 
(MICROSWITCHED) ........ .. ... .. .. 10.99 
LOGIC 3 QUATRO JOYSTICK 
(MICROSWITCHED) .... ................... 10.99 

LOGIC 3 SIGMA·RAY JOYSTICK 
(MICROSWITCHED. AUTO FIRE) .. .... 11.49 
MINI COMPEnnON PRO 5000 JOYSnCK 
(MICROSWITCHED) ................. ....... 13.99 

POWER PLAY CRUISER TURBO JOYSTICK 
(MICROSWITCHED, "UTOFIRE) .. .... 11 .49 
QUICKJOY FOOT PEOAL FOR 4MIGA OR 
ST. TRANSFERS "NY JOYSTICK 
FUNCnONS TO FOOT PEDALS. IDEAL FOR 
FLIGHT AND CAR 51101'5. COMPATIBLE 
WITH MOST "MIGA AND ST G"MES AND 
CAN WORK IN CONUUNCTION WITH 
JOYSTICK OR STEERING WHEEL .... 18.99 
QUICKJOY JET FIGHTER JOYSTICK 
(MICROSWITCHED, AUTO FIRE) ..... 11.99 

QUICKJOY QJl JOYSnCK 

SWITCHER BOX FOR AMIGA, ST OR PC. 
CONNECTS TWO PRINTERS OR TWO 
PERIPHERALS TO PARALLEL PRINTER 
PORT. MANU"L SWITCHER. REQUIRES 
SWITCHER LEAD .......... .. .. ............. 18.99 

SWITCHER LEAD (STRAIGHT THROUGH 
CABLE). CONNECTS AMIGA, ST OR PC TO 
SWITCHER BOX. 1.8 METRES 
PARALLEL (MALE TO MALE 25 WAY D 
CONNECTORS) .......... ... ................. 9.99 

ANALOGUE JOYSTICK AD"PTOR FOR 
AMIGA. ALLOWS ANY 15 PIN "N"LOGUE 
PC JOYSTICK TO BE USED ON ALL 
AMIG"S WITH GAMES THAT FEATURE 
AN"LOGUE CONTROL ..................... 7.49 
FOUR PLAYER JOYSnCK ADAPTOR 
FOR AMIGA OR ST ........ ... ............. 7.99 

JOYSTICK EXTENDER C"BLE FOR 
AMIGA OR ST (3 METRES) .... .... 6.99 
PORT EXTENSION ADAPTOR FOR AMIGA 
OR ST (PACK OF TWO). EXTENDS 
JOYSTICK 4ND MOUSE PORTS BY 
21CMS ............. ... .. ............... ..... .... 5.99 

ANTI·SURGE 4 WAY MULTIPLUG 
EXTENSION LEAD FOR ANY ELECTRICAL 
DEVICE (EG.COMPUTER 
/CONSOLENIDEO). PROTECTS YOUR 
VALUABLE EQUIPMENT AGAINST 
DAMAGING ELECTRICAL SURGES. 23.99 

"NTI·SURGE PLUG FOR ANY ELECTRICAL 
OEVICE (EG. COMPUTER 
/CONSOLENIDEO). PROTECTS YOUR 
VALUABLE EQUIPMENT AGAINST 
DAMAGING ELECTRICAL SURGES. 12.99 

MEMORY UPGRADES 
1 MEGABYTE A600 RAM 
UPGRADE WITH CLOCK .. .. .............. 37.99 

4 MEG PCMCIA UPGRADE FOR "600 OR 
A 1200. PLUGS DlR ECTL Y INTO SM"RT 
CARD SLOT. THESE ARE NOT BATTERY 
BACKED 4ND CAN'T BE USED AS A DISK. 
ONLY AS RAM. .. .... ........ ..... ........ 164.99 

(MICROSWITCHED) ...... ................. 7.99 
QUICKJOYTOP STAR JOYSTICK HARD DRIVES 
(MICROSWITCHED, AUTO FIRE) ...... 17.49 1IiEI2~ OVERDRIVE HIGH 

~~~~~I~~J 1~8.F. ~~~~~I~~.1 .. J~.Y.~1~~ ~6~E~~~r~~~~~~AL 
QUICKSHOT 137F PYTHON JOYSnCK DRIVE STYLED TO 
(AUTOFIRE) ... .... ... .. .... .. .. .. ...... .... .. .. 9.99 /' MATCH AMIGA. PLUGS 
QUICKSHOT 155 AVIATOR 1 JOYSnCK INTO PCMCIA SLOT. 
(MICROSWITCHED) ............. .. . " ..... . 23.99 EXTERNAL PSU. 
SAiTEK MEGAGRIP 2 JOYSnCK SEAGATE DRIVE UNIT 
(AUTOFIRE) ............................... . 1149 ~~~ =~~~Jg~~VE 
SPEEDKING ANALOGUE JOYSTICK FOR ~~·t-~~i~~iV~S1A~~~ GAMEAND 

~1~~I~~~~:~g~l'~:.'1~~g~~?L WARRANTY. 

11.99 OVERDRIVE 85 MB ........ ............. 199.99 

~~~~~~?T21~E~I~~-t8~~~~K .... . 11 .99 OVERDRIVE 170 MB ........ ........... 259.99 
OVERDRIVE 250 MB ..... .. .......... 299.99 

MICE 
ALFA MEGAMOUSE 2 FOR AMIGA OR ST. 
260 DPI. HIGH QUALITY MOUSE FOR 
A BUDGET PRICE. .. .... ........ .. ..... .. . 11.99 
DATALUX MOUSE FOR AMIGA OR ST 
(200 DPI, CLEAR DESIGN) ............... 15.99 
LEGEND TRACKBALL FOR 4MIGA. 
REPLACES STANDARD MOUSE FOR ALL 
MOUSE BASED OPERATIONS. 
COMFORTABLE, ERGONOMIC FEEL 
SUITED MAINLY TO RIGHT HANDED 
USERS . ........ ....... .... .... .. ................. 23.49 
RSD TRUEMOUSE FOR AMIGA OR ST. 
200-400 DPI RESOLUTION. 
COMFORTABLE FEEL 4ND LONG 
CORD .......... ...... ..... .... .... ... .......... 15.49 
MOUSE MAT (JUNGLE SCENE) WITH 
SPONGE BACK AND COLOUR PRINT 5.99 
MOUSE MAT WITH SPONGE BACKING4.99 

LEADS 
HI·FI LEAD· AMIGA OR ST (STANDARD 
PHONO INPUT). 3 METRES. .. .... ...... 3.99 
MONITOR LEAD· AMIG" TO PHILIPS 
CM8833 MK2 OR CBM 10845 MONITOR7.99 
MONITOR LEAD · ATARI ST TO PHILIPS 
CM8833 MK2 OR CBM 10845 MONITOR7.99 
SCART LEAD· AMIGA TO 
GOLDST"R TV ............................... .. 9.99 
SCART LEAD· AMIGA TO PHILIPS TV 9.99 
SCART LEAO • AMIGA TO SONY TV ... 9.99 

SCART LEAD· AMIGA TO TELEVISION 
WITH SCART INPUT ....... ................. 9.99 
NULL MODEM CABLE .. .. .... .. .. ...... 8.99 

PRINTER LEAD (PARALLEL) 1.5 METRES 
FOR AMIGA, STOR PC .. .. .. ............... 7.99 

MISCELLANEOUS 
CITIZEN ,PRINTER DRIVER KIT ....... 12.99 
DELUXE WORK CENTRE (RSD) 
FOR AMIGA A1200 .............. .......... 42.99 

~~LRU~~1~2'l~E~~~~~~Ls ... 42.99 
DELUXE WORK CENTRE (RSD) 
FOR AMIGA A600 .. .. .................. ..... 37.99 
EXTERNAL 3.5" DISK DRIVE tOR AMIGA 
WITH SONY/CITIZEN DRIVE MECHANISM. 
880K FORMATTED CAP "CITY, QUIET, 
HIGH QUALITY. SLIM LINE DESIGN, 
COLOUR MATCHEO METAL C"SE AND 
LONG REACH CONNEcnON CABLE.57.99 
SCREENBEAT STEREO SPEAKERS FOR 
AMIGA OR PC. REQUIRES 4AA 
BATTERIES OR MAINS ADAPTOR. 
DESIGNED SPECIFICALLY FOR 
COMPUTERS, INCLUDING MOUNTINGS 
FOR ATTACHMENT TO MONITOR. ...18.99 

SCREENBEAT MAINS ADAPTOR FOR 
SCREENBEAT SPEAKERS .... .. .. .. .. ... 7.99 

ZYDEC AMIGA POWER SUPPLY (SPECI"L 
COOL RUNNING TRANSFORMER) ... 32.99 
ZVDEC STEREO SPEAKERS FOR AMIGA 
WITH BUILT·IN AMPLIRER AND VOLUME 
CONTROLS ..... .. ... . ...... ................... 27.99 

ROBOSHIFT INTERFACE FOR "MIGA OR 
ST (PLUGS MOUSE & JOVSTlCK INTO ONE 
PORT)12.991 MEGABYTE A500 PLUS RAM 
UPGRADE WITH CLOCK ...... .... ...... .. 29.99 

LOTS MORE AVAILABLE 
PLEASE RING FOR A 

CATALOGUE 0279600204 

We only supply o fficia l UK products. OffiCial suppliers of all lead in g b rands, W e se ll 
games and Reripherals all at amazing prices lor Megadnve" Mas ler Sy slem, Game 
Gear, S uper NES, Gameboy , NES, Lynx, Amiga , Atan ST, ,...C, CD ROM a nd Apple 

Mac. A nd we sen T·shirts a nd cuddly toys! 
Special Reserve Club Shop at The Maltlngs, Sawbrod!leworth, Herts. Open 

1 Oam to Bpm seven days a weekT 

s~ Re-Wwe ~ calf. ~ all. tk4., calf. '!.f6'tf? 

. i: READ "NRG" Regular Club Magazine 
'it CHOOSE from our Huge Selection 
r-

BUY at Best Possible Prices 
SAVE with our Special Deals 

.=.."-¥ SAVE ,more with our IS Coupons 
7? WIN up to £60,000 worth of prizes FREE 

JOIN now from just £4.00 
We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 

Just send in the form below or phone S ales on 0279 600204. 

As a member of Special Reserve you 'll receive regular issues of 
NRG magazine. N RG is o u r 48 page co lour club magazine senl bi· 
mo nlhly only to S peCia l Reseove members. NRG conlains: 

, . The besl selection 01 game s, pe r ipherals a nd ha rd w are fo r a ll 
po pula r formals. We are o lficial Sega . Nintendo a nd Sony slockists . 
2. Reviews in colour and latest information on new products 
3. ChMS and Re lease Schedule, 10 help yo u choose and plan 
4 . The besl prices. Ju st one purchase will save yo u your jo ining lee 
5. Hundreds 01 Special Olfe rs. Top games at prices you won't bel ieve 
6. XS Super Savers . Money·o lf coupon s worth over £ 180 a year 
7. FREE·to-<>nter BIG TARGET COMPETITIONS. With currenl ly 
£10,000 w onh in e very issue of NRG, exclusive 10 members. 

That's why over 170,000 lpeople have lolned Special 
Reserve, the biggest games club In the World! 

Sam to 8pm Monday 10 Saturday, 108m 10 8pm Sunday. 
l Oam 10 5pm Bank HOhdays. Order/ConfirmalionlReceipt sent tor every order. 

You can also Fax your order to us on: 0279726842 

We pride ourselves on our atter-sales servlce_ ( 18 customer service lines) 
Inevitably some games listed may not yet be available_ Please phone sales 0 :1 

0279 600204 to check avai labili ty belore ordering. In the event of delay we issue 
refun<ls on request al any time pnor to despatch . We reserve the right 10 change 

prices witl10ut pnar notificalion. E ,& O.E. 

Registered Ofhce : Inter-Mediates lid, 2 South Block. The Mailings, 
Sawbridgeworth. Herts. CM21 gPG. 

Club Shops at SawbridgewOrlh (above address) and al 43 Broomfield Ad, 
Chelmsford. Essex. 

All prICes include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 

MEMIEISHIP FEES 6 MONIHS ONE YEAR TWO YEARS 
rRIAL AHNUAL WlTIf FREE 

MEMBERSHIP MEMBEISHIP HAiD BINDER 

UK MEMBERS 4.00 7.00 14.00 
OVERSEAS EC MEMBERS 6.00 q.oo 18.00 

OVERSEAS WORLD MEMBERS 7.00 11.00 22.00 

r --WEONLY SUPPLY-ME,:1SEAS BUT YOU CAN OADERAS YOU jOiN.--
I 

THERE ARE NO SURCHARGES ON TElEPHONED ORDERS (UK) 
I (PLEASE PRINT IN BLOCK CAPITALS) LONE 

I Name ____________________________________ __ 

I 
: A ddress, ___________________________________ __ 

I 
1-----------------------------------
I 
: _______________________ Poslcode ____________ _ 

I Phone M ach ine __ -----;:=====-.., 
I Enter membership number (il applicable) o r I 
I N EW MEMBEBSHIP FEE (ANNUAL UK 7 00) 

!~ I I 
! ALL PRICES INCLUDE UK POSTAGE & VAT ,-I £ ________ --' 

I Cheque/P.O.lAccessIMaslercardiSwilchlVisa (Switch Issue No-------l 

i 1 1 1 1 I 1 1 1 1 1 1 1 1 1 I 1 I 1 1 1 1 
I Card I expiry dale _______ S ignalUre' ____________________ _ 

I Cheques payable 10: SPECIAL RESERVE 
I P.O. BOX 847, HARLOW, CM21 9PH 
I Overseas Orders Surcharge (Ee or World): Software orders 
I please add £2.00 per Item. Non·software Ilems plea8e add 
I 25%. Hardware Items supplied to UK maln(and onfy • 
I Overseas orders must be paid by credit card. L ______________________________ _ 
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It's the Second Future Entertainment 
Show, you dummies! And here it 
comes! (or goes) (or is) (depending on 
when you're reading this, obviously) 

Gosh! Here's a surprise. More news 
about the Second: Future 
Entertainment Show. Now, due to 

the fact that the Show's taking place on 
November 11th-14th, and that this issue of 
AMIGA POWER goes on sale on 
November 11th, there are three exciting 
alternatives that could currently apply: 

1 You're a subscriber and all the 
following information is relevant to you 
because you got hold of the mag before 
the FES was due to open its hallowed 
doors. If, by some queer turn of events, 
you still haven 't got your tickets yet - then 
don't delay, ring 11' 051 3565085 right now 
BECAUSE YOU CAN'T GET TICKETS 
ON THE DOOR, OKAY? 

2 You're actually at the show, which 
means that every1hing we tell you is, at 
best, second-hand. Stop reading now. Go 

and 'look around. For starters, check out 
the 1,000 metre-square Games Arcade, 
jam-packed with all the latest software 
around. Then there's the Noel-Edmonds­
style gunge tank, where you should be 
able to see all kinds of wacky synthetic 
effluent getting dumped on video game 
celebrities for charity. 

If that's not your thing, go and have a 
shot on the Typhoon - it pulls 6G, you 
know. We've been told not to tell you that 
7G is the point at which fighter pilots 
usually black out. So keep it just between 
you and us, okay? 

Oh and don't stand about too long 
either, or you may just find yourself getting 
knocked down by Hobocop's car. That's 
right, the prosthetically-engineered 
symbiosis of man and machine's 
automobile of choice is going to be there. 

A gorgeous acreage of games, all waiting 
for you to play them. (Artist's impression.) 

We just 
hope it's 
insured. Ifd be pretty 
handy for a ram raid, eh kids? 

3 The show's over and any further 
news on it is therefore pretty irrelevant to 
you. You've gone and' missed treats like 
Radio One FM's Jak.ki Brambles 
broadcasting live on Thursday from 12.45 
to 3.00pm or at least you will have missed 
her (Oh no, we've fallen into a present­
tense past-tense time-warp) but the 
show's happening now before it's even 
started and the next thing you knOw it's 
finished. AAaaarrrgghh. 

We now return you to your regularly­
scheduled programming. The Second 
Future Entertainment Show, with Jakki 
Brambles. If you've been following her 
regular column in other magazines, you'll 
know that she's a bit of an 
expert on the Amiga, 
especially the hardware side 
of things. So, if you're trying 
to decide between a SCSI or 
an IDE hard drive interface, 
or just want to know if you can 
access 32·bit Fast RAM 
through a standard PCMCIA 
bus, come along and ask 
Jakki. She'll be more than 
happy to help you out. 

Lovely 'lakkl' Brambles - all-round so 
goddess and top Arni9a hardware upert. 



CANNON FODDER NEWS 

Virgin remove 'offensive' limage from Cannon Fodder. 

Virgin Interactive 
Enterta.inment have decided 
to remove all references to 

poppies from their top new game, 
Cannon Fodder. Virgin were asked not 
to use the poppy image by the Royal 
British Legion, who sell Remembrance 
Day poppies every November and were 
concerned that it might give the 
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Shameful impression that they were in some way 
endorsing the product. 

The poppy originally appeared on one 
of the loading screens for Cannon Fodder, 
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DeLUS.VI: I>t JOIIAlHAII GUT 
WAR veterans and MPs have 
slammed as " monstrous" a decision 
to use a Remembrance Poppy to 
illus trate a new computer game .. . 
called Fodder. 

the eagerly-awaited arcade wargame from 
Sensible Software. The Sensible team 

T he lo tJc th~ y~ar's blJ:gL'Sl Sl· I/l·r, -=----"-------, , .... 111 make iL'" deb l.l l at u 
__ - __ - - 8how in L Ol1d o n' :-;. 

(authors of previous Amiga classics such as 
Wizbal/, and, of course, Sensible Soccer) had 
intended the picture to remind players of the 
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Lower • 
harsh realities of war. But after seeing the image -ennums 
in a 'Future Entertainment Show' piece in the 
Sunday Mirror, the Daily Star ran a story in which 
war veterans and MPs described' the illustration as 
"monstrous". The Star advised its readers to "Make 
sure you don't buy this shameful game". 

Anyway, letters and faxes were exchanged, 
and it was decided to withdraw the picture rather 
than risk causing further offence. Tim Chaney, 
Managing Director of Virgin Games, told AMIGA 
POWER that the decision was made "more out of 
sensitivity rather than anything else. In the cold light 
of day, I don't want to upset anybody, especially the 
people that this could upset." 

We had originally intended to use a similar 
picture of a poppy on the cover of this issue of the 
magazine (which is why you may have seen ads for 
AMIGA POWER featuring this image), but in the 
light of these developments, we've decided to go for 
a screenshot of the game instead. Anyway, 
seeing as you're reading 
this now, you've clearly 
managed to spot the new 
cover and (hopefully) 
bought the magazine into 
the bargain. Well done. 

At our time of going' 
to press, Cannon Fodder is 
still on schedule to be 
re'leased in November (in a 
box, Virgin tell us, featuring 
"a soldie r against a 
camouflaged background, or 
something"). And, all reports 
indicate, it really is the game 
of the year. Turn to our world­
exclusive review on page 32 
to find out for yourself! 
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BBe 
ITS MIllIONS 

THE poppy is a sacred 
reminder of the men and 
women who gave their lives in 
two world wars. 
lim "-' t'wkening to S~ it being abu~t.od 

to :-:;(' 11 a savage l'Ol11pUler game, 
The di:.:;lributon;; S}JY the poppy IS 

lhe rt.' "to remind the consumer that 
war i ~ no Joke." 

TIH;ll'S just publiclt.y wri~r':-;. hypoc­
ri sy. COmplllt.· r ganK' designers com­
pete to glori ry \Val' and viciou!:'Jwss. 

IIow dare they U SE' the poppy to turn 
truth on Its h ead. 

.\fake sure ,'lOU don't buy U,js 

shameful g"d.me. 

re.lc. 

**** Yanks already ha"" their 
own Superman and Batman. 
now t hey want to 5t C&.tJ ou r Dr 

S pid lwrg pl a n s W LurO the 
Lord mtu u bi~ bllciget m g a ­

. \\,rith all ,\mcncan in tht' lltl l~ 

Is noth tn g- sacl'l!d? 
Next il v.··jll be S/Jcr/uck /IolnlCS -

plny.,rl by [,'ddie Murph.',. 

**** PRINCE Philip deserves another 
award for iact. 

At a \Vorld Wildlil~ Fund c()(:kt::u l 
r>arty he WIttily aSked ~I fashion w riteI' 
it' s he \. ... a...; wearing mink knic k l!r.-: . 

I-h..'/' rt'ply is no f rccordl..."CI . But 5hc 
('ou ld ha\'e said: 

"Sure thing, Phil. And 1 /(UCSS your 
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LOTS OF NEWS! 
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IT'S A 
WUP! 
First you lose the 
scissors. Then you 
can't find the end of 
the sellotape. And 
THEN you've only 
got a funny-shaped 
piece of paper left 
which won't go round 
the box whichever 
way you try. If you 
think wrapping 
presents is a massive 
pain (especially 
around Christmas 

time), then you'll be interested to hear of 
the WrapeasyTM range of gift boxes from 
Creative Expressions, which they reckon 
is going to take at least 5% of the 
wrapping paper market this year. Designs 
range from dinosaurs and teddies to the 
Gamesmaster logo and 'Planet Rock', 
which, as far as we can recall, was a 
pioneering electro dance track by Afrika 
Bambaata. You'll be able to find the boxes 
in shops like WH Smiths and Boots or, if 
you're quick, Creative Expressions will be 
giving away free ones to the first 150 AP 
readers who write to them at AMIGA 
POWER Wrapeasy Offer, 50 The 
Headrow, Leeds LS1 8EQ. Get to it! 
There's only a finite integer of shopping 
days left until Christmas, you know. 

CONCENTUTE 
ON THE 
SCREEN! 

Take 'Joystick 
Warrior' Danny 
Curley and ex­
Gamesmaster 
host Dominik 
(sic) Diamond. 
Put them in a 
45-minute video 
on the subject 
of games­
playing 
technique and 
you've come up 
with 'Power 
Play', a VHS 

tape that 
lin _ video. Now. promises to help 

you achieve 
"unbelievable levels of wizardry" - not 
through game-specific hints or cheats, but 
by sharing the strategies of the masters. 
And, thanks to Entertainment Promotions, 
we've got TEN copies to give away! All 
you have to do to have a chance of 

U \ ---

winning one is send us a postcard telling 
us who the new presenter of 
Gamesmaster is. Send your entries to: Is 
She Really Going Out With Him?, AMIGA 
POWER, 29 Monmouth St, Bath, Avon 
BA1 2DL, to arrive by December 10th. Oh, 
and the vid costs £10.99 and should be in 
the shops now. Okay? 





NEWS AMIGA POWER RECOMMENDS - CHRISTMAS SPECIAL 
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RECONlNlENDS 
What with that Yuletide season approaching faster than a sleigh on a slippery slope, it seems a good time to cast the 
AP net of recommendation over a wider area. We've gone through an entire year of releases and picked the best of the 
best from each month, providing you with a shopping list to wave under the noses of parents and relatives. Go for it ... 

JANUARY FEBRUARY MARCH APRIL MAY JUNE 
Pinball Sensible Llonheart ft. Chaos Walker Flashback 
Fantasies Soccer 92/93 (ftallon' Engine (Psygnosls, (US Gold, 
(21st Century' (Renegade' Nick Faldo's Golf from (Renegade, Let rip with cannons Since Desert Strike from 
The year started with a tie- The muNled roar of the Grandslam got us all There was no doubt about mounted on a blue metal EA is a conversion of the 
up between Thalion's No crowd emanating from wearing stupid pants, recommending one from chicken, and just when you popular console game 
Second Prize and Pinball Stuart's monitor provided a History Line from Blue April's batch, for there was think you've had enough of (and we're not supposed to 
Fantasies. No Second backdrop to work for the Byte had us singing 'It's a only one huge slice of slaying your foes, delight in admire consoles) we'll 
Prize impressed us with its next six months as Long Way to TIpperary', crumbling, sepia-tinted trampling them underfoot. have to go for Flashback. 
smooth and wonderfully Sensible Soccer was and Darlcseed from Victorianarama to choose Walker's a singularly one- It's a platform adventure 
fast polygon graphics and revealed in all of its Cyberdreams had us so from. The Chaos Engine track game where game straight from 
the fact that it's the only polished glory. Scoring a scared we had to play it from those Bitmap boys is excessive slaughter is Heaven. We could go on 
more-than-half-decent massive 94%, the game from behind the sofa, but it basically just a two-player never enough, and A1200 about the responsive 
motorbike racing game, was set to be hailed as the was Thalion's Lionheart reworking of Gauntlet, but owners can enjoy all controls or the rotoscoped 
but it was Fantasies that best Amiga game of all that had us all 'Ooh-ing' with an eccentric Victorian manner of of radio babble. characters that move like 
brought the well-oiled lime in our Top 100 and 'Ash-ing'. The hacking selling, brilliant graphics Nolforgelling Team 17's real people, but we feel 
machine that is AMIGA feature, for the simple and slashing platform and music that gets more beat-'em-up Body Blows, that you should go and buy 
POWER grinding to a halt. reason that it really IS the action is challenging, and excited when you do, a and A-Train from Ocean, ii, right now. The same 
Without playing it, iI's hard best game of all time. the screen practically deliriously good time is which involves building goes for Desert Strike, the 
to believe that a computer Okay, so the graphics are explodes with graphic guaranteed for all. For that cities and train networks. politically incorrect Gulf 
pinball table could be so a bit small and there was brilliance, from more authentic steampunk feel, Oh yeah, who could forget War helicopter game thaI's 
compulsive, and once no physio, but so what? II colours than are supposed why not try playing it the highly acclaimed so much beller than the 
you've played it, iI's hard to plays like a dream and to be possible on-screan, wearing plus-fours and a Lemmings 2 from console version that your 
believe you've owned an quite frankly we're to parallax scrolling on monocle? We did, and Psygnosis? Not us, thaI's SNES and Mega Drive 
Amiga without having this stumped at how they're pretty much every single shamelessly enjoyed it all for sure, which is why owning friends will be 
game. It really is that good. going to make it any beller. line of the background. the more. we've mentioned it. Here. barfing in embarrassment. 

JULY AUGUST SEPTEMBER OCTOBER NOVEMBER DECEMBER 
Nlrti0n Safes BattI. Isle 193 Syndicate (EA, Soccer Kid Micro eannon 
Inc Kompart, (Blue Byte, Yikesl Like a bunch of (Krlsalls, Machines Fodder 
In an odd move for point- Whereas there are plenty small children in a sweet Just to prove to you that (Code 

(VIrgin' and-click adventure games of wargames knocking shop we just didn't know we only spend vast Masters, 
of that classic Monkey around, the list of user- which one to choose from amounts of time slagging No, not those lillie toys that II's got to be admilled that 
Island variety, in Nippon friendly, playable, fast. this month's batch. Would oN platform games simply you can buy in the morning those Sensible boys are 
Safes you've got to two-player wargames it be Microprose's because there's a and then lose in the masters of the intuitive 
manoeuvre not one, or could be very easily wrillen obscenely playable seemingly endless string of aftemoon, but a litle control system. I mean, all 
two, but THREE on the back of a postage helicopter sim Gunship crap ones, here we are featuring the same easy- you have to do is pick up a 
characters through the stamp, in crayon. And yes, 2000, or would that devoting page space to a to-misplace model joystick, and within two 
bewildering and sprawling the name of Battle Isle '93 fantastic platformer with great one. He's a funny kid vehicles. It's an overhead minutes, you've got to 
(but always spotlessly is crudely drawn in red allitude Yo! Joe! make the romping his way through racing game where the grips with the controls of 
clean) streets of a modem wax, simply because it's grade? Or perhaps the levels set all around the racers are less than an Sensi Soccer. Now they've 
Japanese city. None of the besl, most user-friendly real-time wargame world, but the twist here is inch long. Thrill as you gone and done It again, 
these hapless adventurers and ail-round fabbest brilliance of Virgin's Dune that he's got a football. swerve around baked with a tongue-in-cheek 
are actually Japanese wargame on the market. 2 would prove to be the Soccer Kid can do a beans on the breakfast mouse-controlled wargame 
however, and neither are It's more of an update deciding factor. But the plethora of brilliant moves, table, spill as you fall to that puts the grin back into 
the programmers (who are rather than a sequel to pick of the bunch is and can use them against make it across the ruler grenade. Bowl bad guys 
alillalian, apparenlly) so it Battle Isle, and the pace is Bullfrog's hideously amoral baddies 10 kill them in an bridge and fall 10 your over w~h small-arms fire 
all ends up as a bit of a a tad pedestrian, but the god game Syndicate. Wlth extra special way. It just doom between school and gasp in despair as you 
cross-cultural mish-mash. new selling, playing areas, strategy, taxes, research goes to show that you can desks, and gasp in sheer accidentally blow up half 
Fortunately, as cross- units and weapons will AND armoured cyborgs, do something diNerent with amazement as you break your platoon for the 
cultural mish-mashes go, keep all you wargamers there truly is something for platform games if you put a free of the plughole twentieth time. When it 
this happens to be one of glued to your trusty everyone here. Buy the lot bit of thought and whirlpool. For once, size comes to games, it seems 
the Amiga's finest. Amigas through the winter. of 'em, that's our advice. imagination into them. really doesn't mailer. Sensi can do no wrong. 
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Game: Cool Spot 
Publisher: Virgin 
Author: John Twiddy 
ETA: November 

Briefly: Never before has a small red 
dot gained so much press attention as this 
little guy. He started out life as the red 
blob on the side of a can of 7-Up, and was 
released on the Mega Drive in America as 
a tie-in character, but when it came to his 
UK debut there was some kind of horrid 
mix-up. Out went the fizzy drink tie-in, 
which sort of left all the green plastic 
botttes in the game having little or no 
reason to be there. Thankfully, no one 

really noticed or 

cared, because everyone thought the UK 
Mega Drive game was quite splendid, 
super and lovely, and went out to buy it in 
droves. Since Virgin aren't silly, they've 
decided to release an Amiga version of 
this console smash hit in time for 
Christmas. Who says capitalism is a bad 
thing, huh? 
The creaton speak: 
John Twiddy of Jaguar 
Software Consultants 
is working night and 
day on the Amiga 
conversion, so it 
seemed like a 
hugely good 
idea to talk to 
him about the 
project. I started 
off by asking him 
to explain the rather 
chequered history of 
the game. "I was 
originally contracted by 
Virgin to do the Cool Spot 
conversion, but after a few months work 
they switched me onto doing a conversion 
of the Mega Drive game Aladdin. I did that 

for a bit, and by that time Virgin had seen 
that Cool Spot was selling well, so they 
put me back on the Cool Spot thing." 
Blimey, messing about a-plenty! 
Interestingly enough, the guy who wrote 
the Aladdin game also did Cool Spot, and 
John worked on the conversion for Virgin's 

previous big Amiga platform game 
Mick And Mac - Global 

Gladiators, which is far too 
many coincidences to be 

a coincidence. 
John told me that 

the Amiga Cool 
spors going to be 
virtually identical to 
the Mega Drive 
original, so 
I suppose I'd better 

lake some time out to 
explain what that one's 

like. In one of those 
illogical chains of events that 

frequently happens in platform 
games, all of Cool Spot's friends have 

been kidnapped and incarcerated in 
floating metal cages. The way to bust 
them out is to dash around collecting 

small, not-at-all~1 spots, which 

Cull Clltf Cutl No, ...." COol Spot, 
.... __ co do .... 1-..,.-
, .................... 11_ • 



somehow allow him to 
bust his buddies out. 
The problem is that 
Spot's only about 
an inch and a half 
tall, so it's a bad 
and quite literally 
big world out there. 

As he battles 
his way across 
beaches and 
bathrooms, behind skirting 
boards and through people's 
bedrooms, he comes into conflict 
with untold masses of cute and lovable 
bad guys, but thankfully he's got a 
weapon. Being a cast-off of a soft drink, 
he's got astonishing carbonated powers, 
which enable him to fire of bolts of, err, 

fizz. These 
fearsome Co. 
blasts allow him 
to blast his way 
to freedom for 

:"~ri!II!f"i!liJ himself and his 
buddies. Yeah! 

The most 
impressive thing 

about the original 
is the number of 

animation frames for 
the central character, who 

leaps, struts, swings, yawns and 
yo-yos his way through the game in a non­
stop blur of amusing ways. "All the 
animations that were in the original are 
going to be in this version: said John, 
"aHhough there are a few limitations. On a 
standard one-button joystick, where up is 
used to jump, some of the firing upwards 
animations are lost, but if you're using a 
Mega Drive joypad to play the game, the 

second fire button is used to jump, and 
the upwards graphics are retained: 

What about the actual gameplay 
then, is It going to be exactly the 
same as the Mega Drive version? 
"That's yet to be decided, but at the 

COOL 8PO'I' THINGS TO COME 

moment I've tweaked 
several bits of the game 
and I'm waiting to hear from Virgin to see 
whether they've approved my changes. 
I thought that Spofs walk was far too slow, 
for instance, so I've speeded that up. Also 
he now jumps higher and can be 
controlled when he escapes from those 
awkward bubbles, which trap him from 
time to lime. 

"Although the game's going 
to look the same, I hope that 

original. Apart from that, 
your Amiga's going to run a perfect 
conversion of the game." 
Verdict so far: I've played a couple 
of levels of the Amiga version, which seem 
to back up what John told me. Yes, it 
looks the same as the Sega version, and 
yes, the scrolling's a bit jerkier, but not so 

you'd notice. As you can see from 
the screenshots there's still 

quite a bit of work to be I've improved it on all 
playability aspects. The 
sound's going to be the 
same as well, with Spot 
surfing on a plastic bottle 
to the tune of Wipe Out 
at the beginning, and all 
the 'yowch!' sound effects 
running through the game: 

done on the backgrounds, 
but even now It's a 
visually impressive 
platforrner. 

"I thought 
that Spot's 

walk was far 
too slow" 

The thing is, does the 
Amiga-owning public want 

another platform game? It 
seems to me that although 

they're the core of the console So lefs get this straight, 
it's going to be EXACTLY the same 
as the Mega Drive original? "Well, not 
exacUy. The main difference is that the 
Amiga screen only updates every 25th of 
a second, where as the Mega Drive 
updates fifty times a second, so the 
scrolling Isn't going to be as fluid as in the 

market, computer owners are a lot 
more disceming and to favour more in­
depth games. I've no doubt that Cool Spot 
will be a hit, but I'm not yet convinced that 
it'll be the massive smash that it was on 
the console market. 
• CAM WINSTANLEY 
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FURY OF THE FURRI •• 

Game: Fury Of The Furries 
Publisher: Mindscape 
Authors: Kalisto 
ETA: Mid November 

Briefly: French programmers deny their 
widely held image of being a nation of 
oddball-bizarro-role-playing-game­
heads by working on this 
action/puzzle/adventurel 
platform type thingy, complete 
with cute little fluffy alien 
creatures. 
The creators speak: 
Nicolas Gaume of Kalisto 
popped his head around the 
door of the office to great us 
all with a Gallic "Hello· and 
show off his latest wares. His 
company have quite a track 
record of converting and 
developing games for the Apple 
Mac, but have changed course 
a little with The Furries. The 
game's subtitled 'Tinies return's 
revenge strikes back: Part 2, the 

sequel,' which not only lets you in on the 
fact that it's not entirely serious, but also 
explains why the characters look a lot like 
the Skweeks from Loriciel's puzzle game. 
"We converted the Skweeks games for the 
Amiga, and really loved the style of the 
characters, but since the name's already 
taken, we decided to call them Tinies 

instead," explained Nicolas, 
plausibly. He set about 

explaining the story 
behind the game, and it 
all seemed eerily 
familiar. When a 
spaceship load of 
Tinies retum to the 
planet 

Sklumph, they find that their king has been 
kidnapped and that someone's got to go 
and rescue him, and this sort of set me 
thinking. Do you think groups of people 
would split up while searching the old 
house if they'd seen Psycho? Or do you 
really think that if they'd seen The Burning 
or Friday 13th, that teenage couples would 
run off into the woods clutching a sleeping 
bag? Of course they wouldn't, because 
they'd know that they'd get chopped up, 
the same way thai if they'd ever played a. 
video game, then the Tinies would have 
known that their king would be kidnapped, 
resulting in a platfoonlpuzzle game 
solullon. But I digress, here's Nicolas. 

"The game's been likened to 
Lemmings and The Lost Vikings by the 
French magazines, which is a fair 
assessment. There are 90 levels to get 
through, with 150 bonus levels, which are 
smaller levels made up of a few screens 
each. Most levels have several different 
ways of reaching the end, and along the 
way you'll be confronted by lots of 
enemies as well as puzzles and traps. 
Your hero can change colour by putting 
on different rings, and each colour has 
a different ability. The red Tiny can dig, 
the green one has a rope, the yellow 

one can throw fire balls and the blue one 
can dive underwater, whereas the others 
can only paddle along the surface. You 

can use the rope to swing, and also 

tie it to blocks to drag them around, but 
the problems occur because you can't 
always change into all the colours." 

That sounds as if we can add Morph 
to the list of games that this gives a nod of 
recognition to, but it's not only other 
games that Furries 'pays homage' to. 
"We've included a lorof humour in the 
game, with references to books and films 
and many other games. In one section, 
the Tiny is inside a huge pinball table, and 
in another, he's being attacked by a 
Donkey Kong Tiny. There's a Hamlet tiny 
who attacks you by throwing a skull at 
you, and even Romeo and Juliet Tinies. 
They're completely harmless, but if you 
kill Romeo by fireballing him, then Juliet 
cries a lot." 

So there you have it: lire, intrigue 
AND historical romance. Now that's what I 
call a game concept. 
Verdict so far: Well, I've only played 
a few levels of it, and it seems alright, but 
I've yet to be convinced that it'll set the 
world alight. Okay, so it makes a big point 
of its eclectic references, but by being 'a 
bit like' so many other games, you're 
bound to end up thinking about the other 
games that irs similar to. Still, anything's 
better than yet another platformer, and 
when the game's finished, I could well be 
pleasantly surprised. 
• CAM WINSTANLEY 
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Game: Body Blows 
Galactic 
Publisher: Team 17 
Authors: In house 
ET A: Next month 

Briefly: Way back in the days when Tim 
Tucker was still but a humble staff writer 
for AP, he reviewed Body Blows. He 
couldn't say enough good things about it 
and awarded it a whopping 89 
per cent. "II's so much 

Kai-Ti are from the 
planet Feminia -
Azona flies about on a 
gold disc and she uses 
this for the majority of 
her attacks. Kai-Ti is an 
expert in spatial arts and uses her psychic 
powers in her varied attacks." I could go 
on and explain every other character in 
the new game, but in the interest of space, 

we're going to move on. 

better than Street 
Fighter 2 ... " he 
drooled. With that 
recommendation 
still ringing in our 
ears, we decided 
to investigate the 
proposed follow­
up, Body Blows 
Galactic. 

Robots build 
ro bots to build 
more robots. 

Talking of moves, 
how many moves does 

each character 
have? "Each 
character has 
around 20 moves 
or so. It's all 
relative to the fact 
that 99 percent of 

The creators 
speak: With a quick 
face slap, I asked Team 17's 
Martyn Brown how many characters 
BBG will have. "Twelve in total, two are 
from the original game (Junior and Danny) 
which allow players of the first Body Blows 
to get straight into the action. The others 
are all new and represent five other 
planets." Having looked at the 
screens hots, I noticed that the main 
characters didn't all look human. Expand 
on this Martyn or it's the ju-jitsu for you. 

"Dan and Junior represent the earth 
a: and they fight at the space station. They 
ware more or less the same as in the first 
III _ game, save for a few enhanced moves, 
2 new sound effects and some smart new 

clothes. Azona and 

all players of BBG 
will be using a 

joystick with a single 
fire button. It makes the 

game fairly easy to get the 
hang of and you don't have to do 

stupid special stick combos to make your 
player do something neat. Each character 
has about three really special moves they 
can pull off, with one 'super' move. Of 
course they all do the standard moves but 
mostly in a different way, shape or form." 

This sounds really exciting - what 
other gameplay improvements have you 
come up with? "INe've polished things off 
an awful lot, added the feature where 
players get stunned and take time to 
recover which makes them open to attack 
for a short while. The special power-up 
feature has been looked at and now it 
takes different amounts of time to use the w 

o 
w 
o 

1I!,~~" ••• s.pecial after first using it-this stops 
: people trying to 

pull specials all the 
time. We've also 
added a MERCY 
ON/OFF to the 
options. In the last 
game we avoided 
the 'comer 
syndrome' where 
players got stuck in a 
comer and the other 
player just did them 
over. Well it seems 
some players would 
prefer to play it without 
this mercy mode in, so 

we added it as an option". Anything 
else? "INe've also been trying 
like crazy to get the game to 

CTIC 
loaded in and the fight continues. 

The player who loses his three 
characters first is defeated. 

run from two disks so that 
there's no swapping with 
a machine fitted with an 
external drive." 

This sounds great. 
Anything else? "Apart 
from the Mercy options, 

It's all feasible, but we'll be 
waiting to see what the 
disk accessing is like 
before we implement it." 
Verdict so far: Well 
it certainly sounds 

''You don" 
have to do 

special stick 
combos" entertaining. The fact that 

Team 17 listen to and act on 
user feedback should resu~ in 

a fantastic game. We look forward 
to doing it over - so to speak. 

we are trying to incorporate 
a 'tag team' style of play. In 
this mode, each player will select 
three characters to fight with ... in play 
when one is defeated, the next will be • STEVE McGILL 
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When it comes to speed 
Wiz ' n' Liz take on all-comers 

- and leave them standing. 
They're the greatest 

magicians on the Planet Pum, 
their spells are truly amazing, 
their huge collection of pet 
wabbits, legendary. 

But now everything's gone 

fRO " THE 

o f MAGICAL S PEE E E E E E E D 

wrong. In a rash moment of 
mis-spelling they set therr 
beloved wabbllS free and now 

It'S a race against time to 
capture them . 

With exploding wabbilS, a 
crazy cauldron, hundreds of 
spells and the fastest 
gameplay ever, Wiz 'n' LIZ'S 

franllc Wabbit Wescue will 
kick your Video gaming IOto 
warp speed. 

Catch them now on Amiga 
and Mega Drive - if you can. 

Need help ? (all the Wiz 
'n' Liz spell line. 

"The two player game IS 

everything that the Jerky, 

u S TAT E S o F 

fuzzy head-to-head option on 
Sonic 2 should have been . " 

HEGA 

"Fantastfcally fast and 
furiously funny." 

HEGA DRIVE ADVANCED GAHING 

"It's one of the fastest 
things since pre-puberty." 

DOHINIK DIAHOND, IHAIH Hili 

PSYGNOSIS 
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MAGIC BOY 

Game: Magic Boy 
Publishers: Empire 
Authors: Blue Turtle 
ETA: Late November 

Briefly: Empire software have a 
formidable stable of programming talent at 
their worthwhile distributory tributary. 
They're the ones responsible for 
some very grown-up and 
serious entertainment -
the likes of Campaign 
2 and the up-and­
coming DreamWeb, 
for instance. That's 
why we thought 
"God! What are they 
dOing releasing yet 
another platform 
game onto the market?" 
To find this out, and more, 
we asked them a few gently 
rigorous questions. 
The creators speak: Ha ha, Magic 
Boy - that's an original title. Who chose it, 
why and do you think that it will capture 
the games-buying public's imagination? It 
tums out that "John Dale the game 
designer" chose it. Go on, please. "The 
name Magic Boy 
encompasses both 
the magical 
element of the 
game 
while 

depicting the young lad Hewlett as 
possibly of magic character. In being 
ominous there is scope for capturing the 
imagination of the public." Good answer. 

Hmm, with all this talk of 'ominousity', 
I sense that there must be quite a history 
behind the Magic Boy programming team. 
Tell us about yourselves. "Blue Turtle 

started in 1986 doing graphics 
for the Spectrum and e64. 

We progressed onto 
coding for the Amiga 

and ST in 1989. After 
spending time on 
some unpublished 
titles we were 
approached by the 
designer of 

Pipemania to code his 
latest masterpiece and 

the rest (As they say. - Ed) 
is history!" 

Now that's out of the way, tells us 
about some of the USPs (Unique Selling 
Points) that the game employs. "Magic 
Boy employs a major puzzle element 
without being a puzzle or a logic game. It 
captures the original style of platform 
games that became classics on the 
Spectrum but takes full advantage of our 

new 16-bit systems. With this 
classic feel to it, irs a fun 

game to play, and not 
one which you lose 
interest in after a day." 

Ahh, it's all ~~~~I~~i~I~;il~11 becoming clearer now. I'll l 
tell you what though, in 
your press release you 
mention that four levels 
can be open at anyone 
time to enable non-linear 
progress through the 
game. Can you expand on 
this, please? "Any of the 
first four levels can be 
selected immediately and by 
using the compass screen 
the player can change 
between the levels during play. Or restart 
the current level. After four levels are 
completed the next four become 
avatlable." Of course, non-linear linearity­
I love it. What sort 01 approach does this 
allow? "This allows a varied and individual 
approach 10 the game, effectively 
catering lor everybody.' 

characters - Zool or Sonic, perhaps -
when they all meet up after work. Do you 
have any comments on this? "In a lot of 
people's opinions Zool and Sonic have a 
nasty or evil edge to their character. A 
cute apprentice boy, however, cannot 
really offend anybody. The cutesy 

animation of Hewlett gives him an 
almost elegant characteristic in 

his innocent appearance." One 01 the more 
welcome phenomena to 
hit the software houses 
recently is user 
leedback. Have you 
been taking this into 
account? "The compass 
screen, a special 
undocumented bonus and 
all play-testing comments 

"Non-linear 
linearity -
I love it" 

Verdict so far: Well, you 
might say that was the 
dictionary definition of a 
wimp ("elegant 
characteristic in his 
innocent appearance", 

indeed), but I must admit to 

were implemented as and when 
appropriate to the flow 01 the game'. 

Finally, we can easily imagine Magic 
Boy getting beaten up by other game 

being charmed by the little 
fellow. In fact, the whole game 

has a distinct air of enchantment. 
We'll give it a thorough scrying in the not­
too-distant future. 
• STEVE McGILL 



Game: 
Battle Isle 2 
Publisher: Kompart 
Authors: Blue Byte 
ETA: Mid '94 

Briefly: Ufe can somellmes be cruel to 
wargamers. Ifs a savage world out there, 
With cute platforrners and fast acbon 
shoot·'em-ups leaping out from every 
comer, so to anyone interested in 

pretty much everything else is bigger, 
better and generally ftashier than before. 
One of the creators took me through a 
whirlwind tour of the game. 

"There are far more different 
units than before, each with their 

own strengths and 
large-scale tank warfare, the 
boys from Blue Byte are 
heaven sent. Time after 
time, this small 
production team have sat 
In their Mulhelm offICeS 
and produced battle sims 
that play well in one and 
two-player mode at a 
reasonable speed without 

IISet to 
be one of 
the best 

wargames 
ever" 

weaknesses, but this 
time there's the 

additional problem of 
logistics to deal 
with. In the original 
game, production 
facilities needed to 

be supplied with raw 
materials by mining 

operations, but we've now 
added features to make it making you plough through a 

twelve·billion.page manual. II's good 
to hear that even as I write (and you read 
this) that they're frantically doing another. 
The creator. speak: After the 
successes of Batt/e Isle, the mission 
disks, Battle Isle '93 and the extremely 
popular Hls/o!}' Line 1914-1918, It comes 
as no great surprise to find that there 
aren't any major changes to the baSic 
game engine for Battle Isle 2 The map's 
made up of hexagonal units, and the 
action's still broken up into move and 
attack phases, but 

more realistic. In war, the recurrent 
problem is that of getting enough supplies 
up 10 the front line, and by adding this 
element, you have to concentrate on 
planning your attack. Units now constanUy 
need fuel and ammunition, so you have to 
build roads or rail links up 10 the front: 

A problem of the Bat118 Isle games is 
thai every time a unit goes into battle, they 
become more experienced and harder to 
defeat, until they're virtually guaranteed 

victory. "Although we felt 
this was a good idea, the 
experienced units were far 
too tough, so we've now 
evened this out. When an 
experienced unit pulls 
back for repairs, the 
experience points are 
exchanged for the repair. 
In Ihis way we simulate 
new troops joining the 
unit. and also make it 
much harder to have an 
e1J1e unit." 

"One of the main 
changes of the game is 

BATYL. ISLE 2 

the terrain, and how it aIfecIs the 
game. We now have four height levels in 
the game, which makes the use of planes 
much more reaIiatic. At the lowest flying 
level, planes can't fly over mountains and 
can come under light ground fire, but are 
at a prime height lor ground attack. " they 
fly higher, then they can safely over fly 
most enemy units, but ant 
susceptible to anti­
aircraft missiles. 
Throughout the 
game, the 
seasons 
change from 
wet springs 
and autumns 
to dry summers 
and frozen 
winters. This means 
that lowlands are often 
too boggy for tracked units, but 
also that rivers and lakes are passable in 
winter when they'ntlced up: 

The other main change Is that the 
two-pIayer mode is no longer on a split 
screen. By Including radar and AWACS 

early warning planes, 
this means that you have to ftnd your 
enemy before you can engage \hem, 
which sounds brilliant, yel problematic. 
Verdict SO far: The lack of split 
screen means that you're going to have to 
play the game either on two computers 
linked together, or alternately on the same 
one, hiding your movements from your 
opponent. Blue Byte ant starting off with a 

no-compromise PC CD-ROM 
version (with rendered 

graphics, vector 
graphics animations 

and a full 
soundtrack) and 
then releasing 
the standard PC 
version before 

fully developing 
the Arniga version. 

It's such a big game 
that irs probably going to be 

A 1200 only, and even then will 
probably need be hard drive installable. 
It's a small price (Er, relatively. - Ed) to 
pay for whars set to be one of the best 
wargames ever . 
• CAM WINSTANLEY 

Okay, lads. wst one to the Naati's a Wham 
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RI. OF THE ROBOTS 

G me: Rise Of The 
Robots 
Publisher: Mirage 

uthors: Andy Clark, 
Sean Griffiths, Sean Nadin. 
Kwan Lee 
ETA: February 1994 

Briefly: A Street Fighter 2-esque beat­
'em-up, in a mechanical combat, 
Robocop-meets-Terminator sort of way. 

The creaton spe.k: From 
the flashy press packs, video 
presentations and the like, it 

seems that Mirage are putting 
a lot of time and money 

into Rise Of The 
Robots. Not that 
this is surprising, 
seeing as it's 

being jointly developed for the PC CD­
ROM, Amiga, CD32, Mega Drive, Mega 
CD and SNES, so Mirage must have faith 
in their product 

'We certainly do: beamed Mirage's 
marketing manager, Julia Coombs. "The 
game's being developed by our In-house 
programming team, Instinct Design, which 
is headed by ex-Bitmap Brother Sean 
Griffiths. We think it'D provide the ultimate 
combat game for current mainstream 
markets, and that by using 3D modelling 
software that produces high quality ray­
traced graphics, it'll be more realistic and 
animated than ever before.· 

The game differs from conventional 
beat-'em-ups in that the combatants 818 

all robots. The story concerns a robot 
factory run by a super-intelligent 
Supervisor robot which 
has been infected by 
an ego virus, 

causing it to 
get aH uppity and megalomaniacal. 
In the one player game. you control a 
cyborg sent in to return the place to order, 
but before you can get to the Supervisor, 
you've got to trash five other robots. 

"With a single button 
joystick, yrure going to 
have 16 different moves, 
and each of the robots 
win have about 100 
frames of 
animation: said 
Julia. "The bouts 
will be the best of 
five, as we feel that 
best of three doesn' 
give you a chance to 
pull back from a losing 
position. Rather than a 

repetitive 'hit and hope' 
variety of gameplay, the team are 

WOItdng on an artificial Intelligence 
system. By including Intelligence 
lactors and combining them with ........ 1.... motivation, the robots will respond 
differently to the changing course 

of each bout. For Instance, if a 
robot knows that you've been 

damaged, it'D attack with more 
power and with less consideration 

of its own chances of damage. 
Similarly, when a 
robors damaged, 
it'll spend most of 
its time in 
defence." 

"The robots are 
all of different 
designs and have 
different abilities. The crusher 
droid, for example, Is designed to 
destroy malfunctioning robots, so has 
powerful pincers for dismembering 
machinery. The sokfl8l" droid, however, is 

skeletal, and since 
most of the protective armour plates are 
removable, much of the internal workings 
have to be detailed as well." 

"In the two-player game, you'll 
be able to choose from six 

robots; the only robot that 
you can't play will be 

the Supervisor droid, 
which is the most 
complex figure in 
the game. We're 
building this using 
morphable spheroids 
around a human 

frame, which will form 
a fully-contoured figure. 

It will morph into different 
shapes, so it'll melt to avoid 

punches and form spikes to attack.· 
Verelict so far: Cor, it sounds good, 
doesn't it? Unfortunately, it's difficult to 
comment on the gameplay, simply 
because I haven' seen a playable version 
of it yet. The graphics and ideas behind 
the game are sound though, and by 
freeing the combatants of a human form, 

there's a greater potential for 
variations in combat styles. 

The thing is though, 
either Mirage are 

keeping the 
game close to 
their chests by 
not showing us 
any playable 
demos, or 

they're going to 
have to get their 

skates on to finish it 
by early next year. 

• CAM 
WINSTANLEY 







Game: F1 
Publisher: Domark 
Author: Chris Johnson 
ETA: November 

Briefly: Vroom, vroom, vrooom, 
vrroooom, VTTTooomm. Yes folks, it's time 
to put Domark's F1through an AMIGA 
POWER preview practice lap. 
The creators speak: 

levels? "Four difficulty levels; nOVice, 
amateur, professional and expert." 
Hmmm. Four diffICUlt levels and three 
different types of game. Can I play against 
a friend? "There is a two-player split­
sereen mode.· Golly. all this vanatlon. Is 
there more than one track and if there is, 
what are they? "There are twelve tracks; 

Brazil (Interlagos), Spain 
(Barcelona), San Marino 

F1 is going for pole position 
in the Christmas rush for 
racing games. Is it going 
to qualify? Lers check 
out the statistics. 
I rewed up by asking 
author Chris what the 
three promised game 

Hfhere is a 
two-player, 
split-screen 

(Imola), Monaco (Monte 
Carlo), France (Castelet), 
Canada (Montreall, 
Britain (Silverstone), 
Germany (Lederhosen), 
Belgium (Immac Roll-on), 
Italy (Trattoria), Portugal mode" (Stop It. - Ed) and finally 

Australia (Adelaide)". types were: "Training mode, 
which allows you to practice 
tracks. Arcade mode, which is a 
series of chaltenges invoMng finishing a 
race ahead of six cars - the next race you 
must finish ahead of eight cars and so on. 
Championship mode lets you race through 
the season and results are placed in a 
league table - the objective is to win the 
championship on points." 

Okay, so we've got three racing 
variations. What about difficulty 

Wow! All of those JUICY 
tracks to race on. It would be pretty 

bonng If you had to race In the same car 
all of the lime. Are there any options for 
customisation? We're looking for loads of 
ball-on parts like faster engines, rubber 
compounds, different exhausts, slip 
differentials, air resistance and so on. 
"You have a choice of hard, medium or 
soft tyres - high, medium or low wings, 
manual or automatic gears." Hardly 

rn;~~~::==-____ -:~~co~m~pr:e:he:n~sive, but we'll let it go just 
this once. 

The big selling point 
of F1 is going to be the 

WING lOW 

speed rt runs at. What's 
the frame rate and 
update speed of the 
game? (Er, Steve ... - Ed) 
"Standard Amiga IS 17 
frames during normal 
one-player mode and 

....,.. ....... for • ..., 

.................... 1 drlftr, 
_-W";IIC, 

twenty-five on turbo. 
An Amiga 1200 will play at 50 frames at 
the maximum speed." 

Turbo mode? What's that? What's it 
going to do? "This feature allows you to 
race a very, very, very fast race which 
runs around 33 percent faster than normal 
on a standard Amiga, at the cost of a bit of 
graphical simplification". 

So that's us gone through all the 
standard ace game of the year 
press release stuff. You're not 
going to be subjective with this 
question Chris, but how does 
F1 compare to say the likes of 
Formula One Grand Prix or 
Vroom? "F1 is np-roaring, 
edge-of-the-seat, all-out 
action. Pretty damn fine if I do 
say so myseH." Thank you for 
(hat, Chns. 
Verdict so far: Well by the 
looks of things, F1 is going to be at 
least as good as Vroom. Just this fact 
alone should make it a welcome addition 
to anyone's Chnstmas stocking . 
• STEVE McGILL 
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with rockets comin! in 
from .11 dlrltCiions, don't 
~CllMny of your boys 

to be h 

CANNON FODDER 

The game Qf the year? War, it seems, has never been so much fun. 

Publisher: Virgin 
Authors: Sensible 
Price: £29.99 
Release: November 

O
kay, so we've got this game 

, slapped across our cover, it 
took up an entire coverdisk last 
issue and we've all been 

enthralled by Jools' imaginative and 
innovative use of basic Anglo-Saxon 
expletives as we've begged and hassled 

him to write his long running Diary 01 A 
Game feature. Quite a lot of coverage for a 
single game, but after spending a 
worryingly large amount of my time playing 
Cannon Fodder, I'd say that anything up to 
and including changing the name of this 
mag to CANNON FODDER POWER 
would be a justified amount of coverage. 
It's fast, it's thoughtful , it's addictive and 
it's the kind of game that I can see I'm 
going to be playing through the night like a 
real saddo. So why don't you join me, and 



Thill yur,the 
Sensible boys 

won'tbc 
gettlnglhal 

Nobel prile. 

journey 
through the 
next few pages 
as I explain to 
you why playing 
this game is now more 
important to me than 
eating, sleeping or any other 
basic bodily function. 

Having to write pages of reviews 
every month, I'm always on the lookout for 
something concise and snappy that'll end 
up in the blob on the page (Which is the 
'Call Out', technical term fans. - Ed) but 
those Sensible boys have done my job for 
me. "War's never been so much fun ," they 
tell me, and wlien you load up the game, 
you get a pretty groovetastic song that 

CANNON FODDER GAME REVIEWS 

drums the same 
message home. It's 
about two minutes 
long, is reminiscent 
of an early UB40 
track and sets the 

tongue-in-cheek, 
boot-in-mouth tone 

of the game 
brilliantly . As the song. 

runs, you're treated to 
pictures taken from the pop 

video in which the Sensible 
team dress up as soldiers, run around 

with plastic guns and pose against a WW2 
halftrack. It's all very much in the vein of 
Oh What A Lovely War, or perhaps the 
fourth series of Blackadder, and serves as 
a bit of an antidote to the serious theme. 

So boring game details next. The 
game is made up of 23 missions which are 
spread over 72 different maps. There are 
five different terrains - Jungle, 
Desert, Arctic, 

Heathland and Underground Base, and 
although they're fairly well mixed up, 
there's a definite weighting towards jungle 
levels at the beginning and underground 
levels at the end. Oh yeah, the game 
comes on just three disks, with the last 
half of the missions coming on disk three. 
Since it recognises a second disk drive 
this means virtually no disk swapping 
while you're playing. Hoorah! 

So why buy this 
game then? Well, for a 
start it's massively 
simple to get into. 
You start off the 
game with a squad 
of men, and at the 
end of every 
mission, you get a 
further 15 recruits, 
which initially 

AI Ille end of each mission, Ihe new recruits queue in front of 
the gr .. ves of their predecessors .... Uen heroes .. re listed 
accordl S 10 their bodrcounts oil the side. Ain't war lIell? 

seems a tad excessive. However, by the 
time you get to Mission Six and your boys 
are being slaughtered like cattle at every 
twist and turn, you start to realise why you 
get so many troops. Every time a soldier 
survives a mission, he's promoted, and his 
accuracy, range and rate of fire is 
increased. You get quite attached to 
anyone who survives more than a couple 
of levels, but since everyone in the game 

has an equally tenuous grip on life, 
there's inevitably a horrible 

moment when a rocket with his 
name on it comes whooshing in 
and he gets his. The promotion 
system means that you can 
end up with a crack team, -+ 
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INn I!lnorin! 
historical 

The cute little clw'actera ki d of sive you the Id .. 
that tile ! s not cuctly a deep military 

simulation. The sn_n simply cllncha It. 

but it also means 
that you get terribly 
paranoid and ever so 
careful with your men. 

You control your boys with 
the mouse, and click on the left 
button to move, the right to fire 
and both to throw a grenade or 
fire a rocket, depending on 
what you've selected. You can 

easily split the band up into sub-groups, 

!lrenedaon 
that little island, 

which ill'e always 
a!lood tIIln,. 

which opens up all 
sort of possibilities. The 

soldiers can't swim and shoot 
at the same time, so by sending them over 
rivers two at a time, you can provide 
supporting fire from the bank. You can 
even click a preset course for one group 
while you control another, which allows 
you to attack from two directions at the 
same time. 1N0t only is this easy to work 
out, but it's so simple that you can do it 

quickly, which is essential if you want to 
split the team or switch to rockets when 
you're under ,fire from tanks and 
helicopters and all manner of nastiness. 
The sCrolliJ'lg system works so well that 
most of the time you're not even aware of 
it. To look in any direction, all you have to 
do is move the mouse near the edge and 
you push the screen, just like you'd 
imagine it would. If anyone made a 
dictionary of computer game words, then 



the listing for 'intuitive' would be "Just play 
Cannon Fodder and you'll know. Okay?" 

Still not convinced yet? Well, the 
missions involve lots and lots of killing, 
with the occasional spot of hostage rescue 
thrown in before masses more killing. 
Strictly speaking, the missions break down 
to killing everyone, blowing up all the 
buildings, rescuing prisoners, taking 
hostages and protecting Civilians, but it all 
involves killing so many people 
it isn't even funny anymore. 

Complete carnage doesn't 
impress you? How about four 
channels of sound that 
completely immerse you in each· 

Iscapi 9 Ihis compound I. as 
easy as blowing tile fence down. 

Thin,s star110 hot up when there" 

is, as we aD Imow, 
sheep. App.1renlly. 

world? How about 
authentic jungle noises 
with parrot squawks, or 
the howl of a freezing 
wind blowing across the 
broken ice floes? How 
about sound that 
reflects what you're 
looking at on the screen 
and that fades 
realistically with 
distance, making it an 
essential gameplay 
feature? What do I 
mean? Well, if you 
come out of the jungle 
(squawks, rustling, etc) 
and get to a river 
(running water) but hear 
distant rotors (whump, 
whump. whump), then 
you know there's a 
helicopter near, and 
that it's time to hide. 

Muted gunfire tells you that enemy 
soldiers can see you and are heading your 
way, and the flop·sweat fear of hearing a 
rumbling tank engine has to be 
experienced to be fully understood. And if 
that doesn't get you, then stirringly 
patriotic WW1 jingles as you complete 
each mission or a Jimi Hendrix·esque 
rendition of ,the last post as you 

CANNON FODDER GAME REVIE~S 

remember your dead are sure to knock 
your ear-socks off. 

Thinking that it sounds like 72 maps 
of pretty much the same thing? Wrong! 
Although you start off the game with a 
fairly simple run-around-and-shoot­
everything approach, you quickly cotton 
onto the fact that this tactic only works for 
the first few levels, and that a bit more 
finesse is required for later levels. By the 
time you get to Mission Seven, 
many of the levels are puzzles in 
the Lemmings mOUld, and 
successfully completing the level 
depends as much on you 
planning ahead as it does on 
your .reactions. How exactly do 
you get past the helicopter, 
evade the gun turrets, blow up 
the bunkers and then blast 
down the stockade wall so that 
a civilian can escape to his 
house? Well, take it from me, 
it's hugely difficult and 
involves a tank. 

Yes, tanks! And skidoos 
and jeeps and helicopters firing heat­
seeking missiles. Whatever fearsome 
vehicles the bad guys have got, then at 
some point in the game you get to drive 
them as well. Many of them haven't got a 
weapon, but that's no problem as you can 
just drive over people, and whenever you 
find a ramp, then rest assured there's lots 
of Dukes Of Hazzard tomfoolery to be had. 

Hey, I just mentioned civilians, which 
are another feature to keep you guessing. 

There are cute little eskimos in the 
arctic, natives in the jungle and even 
moseying gunslingers in the desert, 
but you never know how they're 
going to react. Some of them are 
neutral and just wander around, 
some of them are hostile (in which 
case they deserve everything they 
get) but a lot of them are reactive, 
so if you kill any of them, they'll 
open up on you . 

You want more before you buy this ~t 
game? Blimey, how much? Okay, how ~d 
about hyper-intelligent baddies in 
helicopters who'll trash you in the open, 
but can be evaded by hiding in the 
treeline or holes? How about a 
completely interactive terrain, so your 
troops bounce over every bump, slide 
across every ice floe, fall down every 
cliff and even sink in the swamps? It's 
another incredible game feature, since 
you can blow down fences with 
grenades and destroy huts with 
explosives, but you 've got to Ilook out 
for bits of debris as they fly off in all 
directions. You've also got to keep a 
look out for suspicious lumps in the 

ground as many of the levels are littered 
with lethal booby traps of all descriptions. 

And you want blood? Good, 'cos 
Cannon Fodder's got masses of it, with 
each little guy blowing apart ,in a hail of 
gunfire, or lying around moaning and 
squirting after a spring-loaded spear has 
shot out of the ground and impaled him. 
And ,then there's the ... Oh, just go and buy 
the flipping thing. 

So you've waded through four pages 
of top-quality pictures a nd masses of 

praise for this game, and no 
doubt you 'll have noticed that 
there's something missing -

It's ill tense moment as a native 
con' I 41 trigger. happy lum. 

criticism. The simple reason for 
this is that I can't find anything 
wrong with the game. "In which 
case," smart arses out there are 
going to say to me, ''why haven't 
you given it 100% then?" Right, 
here are a few reasons why: 
1 It's got a finite number of levels, 
and even though 72 maps are going 

to take you ages and you can keep going 
back to them to try out different ways, 
there's going to be a time when every level 
is too easy for you. Eventually. 
2 It's only a one-player game, and two's' 
always better than one. This rule applies 
to everyday life as well. 
3 Even though it's brilliant, I can't believe 
that it's the best game that's ever going to 
'be made, so we've got to leave a few 
marks for when the ultimate game finally 
gets round to appearing. 
4 Not even real life is worth 100%. Yeah, 
think about it. 
• CAM WINSTANLEY 

a\ UPPERS 
~ Everything. 

f-\ DOWNERS 
~ Nothing. 

THE BOTTOM LINE 

Buyi!. 94 ~ 
THE BOTTOM LI NE 

Buy it for your A 1200. 
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FRONTIER 

You know, they said that Elite was pretty fronty. But Elite 2 - is Frontier! 
Game: Frontier: Elite 2 
Publisher: Gametek 
Price: £34.99 
Author: David Braben 
Release: Out now 

T
hink of your grandparents and 

I 

you think of grey hair. afternoon 
tea, false teeth, deaf aids and 
your grandma's slightly prickly 

face when you kiss her goodnight. You 
probably find it quite hard to think of them 
as young, vigorous, and, e~m - how can I 
put this? - romantically active. Go on, mull 
it over for a bit. For all you know, your 
grandfather might have been the latter-day 
equivalent of Adam Clayton, taking part in 
three-in-a-bed pyjama parties with all the 
cutest pre-war babes. Though this was 
obviously before he met your grandmother 
and settled down to raise those fine, 
upstanding and decent folk, your parents. 

Hey, hang on a minute, don't turn 
away now, you've got to face up to it -
because that's the background to your 
character in Frontier. Your grandfather, 
Commander Peter Jameson (the main 
man in Elite), was not only a top space 
hero, he was an insatiable sex stallion. He 
charmed his way around the galaxy, 
sowing his wild oats in every seedy 
spaceport, shanty town and massage 
parlotJr from Ayargre to Zelada. You, as 
one of his thousands of surviving 
progeny, have inherited a small 
part of his fortune, namely an 
Eagle long-range fighter and 
HlO credits. 

features. It retrospectively reflects the 
notion that actions have consequences, 
that you can't operate in a vacuum and 
ignore what effect you have on your 
surroundings. Frontier could be one of the 

bravest games in that it's one of 
the few titles that devotes any 

attention ,in trying to tackle 

However flippant the 
notion that your 
grandfather has spawned 
thousands of space 
cadets -throughout the 
galaxy, it unintentionally 

"You can't 
operate in a 

vacuum" 

this cause-and-effect 
concept on a grand· scale. 

In nearly all RPGs 
and adventures you can 
do ,pretty much whatever 

you want, without fear of 

provides a clue as to what 
could be one of Frontier's best 

reproach or recrimination. 
You can wander around 

killing people and nicking stuff 



without fearing the consequences. 
Legends Of Valour was one of the few 
games to incorporate a penal system to 
punish your misdemeanours, and Frontier 
has one too. But David Braben has taken 
the concept a step further - not only are 
bad deeds such as dumping radioactive 
waste or firing a laser in a restricted zone 
noted, your successes are also recorded. 

BLAND AMBITION? 
There's no single objective in the game, 
you can set your own target, for example 
to get the biggest ship, to get the highest 
'Elite ' rating, or to climb to the top of the 
Federation or Empire rankings, but your 
actions are also reflected in other, subtler 
ways. People who you've assassinated 
are likely to have friends who will want 
revenge, the Federation won't 
want Empire pilots to fly 
missions for it, passengers 
won't sit around in your 
cabins for weeks on end 
waiting to get to their 
destination, and the police 
always know who you are and 
what you owe them. 

This aspect of the game is 
far more interesting and involving 
than the anally retentive accurate 
mapping of more than 

100,000,000,000 stars. The creation of a 
real, believable and exciting gameworld 
does not lie in the lengthy mind-numbing 
number-crunching process of taking the 
whole galaxy and fitting it accurately and 
neatly in a one meg Amiga. Sure, it's an 
admirable achievement, but it's also rather 
a pointless and meaningless one, and 
here's why. 

Say you're living with Stuart and 
Mark in Bath, and you've got a bit of time 
on your hands so you want a bit of work. 
Mark asks you to take a top secret 
package to Birmingham and he'll pay you 
£25. You know roughly how far away 
Brum is, so you can work out how much 
hassle it's going to be, how much it's going 
to cost and whether the trip's worth 
making at all. 

Stuart then pops up and offers you 
£50 to take a package to 
Edinburgh. I.!ikewise, you 
immediately know how far 
away it is, how much it'll cost 

you and whether you can 
make any money on the 
deal. You can even work out 

which is the better trip to 
make, and as a result your life is 

enriched by being able to make a 
sensible and informed strategic 
decision and knowing that you're 

on to a good earner. 

FRONTIER 

Now, 
say you're 
playing Frontierwith its 
100,000,000,000 accurately mapped 
planets, and are living on Mars with Stuart 
and Mark (which is not as far-fetched as it 
sounds). Stuart's got 340 credits for you if 
you take a package to a planet 'in the 
Formalhaut system, while Mark's got 300 
credits if you take a trip to Alpha Centauri. 
Such huge distances are not only so huge 
and unfamiliar as to be almost 

incomprehensible 
in themselves, but when 

you try to compare one incomprehensible 
distance with another, you're bound to be 
wasting your time. 

You know that Edinburgh's further 
away from Bath than Birmingham, you can 
relate to the distances and you can 
estimate how much you should get paid. 
Unless you're an avid astronomer, there's 
no way you can know whether -+ 

On the external vI_, you can 100m In for. rc.11y ucltlll!l clOH-UP of Jour crllft. Yhen 
you can spin round It .nd 100m out. Anyone who •• stcs time In tills •• y should be ShoL 
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Formalhaut or Alpha Centauri is closer to 
Mars, there's no way you can relate to the 
distances, so there's no way you can 
decide (a) how much you should get paid 
for either trip, or (b) which of the two trips 
offers the best deal. This means that when 
YOll' re choosing missions in Frontier, 
you're often taking totally meaningless 
decisions. As you might imagine, this is a 
real shame and a total bummer as far as 
gameplay and strategy is concerned. 

START TREKKING - ACROSS 
THE UNIVERSE 
Some sad deluded fellows might be 
foaming at the mouth at the prospect of 
being able to fly across the galaxy from 
one planet to another to see a moon rise 
above Satum, or being able to cruise right 
down on to a heavenly body to visit a 
favourite city. Btlt such interplanetary 
travel is also rather pointless. Imagine 
your disappointment after trekki r;]g across 
the galaxy to find that Saturn isn't an 
incredibly spectacular sight, rather a 
circular series of plain polygons with a few 
blobs of surface colour. Or arriving at your 

chosen city to 
discover that even 
on medium detail its 
presence slows the 
screen update to a 
painfully slow rate. 
There's even more 
disappointment in 
store when you 
realise that all YOtl 
can do is fly over the 
cities - you can't 
actually blow anything 
up. Shame. Still , if you're into looking at 
jerky but reasonably detailed 3D filled­
polygon graphics, you could do a lot worse 
than this. 

As if this wasn't enough, you ·never 
get a feeling for the magnitude of the 
distances involved in inter-planetary travel 
because you can accelerate the game 
time. It's a common feature in flight sims, 
which usually enable you to accelerate 
time by a factor of two, four or eight to 
reduce the real time you spend flying from 
waypoint to waypoint. Frontier has a 

similar feature, 
enabling you to accelerate time by factors 
of 10, 100, 1,000 or 10,000, so every 
tedious uneventful journey takes roughly 
the same amount of real time. It all boils 
down to take off, select your approximate 
system destination, jump into hyperspace, 
select your precise planetary destination, 
switch to autopilot, accelerate time and 
wait. We are talking Dullsville, Missouri. 

If you have the misfortune to be 
waylaid by pirates or other marauding 
blood-thirsty fiends, you're in for a spot of 
3D space combat. This can be a lot of fun 
if you've got an A1200 and you're in a real 

mu1ha of ship that's bristling 
with Ilasers, turrets and 
missiles. But when you've got a 
500 and you're flying the dog of 

a ship that you start off with, combat is 
remarkably unexciting - you can barely 
catch a glimpse of your opponent before it 
scoots off the screen. The manual tells 
you to run away if possible, which is sound 
advice, even if it is an incredibly soporific 
tactic - if you want a 3D blast fest and 
you've got an A 1200, go for Wing 
Commander every time. 

The excitement in a computer game 
comes from character interaction, action­
packed fights and good-looking 'Ioca'tions, 
not being able to fly from Jupiter to Eartl'!, 
with the journey taking exactly the right 
amount of time. The gameplay should be 
all about the cut and thrust of intergalactic 
living, wheeling and dealing in the space 
lanes of life. Fronliergives you lots of that, 
but it's hidden behind all the astronomical 
nonsense. The preCise positioning of the 
planets should be a subsidiary factor, not 
an over-bearing, burdensome weight that 
you're reminded of every time you want to 
take a shipload of secret plans from Uszaa 
to loinack, whi le avoiding the geezer in the 
Kestrel airfighter who wants to avenge the 
murder of his transvestite lover. OK, so 
maybe I made up the last bit, but you get 
the point. 

SECRET LIVES OF THE STARS 
Frontiercould make you scared to want to 
fly your ship at night because the boys you 
insulted down the pub might be waiting 

round the corner to beat you up. 
Instead, it makes you terrified 01 
taking off because the navigation 
system's so clumsy, the planets are 
so far apart and flying simply isn't 
very exciting. 

Let's look at it another way. If 
you had to sell the sequel to one of 
the biggest-selling and best games 
of the 1980s, and you were 
convinced that it was the absolute 

business, you'd probably be bursting with 



FRONTIER GAME REVIEWS 

exciting things to say. The marketing 
hypesters at Gametek must have been 
frothing up in their silk boxer shorts at the 
prospect of ,flogging Frontier to an Elite­
loving public, so here's a digest of 
what they had to say about 
the most exciting game of 
the '90s. 

Cue drum roll and 
announcer with pompous 
voice. "The four main 
features as outlined on the 
back of Frontier's box, in 
Gametek's order. 

1. An intro sequence. 
2. Some music. 
3. 100,000,000,000 planets 

generated in accordance with current 
theories of planet formation. 

4. Fly 82 basic missions or don't play 
the missions at all." 

Exciting stuff, we think you'll agree. 
To be fair (are we ever anything but?) 
there is some other stuff about Frontier 
being the sequel to Elite, and it being very 
big, and it being in the same style as Elite, 
oh yes, and it being big. Between you, me, 
the AMIGA POWER crew and 55,000 
other AP readers, I reckon this reflects the 
fact that Gametek has a deep-rooted 
insecurity that Frontier's not quite as 
impressive as it should have been. Size 
certainly isn't everything. If they were 

scrabbling around for things to say about ~n 
what's supposed to be the ultimate space ~~ 
game, then you begin to get a sneaking 
suspicion that even they think it's gone 
well past its play-by date. 

Frontier's by no means a disaster - it 
can be very engrossing and absorbing 
(you should see the amount of red wine it 
mopped up off my lounge carpet) - but 
equally it's not the revolutionary 
wundergame that most of us were either 
hoping or expecting for. The fun's 110t 
instant, it's not even a slow bake for 
couple of hours on gas mark six, it's make 
the Christmas pudding in October and 
lie ave it in the fridge Ifor a couple of months 
before you even think about taking it 
anywhere near the oven (if you catch my 
drift). Even though there's eventually 
plenty of entertainment value for your 
£34.99, you have to play long and hard 
before you see any worthwhile results. 

Whether it's David Braben's 
obsession with astronomy, the tedious 
navigation system or the slow and 
unspectacular polygon graphics, you can't 
help thinking that life's too short, that there 
must better games to play than this. Yes, 
we all sigh in a resigned manner, it's a 
marvellous technical achievement to cram 
the entire galaxy on to a couple of disks. 

Yes, these might be some of the best 
3D environments we've ever 

seen on the Amiga. Yes, 
there's limitless gameplay 

time, but even so, it has 
to be said that Frontier's 
just not very much fun. 
Remember that word? 
Fun, it had something to 

do with playing games 
and enjoying yourself ... 

• RICH LONGHURST 
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Game: Second Samurai 
Publisher: Psygnosis 
Authors: Vivid Image 
Price: £29.99 
Release: Out now 

O
ne thing that has 
plagued the computer industry 
since its inception is 
petty machine 

rivalry. The early days 
saw the world 
gripped by 
pointless and 
depressing 
arguments 
along the lines 
of "My X is 
better than your 
Y," where X and 
Y were variables 
dictated by current 
computer trends. It's 
a little-known fact that 
the major computer 
manufacturers got 
together in 1986 in 
order to bring an 
end to the so· 

dt 
~ 

called Tedious Put· ~ 

Down Wars. Sadly, ~ 
the talks fell apart t)l 
when Clive Sinclair .".. 
proposed that while, yes, ~ 
every computer had its 
classic games and hence ~. 
none could be regarded as ..... 

~~. actually being worse than __ 
any other, you really had to • .:» 
admit that those on the Speccy ~ 
were, in a non-tedious put· ~ 
downish way, far superior to tP 
those on all other formats. The -::l 

~ 
0-

representative from Commodore 
argued "Yeah , baldy? Come over 
here and say that," and things got 
unsalvageably out of hand when Alan 
Sugar started putting the boot in. 
(Allegedly. - Ed) 

'C 
Things have been pretty much the 

same ever since, and the whole thing's 
been given a ghastly new lease of life with 
the relatively recent popularity of consoles. 
Hopefully AMIGA POWER readers are far 
too mature to engage in such feeble 
drivel and will not, for example, 
guffaw disdainfully at anybody who 
happens to own a SNES when I 
reveal that the long-awaited SNES 
conversion of the excellent Amiga 
platformer First Samurai was 
absolute crap. 

Second Samurai, the polite· 
ripple-of-applausingly·named seque'l, 
treads much the same path as the 
original. Yon Demon King is again legging 
it through the time lanes with you in hot 
pursuit and again the soundtrack is replete 
with groovy orchestral samples and feudal 
Japanesey groans and yells, including 
everyone's favourite , 'Oh no! My sword!'. 
The big difference th is time round 
is that Vivid Image have cleverly 
exploited the dual meaning of the 
title and introduced a second 
samurai: it's our old friend 
Simultaneous Two·Player Game 
once more. So, naturally, Second 
Samurai is at least twice as good as 

opposition alone, or 
letting the 'it' 
monster get him 

then screaming 
with laughter as 
the monsters 

~s. were drawn 
\~c:;\l towards him. , ~a" (Naturally, he'd be 

\\ett\ doing his best to pass on the 
~t('\O 'it' curse to you while all this was 

• 
..~0S0happening. ) Due to the nature of Second 

\~ ",. Samurai - big graphics, platform 
\\ ",\ the original. Or gameplay - the only real sense of 

\0' . is it? Hmmm? interpersonal conflict comes when you 
Well, actually, no it isn 't. The both rush for the bonus weapons. 

best two-player games are based on You can 't split up, you can't trick the 
conflict, with the two of you locked in other player into wandering into an 
mortal combat over the racing track or the ambush (because the monsters will go for 
fighting ring or whatever. Even with the you as well) and even the sword· 
archetypal co·operative two·player game - conserving magic force from the first game 
Gauntlet 2-there was an element of is a shared commodity. There is an option 

landing your friend in it by whereby your blows hurt the other player, 
nipping round but this is far more ,frustrating than 

fun as you end up 

getting in a terrible mess trying to stay out 
of each other's way. I dun no. Obviously 
the two· player mode adds that 'human 
element' to the game, and there's no 
denying it's a bit of a laugh, but, well, it's 
old-fashioned. Instead of adding massively 
to the gameplay, it just feels tacked onto 
the one·player game. Most damningly, 
when I was playing on my own, I didn't 
miss the second player at all. 

So it's lucky the one·player game is 
so darn funky then, isn't it? Yes. 

One of the criticisms you could aim at 
dear old First Samurai without fear of 
being trampled underfoot by its legions of 
fans was that the puzzles were terrible . 
You came to an apparently impassable bit, 
you rang a handy magic bell and some 
wizened old bloke appeared and solved 
the thing for you. At least in the sequel you 
get to work it out for yourself, which 
typically involves thinking about the 
mechanics of the puzzle for one·sixth of a 
second and then walking back three 
screens to pick up that funny object you 
saw lying around in a suspicious fashion. 



A-ha, but then you have to carry it to the 
scene of the puzzle, treading carefully 
because you can't fight with your hands 
full. And every now and again there will be 
a very neat problem to take you by 
surprise. An example. At one point, the 
floor is littered with deadly revolving 
spikes. If you're quick and you 're 
lucky, you can probably get 
through. But wait! What 
about that sentient stone 
block (don't ask) guarding 
that prize in the screen 
above? Jump up, kick 
away that up-to-now 
inexplicably collapsible 
floor, and before you can· 
say butter the block has 
crushed the spikes into the 
ground. Hurrah. 

The basic platform gameplay has 
been wisely left alone. Lashings of 
punching and kicking cruelly-spiked 
minions, then getting hold of your famous 
sword and having a go with that as well. 
And bosses? This game has bosses to 

spare, two or three sprinkled around each 
level in a Turrican sort of way, and all of 
them cheerfully grotesque. The levels 
themselves deserve a special mention, 
packed with secret bonus rooms, 
atmospherically decked out in glorious 
competent-artist-o-vision, sufficiently 

differing from their fellows to raise 
excited questions in the 

House, and each featuring a 
unique and terrible 
deathtrap, from leaping 
fireballs to razor-edged 
mechanical crushers. Ah, 
it fair does you good to 
get away from jumping on 

cute nasties' heads in 
order to knock them off 

pleasantly rural landscapes. 
The difficulty curve is also pitched 

just right. You find yourself really wanting 
to see the next level, you'll get that vitally 
important bit further each time, and the 
size of the game (three worlds of fotJr 
huge levels) guarantees a fair bit of 
playing time before the Demon King is 

SECOND SAMURAI 

finally defeated in an 
undoubtedly ludicrously 
protracted climax. (Such is 
the absurdly large talent of 
the programmers that the 
game comes on a single 
disk, with a second providing 
an entirely wonderful piece of 
introductory music. Disk 
accessing is kept to a 
minimum - only new worlds, 
not levels, need be loaded - and overall 
the game does as much as possible to 
keep you enfolded in its atmospheriC 
embrace. What a delicious change.) 

Oh, look, I'll put it to you straight. 
Second Samurai is a brilliantly 
programmed, terrifically playable, 
spectacularly addictive, graphically 
excellent and sonically boffo game with a 
hugely average two-player mode. I can't 
wait for Third Samurai, where no doubt 
we'll discover the Demon King managed to 
escape into another dimension or had a 
twin brother called Bernard or something. 
• JONA THAN NASH 
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""ONDER DOG 

Game: Wonder Dog 
Publisher: Core Design 
Author: Dan Scott 
Price: £25.99 
Release: Out now 

C
onversions, eh? Doncha just 
love 'em? Don't you just love it 
when you get a nice shiny new 
game and someone swans in 

and says "Oh yes, well of course I saw this 
done six years ago on the Nagagamichi 
5000 ... the graphics haven't converted 
very welL .. oh dear, the gameplay's shot to 
pieces ... no, you should have seen it on 
the Naga - it was BRILLIANT." 

Of course it's at this point when your 
patience generally snaps and you roundly 
berate your so-called friend for being (a) 
such a tedious git as to know where the 
game originated, (b) such an elitist git for 
thinking the original was better than your 
version (probably simply because it was 
the original rather than for any properly 
thought-out reason) and (c) such an 
annoyingly thoughtless git as to tell you. 

Wonder Dog is a conversion from the 
Mega CD where it looked just lovely, thank 
you very much. It wasn't in any way 
exceptional to play, but it did .Iook 
extremely nice. But you don't care about 
that, really, do you? You could 
have lived your whole life 
without ever having 
learned that Wonder Dog 
was a conversion from 
the Mega CD. Core would 
be unhappy, though, 
because they're very 
pleased with the way it's 
turned out. 

So, then, what do 
you really want to know? 
You probably want to know 
how to become an 
inordinately rich, 
successful and happy 

d 
Guesl whet breed of dO! lljust about to blff you 

Smart IIIIIPPY little converte !ltl9s. thCfe 
with itl bi9 IJoNII! ,love? OoPS, nearly ,ave the ,.- _ay . 

It might sound like a new brand of pet food, but does Core's 
new pl;atformer live up to its Mega CD pedigree? 

person. You probably want to know how 
to meet and win the partner of your 
dreams. You probably want to know ... 
(We want to know when you're going to 
get on with it. - Ed) 

This here is a platform game. In the 
manner of platform games, it has a 
multitude of platforms spread throughout 
numerous worlds. You get to visit a lovely 
wooded world, some sOrt of alien world, a 
junk yard and loads of other places 
besides, as well as a number of 'bone-us' 
levels (no, really) . You play the part of a 
dog with a silly hat on (always a jolly good 
start) who throws stars (well , he WOUld, 
wouldn'i he?) and has to, er, well , er, get 
to the end of the game, really. It's 
fun. Sort of. 

HOI CROSS BUNNIES 
You start out on a lovely sunny 
sylvan world being bothered by 
bunnies. The bunnies don't 
seem to be actively trying to give 
you a hard time, but they do get a 

little tetchy if you 
muck them about, so it 
pays to leave them alone. 
Dealing with nasty things 
is ch iefly by means of 
magic stars. Or 
something like that. 

I'm not usually 
much of a one for reading 

instructions, to be honest, 
but in this case it wasn't 
much of a problem 
because I didn't have 
any. Even without them 
I managed to work out 

the star business 

," 



(trust me, I'm a professional). A short 
press on the fire button releases a litlle 
star or two more Of less horizontally from 
your dog. Longer presses produce 
somewhat larger stars which fly up in an 
entertaining manner and can be used to 
inflict fatal damage upon flying saucers. If 
you should happen to encounter any. And 
you do on the outer space level bit. 

I HATE 'UP TO JUMP' 
The problem with the modern computer 
game is that the programming has all 
tended to get a bit on the slick side. The 
result is that the controls have become 
very sensitive and the consequence of that 

is that they've actually 
become a oIiHle difficult 
to control. In days of 
yore, you used to have 
to heave long and hard 
on the joystick (oo-er) 

to make the game character 
move even slightly. Now, 
the merest accidental tap 
on the official AP Bug 
seems to send Wonder Dog 
skittering about all over the 
place. There was one jump, 
for instance, that took 
absolutely ages to get right 
and nearly made me give 
the whole thing up as a bad 
job. (Oh, and Up to jump 
doesn't help and is the 

world's stupidest idea. By the way. If you 
want my opinion.) So, anyway, it's much 
too controllable, sometimes to the point 
where you can't actually control it. But 
perhaps that can be considered to be part 
of the challenge. 

It sounds great, though. There's 
music and effects and ... ooh, loads of 
aural treats. And the graphics are smooth 
and well-executed too. There is, strangely 
for a Core game, only scant humour. The 
bunnies in the first level are amusing, 
I guess, and some stuff later on has its 
moments (like bouncing on old sofas in the 
junk yard to reach the higher bits) , but it 
doesn't really seem to sparkle quite as it 
should. That's not to say that it isn't 

WONDER DOG GAME REVIEWS 

pleasing, merely that 
it's not exceptionally 
pleasing. 

"But what, oh 
reviewing-type 

person , is it like to 
play?" you would 

almost certainly be 
saying right now if only you 

were here with me. (Actually, I rather think 
you'd probably be nagging me for some of 
my coffee and trying to scrounge a bit of 
the chocolate I'm about to eat. You'd get 
short shrift, though - this is my breakfast.) 
I'm sorry, where was I? Oh yes, what's it 
like to play? 

What do you expect it to be like? 
Search deep into that part of your brain 
labelled 'Computer Games And What 
They're Like'. Root through the dusty files. 
I.augh at the scribbled-out notes you 
originally made on the 'Film Licence' file 
which said they'd probably be really 
exciting and innovative. Ignore 'Shoot­
'Em-Ups' - that means you've gone too far 
- and eventually you'll light upon the file 
marked' 'Platform Games'. What does it 
say? Mine says something like: 
"Characters move through a left-to-right 
scrolling world. Occasionally they get the 
chance ·to jump onto platforms (hence the 
name of the genre) . There are obstacles 
and baddies. These can usually be 
destroyed by shooting at them (if the 
character is armed in any way) or by 
bouncing on their heads. Main characters 
can be cute and cuddly or vicious and 
hard (see also Film Licences)." If that's 
what you think platform games are like 
then you already know what Wonder 
Dog's all about. 

It certainly doesn't dismay, it more 
sort of disappoints. I loved Core's recent 
classic, Chuck Rock 2, and I was 
expecting something more from Wonder 

Dog, to be honest. It's a great conversion 
from the Mega-CD, that's for sure, but 
that's really more of a technical 
achievement than a 'creating a great 
game' achievement. 

No, sadly, it's little more than 
standard platform stuff, and witlil so many 
other platformers out there competing for 
our attention, it's going to be hard pushed 
to make much of an impact. And Wonder 
Dog isn't even particularly cute. 
• TIM NORRIS 

G\ U PPERS An excellent 
~ conversion of a Mega CD 

game. II 's competently put 
together and does pretty much 
everything you 'd expect a well made 
platform game to do. 

(!) DOWNERS 
.... Unfortunately, there's 

nothing really new in there 
and it doesn't really do anything you 
wouldn 't expect a well made 
platform game to do. 

THE BOTTOM LINE 
It's not really going to set the world 
on lire but, to be fair, it is a 
moderately amusing diversion for a 

couple of hours. Just not 7 3 -
very much more than ~ 

that, that's all. ~ 

THE BOTTOM LINE 
Exactly and absolutely 

I \ I 1, \ I I 'I the same, right down 
to the annoying detail 

of not seeming to recognise a 
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GAME REVIEWS ALIEN BREED 2 

First there was Alien. Then there was a Breed of it. Then there was a '92 of that. Etc. 
Publisher: Team 17 
Authors: Andreas Tadic, 
Rico Holmes, Allister 
Brimble, Martyn Brown 
Price: £29.99 
Release: Out now 

T he camera sweeps across a line of 
young men and aliens, their blue 
beaks jutting out. They've aI/ got 

shaven heads and are standing 
uncomfortably in their new starched 
combat fatigues. 
RECRUIT JOKER (VOICEOVER): Paris 
Island marine training base. Home of the 
phoney tough and the crazy brave. 
TITLE: FULL URANIUM JACKET 

Gunnery Sergeant 

RECRUIT JOKER: Sir! The recruit would 
take his laser rifle and smear that weirdo 
alien butt all over the walls with extreme 
prejudice, Sir! 
HURTMANN: And the recruit would be 
right. Okay maggots, follow Joker's 
example and I'll make men of you yet! 

CUT TO: Montage sequence of 
training. We view the recruits from above 
as they work their way through mock-ups 
of colony bases. Occasional/y, stern-faced 
marine instructors dressed as aliens leap 
from air vents and clobber the recruits 
while they scour the rooms for credits, 
extra ammunition and keys. 

At the same time, we see the loser, 
recruit Pyle, in the Gauntlet simulator. He 

appears to be doing much the 
same thing, only he's dressed Hurtmann walks on, pausing 

only to savagely smash one 
of the recruits in the face to 
add gravity to his 
forthcoming statements. 
HURTMANN: Alright you 
WORMS! I'm here to turn 
you lot into space marines. 
As you stand here in the 
uniform of my beloved corps, 
you may think you are rM rines, 

up as a barbarian, walks 
slower and the graphics 
aren't as good. Pyle is not 
at al/ happy with his 
current situation. 

CUT TO: Graduation 
day. Hurtmann is finishing 

reading off the placements. 

liThe most 
ridiculous 

first level a 
game has 

everseen" HURTMANN: ... Ortega, Alien 
Breed, Joker, Alien Breed '92 

(well done, kid) and Pyle, Alien Breed. but think again . You are worms: no, 
you are dirt-encrusted bubblegum on the 
sneakers of worms. You are filth . You are 
matted crud. Do I make myself clear? 
RECRUITS (QUIETL-Y) : Errm, yes Sir. 
HURTMANN: Whai the hen was that? 
Sound off like you've got a pair! 
RECRUITS: SiR! YES SIR! 
HURTMANN: You boy! You're walking 
down a deserted colony corridor and a 
slimy disease-ridden alien lurches towards 
you. What the HELL DO YOU DO, BOY? 
RECRUIT PYLE: Sir! me recruit would 
engage said hostile alien in hand-to-hancl 
combat techniques, Sir! 
HURTMANN: Hand-to-hand combat? 
What is this, the stone age? There's only 
one place for scum like you who think that 
wandering aroUnd mazes and picking 
things up should be accompanied by HTH 
combat. Report for Gauntlet duties now. 
You boy, answer the question! 

Looks like you managed it, huh? 
Everyone turns to look at Pyle, who's 

standing with a mad look in his eyes and a 
fearsome amount of weaponry. It seems 
he's been hoarding credits and sneaked 
out to the nearest Intex computer console, 
where he's bought everything he could 
afford. Hurtmann goes down in a blaze of 
machine gun fire and then Pyle turns the 
gun on himself. 
EVERYONE: NO!!!! 

Pyle shoots himself with a triple 
laser, flamethrower, and bouncy laser. II is 
not pretty. Silence. 
EVERYONE: Oh well, better get on with 
the review then. 

CUT TO: Alien Breed '92. The 
corridors look the same as the training 
base, but this time, the ammo's live. The 
marines split off in pairs and wander the 
bases, shooting up aliens, slamming fire 



doors shut and running in blind panic for 
the exit when ever the lights go to red and 
the foxy-voiced woman informs you that 
the level's going to blow up. 
CORPORAL JOKER: It was hard going 
and I lost a lot of good friends. Okay, so 
the corridors weren't wide enough for both 
of us to fire at the same time, okay it was 
easy to get lost, okay so it looked like the 
movie Aliens, but I loved it, damn it! For 
nearly a year, we waddled along with our 
slightly unconvincing walks as the punters 
demanded more, more, MORE! We may, 
as Pyle discovered, have just been a 
reworking of the '80s dungeon bash 
Gauntlet, but the public loved us , and 
when I got recalled, I wasn 't too surprised. 

CROSS FADE TO: Alien Breed 2. 
Joker opens the dropship door and squints 
at the AGA graphics in front of him. 
They're incredibly colourful and detailed, 
and he seems pleased that he's opted to 
go for the A 1200 version. 
JOKER: Okay, partner,lock and load! 

Two figures run into the most 
ridiculous first level a game has ever seen. 
Automated helicopters blast the ground as 
meteors smash into them, and evading 
these fast-movers is complicated by the 
players bumping into each other. It's a 
pointless exercise in reactions and picking 
up ammo that the game could do without. 

ALIEN BREED 2 

Rccedlns and bleedlns sum. are 
.IsM 0' vitamin and ulclum deficiency In your diet. 

TIl_ Intu computer Is 
your friend, and sen. you nk_ thins" 

Bleeding and battered they eventually 
reach the compound. 
PRIVATE ALIEN: Blimey, Joker, not a 
promising start to such an eagerly-awaited 
and popular game. 
CORPORAL JOKER: Roger that, Alien, 
let's hope it gets a little easier and more 
enjoyable from now on. 

CUT TO: Inside civilian quarters. It's 
more enjoyable, but easier? The details of 
the base are impressive, but so are the 
enemy. Thousands of them swarm around 
the base, some of them firing, others 
disguised as furniture. Pausing for a 
moment, the team are shocked to see a 
remote gun turret appear. It's non-stop 
and relentlessly hard, with the boys taking 
damage due to the sheer volume of aliens. 
PRIVATE ALIEN: Man oh man, this is 

hard, this is tough. 
CORPORAL JOKER: Yeah, but so are we. 
Let's log onto this Intex computer and 
check it out. 
PRIVATE ALIEN: Hey, not bad. Not only 
can we now buy things like homing 
missiles and grenade launchers, but 
there's also different versions of each gun, 
so if we're skint we can buy a lower­
powered version. 
CORPORAL JOKER: It's certainly the only 
thing that's keeping us alive. That and the 
fact you start off with a triple laser and I've 
got this groovy little map. And the 
woman's still got that smoochy voice. Now 
leI's kick derriere. 

FADE TO: Three weeks later. Private 
Alien's providing covering fire as Joker 
radios in a situation report. 
CORPORAL JOKER: We've been taking 
lots of casualties due to a lack of co­
ordination in the two player mode, the 
hidden aliens only reveal themselves 
when you're right next to them and there 
are too many gun turrets, but I can't help 
having a good time. Relentless, one-track 
blasting it may be, stupidly hard from the 
word go it most certainly is, but I'm sticking 
with it. Now then, let's Rock!!! 

The screen dissolves in a blur of 
gunfire, alien fangs and explosions. 
• CAM WINSTANLEY 
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GAME REVIEWS CYBERPUNKS 
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Publisher: Core 
Authors: Mutation 
Price: £25.99 
Release: November 

T
he problem faced by any good 
idea is that it can't be 
copyrighted, made secular, or 
specific to anyone group. That's 

what's happened with the 'cyberpunk' 
brand name. It captured the public 
imagination. Before you could say William 
Gibson, Bruce Ster1ing or Neuromancer, a 
marketable commodity, worth ringing the 
last affected fetishistic, industrial-techno 
penny out of, was born. 

Inevitably, we ended up with the die­
hards crying "No. no, we're the 
cyberpunks, the rest of you are only 
playing at ,it." The image, excitement and 
cult ish ness fades and dies, and only the 
sad unimaginative mass-market consumer 
types out there remain happy with the 
cyberpunk association. 

So anyway, after the stern talking to 
we received from Colin The Publisher last 
month about extraneous expurgations in 
our reviews, we'll start discussing this 
new game from Core: Cyberpunks. 

It's one of those run-around-a-huge­
maze-killing-things-and-collecting-things­
and-remembering-things-while-trying-to­
reach-an-exit-before-the-time-runs-out, er, 
things. In fact there's a whole load of 
thingy things going on. It's likeable but 
not loveable. And, er, that's it. (You're 
explosively combusted, Steve. - Ed) 

Okay, okay, I'm sure there's 
more to be said that's interesting 
about Cyberpunks, but it really is 
starting off at a disadvantage by 
calling itself that name. The main 
protagonist hero types - Raa, Gee 
and Bee - are nauseatingly cute little 
cartoon characters. They bear more 
than a passing resemblance to the 
infamous miniscule American cartoon 
character 'Space Boy'. Their bipedal 
motion resembles the infamous Dave 
Green full-of-life schoolboy walk. 
Except for the fact that Raa, Gee and Bee 
run faster than Dave has ever moved 
in his life. Perhaps they are related. 
(Back to the review, please. - Dave) 

Our terrible trio are a clean-up 
crew in space. A sort of 'Alien Busters' 
(who you're gonna call). The whole 
game consists of five missions. 
Translated into gaming speak, this 
means that there are five huge levels, 
each with sub-levels in them, which 
have to be dealt with, punished and 
pacified in turn. 

This is no mean feat considering 
that much of the space complexes are 
guarded by an assortment of aliens, 
robots, monsters and the like. Travel 
between the sub-decks (levels) is by 

Imagine a sort of bizarre c,ross between Rodland and Alien 



Breed. Only not quite as good as either of them, sadly. 

lift. Travel around anyone deck is by foot 
or teleport. All' of this can be rather 
disorientating. Luckily, there are several 
fiendishly helpfull devices that you can call 
on for help. For the purpose of navigation, 
you basically have to have a good 
memory, but Ihere is a cop-out option 
whereby you can 'log on' (Er, shouldn't 
that be Jack in '? - Conscientious Cyber­
Ed) to one of the several terminals 

randomly dotted around the 

space complexes. To log on, 
you've got to have a disk. 
There are four different 
colours of disk. 
Depending on the colour 
of your disk, you will be 
allowed access to 
several options, each of 
which is helpful in an, er, 
helpful way. The blue disk 
lets you view the deck 

blueprints. This brings things back 
inlo perspective when you 
start losing your temper on 
discovering that you've just 
entered a particular room 
for the fifth time. 

Presumably, the 
inspiration for the name of 
the game came from the 
option to log on to computer 
terminals. Part of the log on 
text sequence has the line 
'Welcome to the Matrix series 
1000 CPU". Everybody knows 

that a proper cyberpunk 
matrix looks something like 
"Lines of light ranged in the 
non-space of the mind, 
clusters and constellations 
of data. Like city lights 
receding ... ". So why ,is the 
visualisation of 'jacking-in' 
a boring old tele-type 
printout which you can't 
even jump out of by 
pressing the fire button? 
Tedium in extremis. 
Allhough it may seem 
like a trivial point, the 
game-playing process 

shouldn't be interrupted in 
full flow by such an 
insignificant (and 
unavoidable) mechanism. 

Aside from the 
criticism, this part of the 
game is strategic and a 
must for successful 

completion of any level. So 
far, I've only discussed one 

disk colour. Red disks allow you 
to access the Holographic Generator. 

This ingenious invention lets you choose 
from a list of power-ups. The most useful 
will depend on your current situation. The 
options are: Force Field Key Circuit, Full 
Energy Pack, Party Shield Orb, Time 
Distortion Cube, Smart Bomb Unit and 
Auto Sentry Pack. In fact, apart from the 
extra weapons, these are basically all the 
power-ups that you're likely to come 
across in the game. 

I'll not talk about each one - after all , 
some of them are self-explanatory. The 
Time Distortion Cube lets you stop your 
1,000 second clock by about 15 seconds. 
II doesrn 't sound like much, but a few of 
these can make the difference between 
completing the level and having to start 
all over again. 

The Auto Sentry Gun is an 
idea borrowed from Aliens: 
Special Edition (the movie) and 
Hired Guns (the game). II doesn't last 
forever, but it will kill anything that tries 
to creep up behind you. And that 
brings us quite nicely along to the 
control system. 

The control system is rather 
confused. It has some nice little touches 
and some thoughtless ones. Your three 
little men follow each other in a line. If you 
choose to turn round sharply with your 
leader (Raa), the other two follow in his 
exact footsteps. This is handy when, say, 
the inventory of one of the characters is 
full but you've got a power-up you want to 
pick up. So long as you walk over it with 
Raa, it will get picked up (assuming you've 
got a spare slot with at least one of the 
other characters). 

The irritating aspect of this 'follow the 
leader' hierarchy comes to light when you 
try to get away from an alien with a quick 
lBO-degree about-turn. The guys at the 
back just about always get hit and can 
take quite a bit of damage. 

The particularly nice touch is the 
ability to have your men fire in 
independent directions from each other. 
This is selected from the same little panel 
as the inventory display. Either 'free' or 
'lock' gets them positioned as you want. 

So while winding down, I'll discuss 
the game's gestalt (wholeness) factor. It's 

relatively well put 
together. It's a 

comparatively simple, 
not-too-exciting explore-a-maze-and-find­
the-keys-for-access-to-closed-doors 
theme. The soundtrack adds a bit of 
atmosphere - it's spunky and Ilively and 
can draw you in in less lucid moments. 

So there it is. Cyberpunks will appeal 
to the ideologically bereft and those 
people unchallenged with imagination. 
Considering that it comes on only one disk 
and doesn't offer anythirng significantly 
different from a similar ZX Spectrum or 
C64 game, I would consider it a tad 
overpriced for the market lit is aimed at. 
The best description for it would be "Hired 
Guns for ten year-olds". 
• STEVE McGILL 

THE BOTTOM LINE 
There's no difference 
thai I could spot 
between the two 

versions. But the sneaky parallax 
scrolling still looks nice on both. 

" o 
::E 
m 
II 

C 
m 
(") 

m 
3: 
III 
m 
II 

ID 
ID 
Col 

AP 



a: 
w 
m 
:E 
w 
u 
w 
o 

a: 
w 
:: 
o 
Q. 

SEEK AND DESTROY 

Publisher: Vision 
Software 
Authors: In house 
Price: TBA 
Release: TBA 

A 
!tention! You have just entered 
a non-protected review area! 
YOl!Jr full co-operation is 
required by military law! 

You've got to handl it to the American 
Defence Machine. They are the leaders in 
design, development, production, 
maintenance, upgrade, refurbishment and 
support. For every military encounter, 
whether it be global conflict, local 
skirmishes, South American drug-runners 
or plain old Somalian rebels, they've got a 
fast tactical response piece of combat 
hardware specifically designed for the job. 

"So what! Big deal!" and: other 
proclamations of disinterest you may be 
thinking. What's this got to do with me? 
Well, seeing as the average age of combat 
military personnel in Vietnam was only Ni­
Ni-ni-ni-ni-nineteen and the average age 
of an AMIGA POWER reader is So-so-so­
so-so-somewhere near that, it seems quite 

logistical for you folks to 
be interested in Seek 
And Des/roy. 

Your mission is to pilot an Apache 
Helicopter in a Nintendo Mode 7 circular 
motion simulation exercise, with each 
mission becoming progressively more 
difficult. So difficult in fact that game­
hardened psychopathic types who 
complete civilian games quicker than it 
takes to pull on a pair of cellophane 
fatigues, will start smiling knowingly. 

The principles of war do not change. 
The commander who employs surprise, 
manoeuvre, mass and economy of force 
faster and smarter will dominate his 
enemy. And you can't get more 
economical, faster, more forceful or faster 
than a battle helicopter. In short, you've 
got to: See First, Shoot First and Survive. 
That's where your first advantage lies. 

The Apache helicopter was built for 
the fast lane. Smart, flexible and proven in 
the field . The only attack helicopter to be 
called "the workhorse of low-level high­
payoff hovering aviation". The rotor-blade­
to-air horsepower-to-weight ratio is 
excellent for those spin-round 'overkill' 
shoot-and-slaughter manoeuvres. For 
today, tomorrow 
and the next 

missior] on disk, the Apache is all' you' 
have and all you need for the role of 
'fighter/attack' neutraliser of enemy 
combat systems; buildings, armour, rocket 
launchers and anything else that moves. 

In order to fulfil the first principle (See 
First, Shoot first and Survive, generally 

It's this month's obligatory helicopter game! It's 
viewed from above, it scrolls in every direction, 
and, just for a change, n features the Apache! 

referred to as SFSFS or Esseffesseflas) 
your Apache is equipped with a DAV 
(probably an Electronics Space Corps 
DAV product) Warning and Surveillance 
System. This neat 360-degree coverage 
compact module enables you to detect, 
classify and identify air threats and grournd 



targets. Not only that, it locates hostile 
helicopters at safe distances. It works in all 
weathers and over most forms of terrain. 
Although the game doesn't have 
any weather as such, which is a 
shame really. It's set in a desert, 
snow, water and jungle terrain , 
randomly scattered with Charl ie. No no, 
sorry, I mean, 'hostiles'. 

The first mission is relatively easy. 
You always set out from a home base 
helicopter pad to the cheerful pseudo­
authentic tones of an Australian·American 
accent: "Apache One you are clear for 
take-off." You will, however, find yourself 
suffering from termination fatigue until 
you're competent enough with the control 
system. Top Tip: as soon as you can 
complete Mission One using only the 
chain gun and without suffering any 
damage, then you're well on the 
way to successful Apache-ing. 

Now thatI've 
mentioned the chain gun, it 
seems like a good time to 
discuss the weapons 
systems you have at your 
disposal. There are six in 
all and you select them 
using the function keys. 

With the exception of 
the first two systems, we'll go 
through them in sequence. The most 
useful of the systems and the one you 'll 
use most often is the FFAR (Fire & Forget 
Air Rocket). You generally only have 500 
munds to play with on each mission, so it 
pays to be economical. The beauty of 
tlnese missiles is their ability to hit ground 
targets and air targets, Their damage 
coverage is pretty wide, anyone or 
anything in a relatively broad area is 
fatally compromised, 

The Chain gun is the only weapon 
system that offers a Ilimitiess number of 
rounds. Use it against personnel and 
buildings only, It can neutralise self· 

propelled anti-aircraft guns, but this 
usually involves hanging about in the air 
too long for comfort, 

Air-te-air ,intercept missiles. This 
system automatically tracks hostile aircraft 
and a hit is virtually guaranteed once you 
fire. Notice that I said a hit is almost 
guaranteed. Not a kill , For this reason, and 
th is reason alone, it is often more 
preferable to shoot enemy helicopters 
down using the FFARs. 

Air-to-ground. These can be 
great fun assuming the 

tracking system chooses 
the target you intended. 
There is nothing more 
annoying than your sight 
alighting on a hangar or 
a building when there are 
anti-aircraft systems on 

the ground. It's usually best 
to take out all of the anti­

aircraft missiles and mop up the 
loose buildings with the chain gun. 
Air Strike. These are incredibly 

useful when you come up against a clump 
of highly armoured attack vehicles. Call up 
an air strike and see everything in a small 
area disappear. I'll break ranks at this 
point and mention the game's sound. The 
sample used for the air strike is particularly 
poignant; a high velocity roar of power, 
death and destruction. You almost feel 
sorry for your silicon pixellised enemies, 

Napalm. Ah, II love the smell of 
napalm in the morning. Now you can use it 
on whoever or whatever you want. This is 
the sort of thing we want in games - much 

more reference to 
and, what the heck, 
use of a weapon 
that sticks as it fries 

SEEK AND DESTROY 

So that's the weapons systems dealt 
with . They are just about your only help in 
a hostile world. Use them wisely and you 
will be rewarded. 

Fuel and shields can be replenished 
with the icons that appear when you 
destroy buildings although, annoyingly, 
you have to land on them to do this (the 
weapon replenishment icons only have to 
be flown over). The game is difficult 
enough without this adding to the torture. 
There is nothing worse than being down to 
your last segment of shield, trying to land 
on the shield icon and ending up being 
shot by a hostile, 

So now that we've got here in one 
piece, it's time to summarise in a hundred 

or so words. 

Because of its theme, it's always 
going to be compared to Desert Strike 
which ... it's not as good as. It doesn't have 
the depth or the atmosphere, The graphics 
are functional and could be more exciting, 
The sound is nice, although the sample 
quality could be better. The gameplay is 
difficult - it's not a game you can just 
cruise through. Having struggled with it for 
nigh on a week, I can only conclude that 
game champions and determined people 
are going to love it. The enemy really are 
as hard and resolute as you, 

In a sentence, Seek And Destroy 
isn't going to explode onto the game 
scene with any great impact but it will 
hover about and make slow advances. 

• STEVE McGILL 
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BRUTAL SPORTS FOOTBALL 

Just remember, kids - it's really the taking part that 
counts, and not who wins or loses their life in the process. 

Game: Brutal Sports 
Football 
Publisher: Millennium 
Authors: Teque 
Price: £25.99 
Release: Out now 

N 
on·specific bestial violence in 
an orgiastic miasma of 
bloodletting and pain infliction. 
What do you think we could be 

talking about? Israeli foreign policy? The 
Waco Texas experience? Anti ·nazi protest 
demonstrations in Millwall? Boris Yeltsin's 
political strategy? 

Surprisingly, the answer is none of 
the above. We're talking about Brutal 
Sports Football. A simple old computer 
game which by its fun nature encourages 
two people to get together and play 
against each other competitively. 

The game concerns two sets of 
teams who play on a pitch of horror, death 
and carnage. Your children control them. 
Decapitation is actively encouraged, as is 
stomping and inflicting harm on your 
opponent when he's down. No wonder 
we're breeding a nation of monsters, 
So let's play - Brutal Sports Football! 

First Down: the game consists of two 
teams of bestial monsters battling 

against each other. The 
point of the game, 
surprisingly enough, is to 
score more goals than your 

opponent. 
Second Down: 

the pitch scrolls 
from left to right, 
side to side, much 



like Manchester United In Europe, say. 
The scrolling is incredibly smooth and the 
pitch is fairly sizeable; about three or four 
screens wide. 

Third Down: animation of the team is 
excellent; from the way they arch their 
backs when jumping in the air to catch a 
ball to the way they assault their 
opponents so viciously. 

Fourth Down: your opponents are 
numerous, have snazzy team names and 
are out to beat you in more ways than one. 

Touch Down: Gallows humour 
permeates the whole game. The violence 
is not so much horrific as horrifically funny, 
even when the laughter wears off after 
having played the game for a while. 

Maybe that's whetted your appetite 
for more head-exploding detail. It's really 
hard to write about Brutal Sports without 
starting to rant in an insane bloodclustingly 
insatiable kind of a manner. At first it looks 
simple, but there's so much to it which isn't 
obvious from the first couple of plays. 

Let's start with the semi-
mundane things like control 
systems which, if they aren't 
well-adhered to, suddenly 
become very annoyingly 
important. Brutal 
Sports has an 
intuitive feel 
to it; whether 
kicking, 
passing , 

BRUTAL SPORTS FOOTBALL 

stomping or decapitating. There are three 
types of match play. The League, the 
Knockout and the Unfriendly. Depending 
on the number of friends you've got, the 
Knockout can cater for up to eight human 
players. All of the teams in the knockout 
section are of the same type 01 humanoid 
as your own team, the only distinguishing 
characteristics they have to set them apart 
being a different colour of strip. 

There are four leagues. Naturally 
enough, you start in the fourth. This is the 
first time you will come up against the 
disgustingly horrible bestial competitors; 
the Pit Fiends. These monsters from the 
spawning pits of hell are tough. Their 
tackle is particularly effective and vicious 
compared to the more humanoid 
opponents you 've faced so far. The 
unsettling aspect of all this is that there are 
more unwholesome monsters to be faced, 
each type progressively bigger, harder and 
cleverer than the last. 

The Unfriendly game (see the 
humour sneaking in again? My sides 

still hurt.) lets you pit yourself against 
any of the available humanoid teams. 

The game itself is 
a transcendentally 

REM sleep-
disturbing 
nightmare to 
play in a 
thoroughly 
enjoyable 

kind of a 
way. There are 

several different 
moves and 
strategies that can 
be employed. The 
basic idea being 
to get a hold of the 
ball and run 

opponent's goal. 
Unless you've 
managed to get a 
hold of the jack rabbit 
power-up (lets you run 
very fast), it's unlikely that 
you'll manage to get much 
further than a couple of yards. You can 
choose one of two basic moves; kick the 
ball way up the field or American Football 
pass directly to one of your team mates. 

Now Ihat doesn't sound particularly 
exciting', but consider all the bolt-ons. The 
ability to harmfully tackle , smash your 
opponents in the face, decapitate them 
(You're quite taken with this decapitation 
notion, aren't you? - Ed) , stomp on them 
to reduce their overall vitality and generally 
be rewarded for all out aggression is 
fantastic. The violence is demented, 
intoxicating and excessive (blood spurts 
and all) but it 's never quite as mindless as 
it is strategic and humourous. The ability 
to decapitate can become a vital part of 
your overall strategy. It's best to take out 
the player who stands in as the 
goalkeeper. Then from centre, kick the ball 
full whack. Use your other players who are 
standing near the goal to pre-emptively 
take out any opponent who may get near 
the ball . The ball will trickle over the line 
for a very cheeky goal. Lovely stuff eh? 

And there's more, loads more. 
Power-ups are more 'help than hindrance; 
tortoise (go-slow hindrance), jack rabbits 
(speed), bombs (blow up your opponent), 
shields (harder to be tackled), swords 
(easier damage infliction). 

By this time, you'll have guessed that 
'love' is not strong enough an adjective for 
my feelings toward this game (Or, indeed, 
an adjective at all. - Ed) . I've thought 
about this hard, and I've thought about this 
long. Brutal Sports reminds me of a side­
view version of Speedball 2. When I first 

played the demo, I 
thought "Hmmm, 

nice try but no 
elastoplast." But now 

I've got to conclude that 
it at least matches 

Speedball 2 for fun , excitement 
and playability, and when it comes to 
humour and violent content, it kicks the 
Bitmaps game into touch. 

It's hard when a personal icon gets 
shattered, but the brute force of Brutal 
Sports Football has forced its way, with all 
the subtlety of an Ice-T lyric, into my 
personal Top Ten. 
• STEVE McGILL 
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GAME REVIEW'S THE SETTLERS 
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Publisher: Kompart 
Authors: Blue Byte 
Price: £34.99 
Release: December 

Warning, warning, you are about 
to read a review about a 

_ strategy game. If you are 
offended by words such as 'thoughtful', 'in­
depth', 'economic simulation', 'long-term 
progression', or whatever, then CLOSE 
THE MAGAZINE NOW. This is not, repeat 
not, a cutesy platform game. 

Right then, that should have got rid 
of all those who are never ever going to be 
into a game that takes several hours to 
play, so I guess all of you that have made 
it thus far are potential buyers. There are 
lots of games that The Settlers reminds 
me of, as it looks like Populous, plays a bit 
like Sim City, and the way that the 
characters look so terrible in screenshots 
but come to life when you see them 
moving around their domain is reminiscent 
of Lemmings. Yup, The Settlers is like lots 
of things, but still manages to be a unique 
game, which is truly a rare and satisfying 
thing to see these days. 

The idea of the game is to take over 
the entire land, which not only involves 
building up your own little stable economy, 
but also kicking your enemies off their turf, 
like you do in Populous. Conquering in 
Populous was a messy affair that involved 
burning, drowning or just plain hacking up 
your enemies but things just aren't that 
nasty in The Settlers. The tone of the 

In tile splil·screen two-plilyer lIIOde, you CIIn eilMr 
plily togelher and _rk oa bulldl ,up Ihe .. me 
klnpom, or be eumla, balllln, a,alnst each other 
a. well a. two compute,-co trolled plllYen. 

game is set by a cartoony intro sequence 
which shows a fat knight on a roly-poly 
pony wandering through a happy little 
village, and after that it would seem almost 
sacrilegious to portray violence. The fact is 
tl;)at no-one gets killed in the game, 
vanquished settlers wander home, and 
battling knights just get their armour 
dented. I suppose it makes a change after 
the carnage of games like Syndicate. 

To start a kingdom, you've first got to 
place your castle somewhere in the land, 
which in itself is a skill. The ideal spot 
would be one that's near a lake for fishing, 
near some mountains for mining, next to 
some trees for building materials and is 
flat e~ough to allow lots of space for 
building, but it's always a compromise, 
The castle acts as the seed for your 
kingdom, with enough settlers, food -+ 
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and building materials to get started, and 
markers showing your territory boundary. 

To build something you just click on 
a spot, and then click on the building of 
your choice. This lays the foundations, but 
nothing happens until you link the building 
site up to the castle with a path, at which 
point lots of little guys pour out of the 
castle. There are 25 different settlers in 
,the game, so first you'll see a joiner 
heading out, who'll then be met by a 
construction worker carrying wood. You 
then have to busy yourself doing other 
tasks as the wooden framework gets 
erected and the house is built in real time. 

It isn't hard to stay busy , as you've 
got to plan your entire civilisation. Farms 
need to be built to produce grain and 
livestock, windmills and bakers produce 
the bread and even butchers are needed 
to prepare meat. Come to think about it, 
the little oinky piggies are the only victims 
in this entire game. While you're feeding 
your workers, it's a good idea to keep 
them busy, so you 've got to make sure 
there's enough basic building materials to 
go around - you also need iron and gold 
to produce tools andi weapons. 

All this sounds horribly complicated, 
and I suppose it is, but the beauty of the 
game is that the data's all supplied in all 
manner of brilliantly simple ways. 

pillaging and squabbling 
starts, with knights 
bashing each other in, and 
the winner grabbing alltl1e 
resources of the loser. But 
no one gets hurt, remember. 

The process of building 
your domain is fascinating, simply 
because of the attention to detail. You 
actually see the crops grow in the fields 
and the farmers harvest it, and the paths 
are constantly filled with people delivering 
goods, waving at each other and walking 
,to work. This attention spreads over to the 

sound effects, which vary 
depending on what's on the The flow of goods through the 

manufacturing processes is 
displayed with a series of 
dials, so if the baker isn't 
getting enough flour to 
make bread, his dial will 
be in the red, and if the 
builders are getting too 
much wood, their dial will 
go green. So, you can 

screen. If you 're in the 
middle of your land, the air 
is filled with grunting pigs, 
the hammering of 
construction, the sawing 
01 trees and so on, but if 
you move to some woods 

"Data's 
supplied in 
brilliantly 

simple 
ways" all you hear is birdies 

tweeting. The barren deserts 
(which are pretty impassable, 

and therefore good defences) echo to 
eerie wind noises while the lakes splish 
and splash gently. It's all quite beautiful. 

optimise the growth 01 your 
settlement by building more farms for 
the grain, and diverting the surplus wood 
to build boats for the fishermen. 

Obviously, you're going to run out of 
land sooner or later, so your other task is 
to expand your frontier, which you do by 
building guard towers at the edge of your 
territory. When you finally share a border 
with any of your enemies, then the 

I found it extremely hard to fault any 
of this, but before you rush off and buy it, 
there is one factor that's worth taking into 
account, and it's not really a criticism, 
more of a comment. Tlhe size of the 
playing area changes depending on your 

choice and also the capabilities of the 
machine. On an Alo200, for example, you 
can have a playing area made up of 600 
screens with up to 32,000 settlers 
wandering about, whereas the standard 
Amiga can only cope with 150 screens 
and 8,000 settlers, which is still enough. 

The thing is, the bigger the area gets, 
the longer it takes to conquer. A mid-sized 
level can take anything- up to six hours to 
take over, so for a full -sized A1200 map. 
you're looking at double that time, at least. 
Now seeing as I once tOok seven hours to 
win a battle in Dune 2, this length of time 
doesn't bother me, and as the game 
reminds you to save every 30 minutes, 
you'd have to be a real dead-head to play 
for hours and then have your Amiga crash 
on you. Admittedly, there are times when 
you're glad there's an 'accelerate time' 

option, but most of the time it's 
entertaining just to watch everyone go 
about their business, while you do 
something else. I think that it's excellent, 
but I'll also admit that it's a bit of a 
specialist taste. However, fans of A-Train, 
Populous and Sim City should head to the 
shops this instant. 
• CAM WINSTANLEY 
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Amiga 
companion. 
Price: £9.95 
Order code: 
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Amiga 1200 Packs 
• 32-bit 68020 Full power 
• On site warranty 
• Two Python joysticks 
• Free Paint package software 
• Mouse mat 

• A I 200 Standalone 
• AI200 with 20 MB 
• A I 200 with 40MB 
• A I 200 with 60MB 
• A 1200 with 80MB 
• A 1200 with 120MB 
• AI200 with 200MB 

E274 
E3S4 
E399 
E424 
E439 
E509 
E599 

Amiga 4000 Packs 
• AGA Chip set 
• 68030/40 processor 
• Co-pro option 
• 2MB/4MB RAM 
• A4000 030 with 80MB HD & 2MB £899 
• A4000 030 with 80MB HD & 4MB £999 
• A4000 030 with 120MB HD & 4MB £1069 
• A4000 040 with 120MB HD & 6MB £1999 

A 1200 Dynam ite pack 

Simply add to pack price £ 4 5 
CD32 £284 

A 1200/ A600 Hard Drives Amiga SOO Hard Drives Monitors I SVGA IMultis nc Monitors 

• Easy to install upgrade kits 
• Full instrudions and cables where necessary 

High Quality GVP Hard Drives 
ASOO A1S00 • Philips 8833 MKII Monitor £189 

• 14"/20"Super high resolution colour display 

I · Professional IBM compatibil ity 
• All drives supplied with formatt ing £382 • Complete with cable instructions and software 
• Free fitt ing available - phone for details 
• 20MB HD Upgrade Ki[ 

120MB 
500MB 

£85 1GB 

£429 
£989 

£1189 
£942 • Commodore 1084s 

£1142 
£174 • Full UK warranty 

• Tilt & swivel stand 
• 40MB HD Upgrade Kit 
• 60MB HD Upgrade Ki[ 
• BOMB HD Upgrade Kit 
• 120MB HD Upgrade Ki[ 
• 200MB HD Upgrade Ki[ 

£135 
£ 154 Internal Hard Drives for A500 
£ I 69 • Easy to install - Full instructions 
£249 • ICD technology 
£329 

A 12001 A600 Memory Upgrades • Pro Internal 20MB hard drive E 175 
• Pro Internal 40MB hard drive E245 

• When purchasing with 

an Amiga deduct £10 from above 

pricing 

• A 1200 SVGA Monitor (Displays high 
productivity modes) £228 

• A 1200 SVGA+ Monitor (Medium resolu 
tion, displays all modes high and low) £274 

~~:~ • Dust cover for the above £5 • A 1200 pc 1204 4MB + clock (Co-pro option! £ 198 • Pro Internal 80MB hard drive 

: :;~~~~ ~~~ ~~~~~;:~~;;: ;~~ ~: ~~ • Pro Internal 120MB hard driv 

• A 1200 SVGA+ Monitor (High resolution, 
displays all modes) £369 

• ProRam I MB A600 
• A I 200 Real Time Clock 

£37 • Pro Internal 200MB hard drive E455 
£17 

• A1200 SVGA plus 20" Monitor (Displays 
all modes ideal for DTP,CAD etc.) £1044 

Workstations Peripherals ~ - - Pro ROM Swapper 

• Ergonomically sound 
• Facilitates up to three external floppy 

drives 
• Made in the UK 
• Strong and robust 
• Aesthetically pleasing 
• Keep your desk neat and tidy 
• Supplied complete and assembled with 

free mouse mat 

• A500 Workstation £36 

• A600 Workstation £36 

• A 1200 Workstation £36 

Workstation Coverall dust covers £5 

disk box £5.99 
£13.99 

• Mouse mat £1.99 
• TDK high quality DSD (10) disks £9.99 
• Computer Mall DSD (10) disks £6 
• Jet Fighter joystick £13.99 
• Apache joystick £6.99 
• Python joystick £9.99 
• Zipstick joystick £14.99 
• Screen Beat speakers £29 
• Zi-Fy speakers £39 
• A500/A600/A 1200 Dust covers £4.99 
• A500 Modulator £36 
• Mini Office package £54.99 
• Supra 2400 Modem £89 
• Supra Fax Plus Modem £148 
• Supra v.32 BIS Fax Modem £358 

• Allows image processing in a useful and • Swap between Kickstart chips 

unique fashion • Fits A500, A500+, A600,A 1500 
• Comes complete with operation manual 

• One of the fastest growing applications 

for home and professional users 

• High specification coupled with cost 

effective pricing 

• Power Hand Scanner 
• 64 greyscales 100-400 DPI 

• Thru ' port to printer 

• Auto swapping via keyboard control 

• Flexible cable allows the swapper to 

work in conjunction with 

accellerators etc. 

• Simple to fit - full instructions 

• Pro ROM Swapper £18 

• Fully compatible with Delux Paint 4, etc. • Pro ROM Swapper + 1.3ROM £37 

• Advanced software 

• Power Hand Scanner v3 .0 

• Power Hand Scanner Colour 

• Pro ROM Swapper + 2.04ROM£40 
£96 

£229 • Workbench 2 .04 plus manuals£49 
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Pro Agnus 2MB 
• Provides a ful l 2MB of Chip Memory for the 
Amiga 500 and A 1500/2000 • Designed and 
bu ilt in England. Supplied with 8375 Obese 
Agnus • Includes 2Mb Memory on board in 
the form of low power Zips. Allows the pro­
cessing of elaborate animation and sound 
sampling. Provides the same max. ch ipmem­
ory as the A3000/A600 &500+ • Increases 
add ressab le memory space from 9MB to 
10MS • Complete with full instructions and 
flying leads. Sntish made 

• Pro Agnus 2MB £139 
(Free fitting available - Phone for details) 

A500 Memory Expansions 
A500 Pro-RAM 0.5 Meg. Upgrade 
• Allows 1 MB software to run 
• Chip memory compatible 
• British made 

• Without clock 
·With clock 

A500 Pro-RAM 1.5 Meg Upgrade 

£16 
£19 

• Gives a full 2MB of memory £74 

A500+ 1MB Meg Upgrade £29.95 

High Current Power Supply Cumana 3.5" External Drive Printers Chips a-rid Spare-s-

• Allows the addition of peripherals 
without damage to computer or power 
supply 

• Why risk damaging your expensive kit 
when one simple investment will ensure 
total peace of mind now and for the 
future 

• Switch mode design 
• Full crow bar projection 

• British made 

• A600 Power supply unit 

• ASOO Power supply unit 

• AS90 Power supply unit 

• A 1200 Power supply unit 

• A2000 Power supply uni t 

£44.95 
£44.95 
£44.95 
£54.95 
£99.95 

• High Quality 
• Renowned and proven reliability 
• Top notch specification 
• Anti-click 
• Long moulded cable 
• Slimline design 
• High impact plastic 

• Cumana external drive 
• Cumana external drive 

+ 100 capacity disk box 
• Cumana external drive 

+ 100 disk box + 20 blank disks 
• ASOOI ASOO+ 

Internal replacement disk drive 

• High quality premium range of Amiga 
printers 

• Two year manufacturers warranty. 
• Complete wi th cable to Amiga 500 
• Citizen regi stered for Dealer plus service 

• Swift 1200+ £129 
(9 pin. 80 column. 144 CPS draft. 30 NLO. 4KDB Buffer; 

£59 • Swift 90 Colour £168 
(9 pin. 80 column. 216 CPS draft. 54 LO. 45dB qUiet model 

£62 • Swift 200 £186 
(24 pin. 80 column. 216 CPS draft. 72 LO. 43d8 quiel mode) 

£68 • Swift 240 Colour £259 
(24 pin. 80 column. 240 CPS draft. 80 LO. 43d8 qu,et model 

• Swift Pro Jet £299 
(80 column. 50 nozzle print. 360 CPS draft. 120 LO. HP 
emu!ation 8KB buffer, 3 fonts, vertuallazer quol ity) 

• WTS have sole distribution rights from 
Americas biggest Commodore chip 
distributor 

• Workbench 2.04 Kit £78 
(Includes m.1nuals. clisks & chipl 

• Kickstart 2.04 £24 
• Kickstart 1.3 £29 
• Kickstart ROM Swapper £ 1 8 
ISw~p tJe\\.veen i<JckstanS) 

• Fatter Agnus 8372 £29 
• Obese Agnus 837 5 £39 
• High Res Denise £24 
• I MB x 9 Simms (3 Chip) £29 
• I MB x 4 Zips £ 1 4 
• 8520 CII\ £9 
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Credit Card ordering by phone is easy. Simply phone our sales hotline quoting your credit card number., expiry date, name and address and 

the products you wish to order and we'll do the rest. Alternatively write the above details on your letter when ordering by post. 

When ordering by post in cheque form please write your cheque card guarantee number on the reverse of the cheque and send along with 
your order. Postal Orders are also accepted. 

NO DELIVERY CHARGES TO UK MAINLAND. MINIMUM ORDER AMOUNT £15.00. 

Should you wish your order to be sent by courier service please add £5. This method includes Comprehensive insurance. 

WARRANTY: One year return to base (excluding chips). 
ONE YEAR EXTENDED WARRANTY: Available on all products (excluding chips) at 10% of purchase price when ordering. 

Head Office 
WTS Electronic Ltd 

Chaul End Lane 
Luton 

0582491949 

computer Mall Bedford 
No.16 Downstail'$ 
The Harpur Centre 

Bedford 
0234218228 

WHERE To FIND US! 

Computer Mall St. Neots 
No.6 

Priory Mall Shopping Centre 
St. Neots 

0480471117 

Computer Mall Hertford 
49 Railway St. 

Hertford 
0992503606 

computer Mall Dunstable 
84 High Street North 

Dunstable 
Bedfordshire 
0582475747 

All pl l( e~ Quoted or products stocked are subject to Slack ing levels and dvallabd.ty_ WTS cannot be held liable Of supply fetmbum"ment for force fTldjPUfl:". or Items, which ar(' out of !'tock due (Q demiJnd or tow steck at I ts suppliers \'",hlch may r~sult In 

delayed dcllVf'rY or non delivery. payment with order, pte<.J5e allow 28 dClys for delivery. ~"VTS res(>rvc the ngh! to am mend prices, revise packs, speCl f lCdtlOnS and or subslilutC' product w lhtout pr ior n011ce at any time w ithout liabil ity upon It self E & Of 

Seasonal Sale. Seasonal Sale. Seasonal Sale. Seasonal Sale. Seasonal Sale. Seasonal Sale. Seasonal Sale. Seasonal Sale. Seasonal Sale 
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For sale: Body Blows. Celtic Legends -
£15. Cabal. Addams Family. Lotus 2. Final 
Fight. Alien Breed '92. Man U Europe -
£7. Rainbow Islands. Pro-Tennis Tour. NZ 
Story - £6. Prince Of Persia - £5. 
Leo Cross 
0815491615 

For sale: Apidya £10. Chaos Engine 
£13, Flight Of The Intruder £1 0, Assassin 
£10, Prince Of Persia £5. World Class 
Leaderboald £5 . 
Pete Berry 
0925 727155 

For sale: Chaos Engine, Body Blows, 
Zool A 1200, Sensible Soccer '92/93, Putty 
£12 each. Project-X, Alien Breed '92£6 
each. All lor £60. 
William Robert. 
0204308874 

For sale: Boxed originals. Over 100 as 
new between £2 and £8. Includes Chaos 
Engine. Sensible '93, History Line, War In 
The Gulf etc. Phone lor luillisl. 
Gavin Rogers 
0322 669027 

For sale: Ten games including Chuck 
Rock 2 and SF2 and others £15 to £1 . 
James Goodson 
0785814581 

For sale: F1GP, Another World, Epic, 
Robocod, Lemmings, Harlequin, Monkey 
Island, Putty, First SamuraI, D-Generation, 
Parasol Stars. Hunter. £80 the 101. 
Ireo Ostacchini 
0716078247 

For sale: Syndicate, Gunship 2000- £15 
each. John Madden. Desert Strike, Wing 
Commander, PGA Golf, Assassin, 
Megamix, Jimmy White's Snooker, Space 
Crusade, Putty, Dune, Harlequin, Mega 10 
Mania, Their Finest Hour, Cruise For A 
Corpse, Crazy Cars 3 - £10 each. Chaos 
Engine, Silent Service 2- £12 each. 
Johnathan Clifford 
0815780112 

For sale: Monkey Island 2. FIGP. 
Lemmings 2 - £15 each. Street Fighter 2 -

£13. Harlequin, Fire And Ice, Oh No More 
Lemmings - £10 each. 
Thomas Ewing 
0803 294074 

For sale: Sleepwalker £10. Emlyn 
Hughes Int Soccer £4. Silent Service £2 . 
Neighbours, First Division Manager £4 
each. All boxed originals £20 the lot. 
Mark Welberry 
0205368022 

For sale: Indiana Jones And The Fate Of 
Atlantis. Lemmings £10. Deluxe Print £12. 
Andrew Hayes 
0232836613 

For sale: Populous 1 & 2, Utopia 1 & 2, 
Jimmy White's Snooker, Falcon 1 & 2, 
castles 2. £3-8 each or £60 the 101. 
RM Stevenson 
0602260118 

For sale: Boxed originals - Street 
Fighter 2, Space Crusade, World Series 
Cricket, Championship Manager, 
Populous 2, Sensible Soccer. £10 each or 
will swap. 
Ravl 
0234 346898 

HARD""ARE 
For sale: Amiga 1200, 80 meg hard 
drive, second disk drive. hundreds 01 
games. A bargain at £500. 
Tony Walker 
0796472000 

For sale: A600 with manuals, 18 games, 
joystick, £200 ono. 
Darren Grounds 
0642762108 

For sale: Sega Mega Drive, lour games, 
two controllers. All boxed £120 or will 
swap lor Amiga 600. 
Darren Sapsford 
0438 812965 after 5pm 

For sale: One meg A5oo, two joysticks, 
mouse, disk box, 10 blank disks, two lull 
price games, power supply, and TV 
modulator. £175. 
Thomas Ewing 
0803294074 

The Secret Garden - the world's 
first reader ads page to be made 
into a movie. Unfortunately, not 
the sort of movie we'd go to see, 
hence the inappropriate pictures. 

For sale: Philips 8833 Mk 2 colour 
monitor with leads £125 ono. Also 
Kindwolds 3 10r sale. 
Johnathan Colchester 
0206861191 

For sale: A500 Plus, two joysticks, two 
mice, two power packs and all other 
accessories. With software for only £200. 
Nick Daphu 
021 551 7394 between 4·9pm 

For sale: Action Replay Mark 2 lor sale. 
With box and instructions £50. 
Robert Penn 
0628 527138 

For sale: A500 with boxed meg upgrade. 
Street Fighter 2 boxed. Golden Axe, New 
Zealand Story, Bubble Bobble and 
Rainbow Islands. 
Johnathan Gibson 
0818882717 

For sale: Sega Game Gear with lour 
games and adaptors. All boxed. Perfect 
condition, £100. 
Ian William. 
0525402994 

For sale: One meg Amiga. Joysticks, 
mouse, TV tuner, utilities. 20-plus games, 
manuals. Boxed. £250 ono. 
Ben Crystal 
0407762764 

For .. Ie: Mega Drive with six boxed 
games. Sell lor only £220. 
Richard Kay 
0457870748 

For sale: Amiga 1500 lor sale. £200 
with software. 
ErIc Vermeulen 
0712352682 

For sale: Super Nintendo with 
Superscope and six shooting games. Also 
includes Super Tennis F-Zero and a carry 
case In excellent condition. Worth £300. 
Sell lor £125. 
Darren Price 
0244571360 

For sale: Three meg A500 and 210 meg 
hard drive. Excellent condition. 
Steve Dobson 
0708 763563 after 6pm 

For sale: A6oo, Colour Star LC200 
printer plus joystick and extension disk 
drive. Loadsa games and other extras. 
Sensible offers please. 
Johnathan Moorman 
0371856640 

For sale: One meg A500 with £250 
software (includes Desert Strike, Monkey 
2, Chaos Engine, Speedball 2), mouse 
and joystick £250 ono. 
Adam Whltter 
0815409090 

For sale: Mega Drive, six games, two 
controllers and a console stand - £165, or 
will swap for Amiga 600 with mouse etc. 
Paul Hines 
0268556979 

For sa .. : Mega Drive, six games, two 
controllers and a console stand - £165, or 
will swap for Amlga 600 with mouse etc. 
Paul Hines 
0268556979 

For .... : Amiga 600, two joysticks, One 
mouse, £600 worth of games - only £250. 
Simon Smith 
0816808443 

For sa .. : One meg 600 with mouse, 
joystick and 10 boxed games. Only £200. 
No offers. 
David Hobson 
0216240810 

Wanted: Lord Of The Rings, with or 
without book. Will pay reasonable price. 
Kate Nicholson 
0375677472 

Wanted: Pools Of Radiance and Eye Of 
The Beholder. Clue books wanted also. 
Willing to pay top prices. 
Ian Taylor 
0252877816 

Wanted: Back issue 01 AMIGA POWER 
- no 17 Sept 92. Will pay cover price. 
Martin Baker 
0424 752702 

Wanted: A-Train and Populous 2. I have 
Lure Of The Temptress, Oh No More 



Pi/ot, FAt8 
tnlerC~ffrJramong others. Let's do a swap. 

SmHh 
0538 360297 

·.~~~c==:: LutftOf Temptress, .. Manager. PGA Tour, 
lVfir.iQillllHflJU Story, Powtltrnonger, 
Thunderhawk for Apidye, Lsgend, Chaos 
Engine, D/Generation, 1Iobocop 3, 
HeimdaH, Captive, R-T1P'2. 
AI .... Brown 
07t 793 1185 

Populous 2 for 
flashback,orboxed 

Nol More Lemmings, Kick . 
Final Whistle for Yo! Joe!, Pro 

Tour 2, BaIlIe Isle. 
Johnathan Canradl 
0276472043 ... tw .... 7·9pm 

SW.,.: Graham Gooch's Cricket or 
Monkey Island 2 or Double Double Bill for 
Premier Managsror Championship 
Manager or Goal or No Second Prize. 
Finally. Platoon for any budget game. 
Daniel Loven 0730 __ 

SWap: Street"""., 2 lor SyndioatB, 
Lemmings 2. Lsgends Of Valour. GIIII8hip 
2000 or an Mb game. 

drew."" 
23211 

Andrew 
133 Beaufort RCliIil1~~~ 
Southboume 
Boumernouth 
Dorset_lAX 
Absolute game addfct WIth A 1200. AIJId 
11. Looking for friend wiIh similar interests 
who has an A 1200. 

John 
27 Teville Road 
Worthing 
West S .... ex BN11 1 UF 

Alex 
228 Broadway Lane 
Throop 

........... _,1" 14 years old and like 
now. 100% reply (send 

and Queen fan 
~"'UUI~'''U for non-boring 

who is not obsessed 
psycho-hose beasts 

-:an'? -Ed) 
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You know, it's been said on more than 
one occasion that here at AMIGA 
POWER, we're a bit negative. A 
bit grumpy. A bit miserable. 
A bit cynical, even. 
Naturally, such criticism 
wounds us deeply. Why, if 
you were to come down to 
the AP offices, you'd find 
out i'n a second just what a 
cheerful, jovial, always-joking 
bunch of happy-go-lucky lads and liasses 
we really are - we laugh all day in this 
office. Honestly, it can be quite painful 
sometimes, the way our sides keep 
splitting. You'd probably really like us, 
actually, and we'd end up being the best 
of chums and never forgetting each 
other's birthdays and everything. So 
anyway, what with it being nearly 
Christmas and all, we've decided to show 
you our other side - the positive, 
enthusiastic face of AMIGA POWER. And 
of course, being AMIGA POWER, we're not 
going to do it by halves. Over the next 
seven (count 'em!) pages, we're going to 
tell you the things we love about the 
Amiga and its games, and I'll just bet 
we're going to have a really great time 
doing it, too. Or we're all fired, apparently. 
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TO'P TEN BITS OF IGAME SPEIECH THAT 
WE USIE IN EVERYDAY ILIFE 
Yeah, we know that it's an odd thing to do, but everyone's got to have a hobby, 
right? Being faced by computer games day after day, and bearing in mind our 
love of sound bites (see previous page) it's inevitable that some of this game 
culture should rub off on us. Be thankful it's just throwaway phrases we use to 
enrich our daily office banter and not, for instance, four of us wandering round 
Bath town centre with shotguns and long raincoats, blowing people away for 
"the good of the Corporation". 

,. "'1otal Cantagel" 
This triumphant cry from Smash TV has to be the best loved and most frequently 
used one of the lot, and although we're not sure if it appears in the rather poor 
conversion of the arcade original, we're not really bothered. It's a great non-specific 
thing to shout out whenever anyone spills their coffee, trips down stairs or just rubs 
their nose. Total Carnage, we love it! 

2. "Node actlvatedl" 
Although not at first glance an easy phrase to drop into conversation, this classic 
sample from The Chaos Engine has all sort of exciting possibilities when you realise 
that no-one knows what a 'node' is. Switching on the lights in the morning can 
therefore be accompanied by a cheery "Node activated," as can channel hopping on 
the TV. Or putting some bread in the office toaster, even. As you can imagine, it's a 
non-stop party here on AP. 

3. "Wantlng." 
Pretty obvious this one. If you're slagging off Colin The Publisher when he's 
standing behind you, or some scaffolding is about to drop on your head, then 
shouting out this short but sweet sample from Desert Strike can save you from all 
kinds of grief. 

4. "Land Now." 
It's been stated that the husky female tones of the computer in Uridium 2 make 
playing it one of the most profoundly erotic experiences imaginable, but 
thankfully not by anyone that we know too well. By pretending you are, if you 
will, an 'aeroplane' and that your seat is 'the runway' iI's possible to use this 
phrase every time we sit down, but after a few goes, the joke wears a bit thin. 

5. "1 love you." 
The giggling girls of that all-time classic puzzler Gem 'X have always been 
firm favourites of ours, but once again, we have to work long and hard to get 
this phrase into normal conversation. Cam uses it all 
the time on Usa, but she still won't go round to 
his flat for a nice meal and a bottle of wine. 

6. "Bingo!" 
Smash TV again, I'm afraid , but this one's so 
loud, brash and vulgar that Dave can't resist 
using it four or five times. Every hour. He's 
like that, you see. 

7. "Good luck •.. 
you'll need Itl" 
Ditto for this one. 

8. "Acknowledged! 
Moving out!" 
A combination of two phrases from 
truly excellent Dune 2 that were 
originally delivered in firm and 
resolute military voices, but now 
usually precede a trip to the Max­
Pax oHice drinks machine. 

9. "Oh Nol" 
Again, a fairly simple one. This cry 
from Lemmings has all manner of uses, 
particularly when someone's failed to 
heed this chart's Number Three sound. 

, o. Martin Shaw's chortle 
(from out of flun n.. GCllu'IH4~fJ 
"Hi, I'm Martin Shaw, and if you wanna see action sports [CHORTLE!] this is the 
place to be." The sheer inexplicable nature of this intro from the Hit Squad's multi­
event wacky sports sim is worth £7 of the game's £7.99 cover price by itself. Sadly, 

the gameplay isn't quite up to the remaining 99p, so don't buy it. 



AND •• 'S COMl.G our '10 PLAY 



A 
Puggsy's no work of art, 

but when it comes to brains 

he's way ahead of his time . 

But this time he needs 
help. Stranded on an alien 

planet after his spaceship 

has been stolen, Puggsy has 
to travel through seventeen 
different levels, each packed 
with cunning puzzles, frantic 

games and hoardes of 
unfriendly aliens . 

Using a unique system of 
Total Object Interaction (TOI) 
you have to guide him on 
his quest to find his ship, 
and get home. 

With stunning graphics, 
amazing music and a 
complete Junior section for 
younger players - Puggsy is 

orange blob who 
desperately needs your help . 

P.S. Due to the fact that 

he just isn't smart enough. 
Michelangelo will not be 
appearing in the game . 

If Puggsy's just too smart 
for you, call the helpline. 
92% Sega Magazine 
90% Mega Drive Adv. Gaming 
90% Mega Tech 

91 % Sega Mean Machines 

YOU DON'T HAVE 
TO BE A GENIUS 

BUT IT HELPS. 

FRO H THE 

S TAT E o F E HER G E N ( Y 

UNITED S TAT E S o F PSYGNOSIS 
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TOP TEN TITLES 
Ask eight out of ten marketing people what the 

most Important factor In .. llIng a game to the 

gullible public la, and the chances are that 80% 

of them (and that's 6.4 people, stata fans) will 

say 'the name'. In a perfect world, your game 

would bear the name of some hugely popular 

ftlm, sporting event or TV show of the time, all 

but guaranteeing colosaal sales, but failing 

that, you've got to give It a title that's really 

going to seize thelttentlon of the punters. Can 

you Imagine the consumer realatence, for 

example, to going Into the local branch of 

Toys 'R' Us and aaklng for "A Really Hard 

Punch In The FIICe, ",.... (by the Bitmap 

Brothers)"? Exactly. 

I ..... r,., .... " 
"Irs soccer! It's pinball! It's soccer and pinballr 

One day, all games will be named this way. 

2. MI • ..,., .......... 

We like this one because of the notion it conjures 

up of someone trying to actually 'resist midnight', 

King Canute-style. And also because of the self­

perpetuating series of bad jokes it fathered 

amongst Ihe readers of our sadly-departed 

sister magazine Your Sinclair. ("Fishnight 

Resistance: 'Not lonight darling, I've got a 

haddock~ raises a chuckle even today. You had 

to be there, Probably.) 

3. Dr ...... ...". Nov .. 
01 1'1 •• 
Says It all really, doesn'l it? 

4. OW""""" 
Now THIS is whal computer games are all 

about. Destruction. Annihilation. And - yesl _ 

Obliteration. Brings a glow 10 our jaded old 

hearts, a IiIle like thaI. 

5. Ilea"." ...... 
Ditto. 

6 ........ "...,,.. .. 
AlI_ 
likewise. 

7.% ........... 
Thus speke the creators of POSSibly the most 

graluitously pretentious game liIIe yet, of 

their simple yel sinislerly effective Thrust 

sequel. 

•· ........ 'C 'nteI" .... ,. 
We're nol making this up, you know. 

9 ...... 
There isn'l enough onomalopoeia in game 

litles these days. Plus it makes us think of 

old Batman cartoons. 

10 •• ",.,.,. .......... 
v ....... 0... 
We were SO disappolnled when we 

opened the box of this one and discovered 

thai It actually just contained some nobby 

old games, and not three Of the fOunder 

members of the Bitmap Brothers. 



10' flVI'IOl.A110MS Of 1"Il.AWS Of ."lSICS 
_ .. "' ... """" . ..-.... 10"'-........ ""' ... • ...... · ... ,_..-
........ __ ~~ __ i"" ... I00"' ... , .. ..- ........... , .. tiOth, .. l In BlOb, platlonns hanging in space, connected \0 
1lQthinQ, dOing nothing, achieving no pu~· Ho'K1 And vIrrJ'1 ~YI_Yl __ FI" ~--- .... YOUr ~tar reads 300 krn/l'l, but in hBlt_an-hOur'S 
driVin9 you only ac;\\IBIly cover 20 \dlomeue

s
. cle8llY, 

\tl8 race is being watched trom a spaceshiP uevelling a\ 
frBC\\Onaily under the speed ot ligh\. Or something. 
:. . ...-11 00

-­
wouldn't 1\ be great it real lite sloWed doYlfl when there 

were a 10\ at \hings haPpening a\ \he same time'1 I\'s a 

.............. .-.,WI< " ,IR .. __ " ....... ·""""'IO""" • ....,"' ... .... 
_._._""N_.,.".-... · ...... ~ "' ... """' ........ ' ... , ... ....... ,.,.. ... __ ~,.".,-.... ,s_'.-"" ... minutes iust \0 get up and walk over \0 \he other side 01 \\"Ie 

room and eve~one's voice sounds like a Dr WhO 
bad guy with \a~gitiS . And as lor a decent party, 
wall, we're probably talKing abOUt \he rest 01 your 
IIIe. (unless you're as popular as me. - Cam) 

II tried to plant a hidc- alian 
~odUlln lIlY 

............... , .... fAo". ... _fA ..... ,." ...... ......... 0"., For more datal\s on this bizarre geoI09ica
l phenomenon. checK out the review on page 93. 5 ....... 6II'IY fA ....... • ..... ...;;e ....... .... ~ ....... . For \hiS experiment you'll need \0 lind a garage with a 

t\a\ root . swt off in \he garage and run out, iumping uP 

as 'Iou get \0 \he open doOrs. As you sail upwards, tum 
round \0 tace \he garage and \"lead b8CIl towards it, so 
the\ 'Iou end up on \he root. " vou manage \0 end up 
standing on the root, then congra\S, yOU've successtu"'l 
(\One a 'curIV muffin' , and delied \he laWS at ballistiCS 'rrI 
reversing 'lour direc1iOn in mld-fligh\' \\'S hard tno\ to sa'l 

impossible) but the guy in Tumca" manages it on a regular basiS. Incredible. 
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CAN .. GOY •• ? 

STUART'S TOP TEN EX-MEMBERS OF 
AMIGA POWER STAFF 
"Ooh, I've seen 'em come and go In my time, y'know. As the only member of the AP team present since 
Issue One, I've watched all the to-ings and fro-jngs of the ever-changlng AMIGA POWER staff line-up. 
Tearfully I recall the Matt Bielby Golden Age, a smile crosses my face IS I think back to the time Gary 
Penn ate a tin of dOg food for a bet and rendered the office uninhabitable for an entire afternoon, I wince 
as I remember the frankly frightening fan mall Lisa Nicholls used to get from some of our, er, more 
enthusiastic readers. But that's enough of the pest - what heights have all your favourite ex-AP staff 
scaled since we gave them their stsrt In professional journalism?" 

I.M .... 
B •• 11Iy 
Ah. the Golden Age. 
Matt's a kind of avuncular 
King Midas figure to the 
rest of us, wandering from 
place to place working his 
spooky magic on 
magazines until they're all 
but perlect, then moving 
on to pastures new. After 
creating both AMIGA 
POWER and the wonderlul 
Super Play practically 
single-handed, he was 
head-hunted by his own 
publisher to launch the 
already-amazing (and it 
hasn't even come out yet) 
PC Gamer. These days, we 
lind it hard to believe he 
ever worked on the same 

magazine as any of us - we're simply not worthy. 

2. Usa Nicholl. 
lt just isn't the same coming into the ollice In the 
moming and not finding it in knee-deep in flowers from 
starstruck admirers. Or, for that matter, having pages 
on which all the screenshots aren't set at a jaunty 10 
degrees from the horizontal. As Art Editor of Super 
Play magazine, Usa had the thrill of working with Matt 
'Golden Boy' Bielby for a while before he left to do his 
PC thing, and although she's only on the lIoor above 
us, she has never retumed to see us, Not ever. 

Professional jammy git Neil now reviews cutesy shoot­
'em-ups Irom a beachside apartment in Califomia, 
where he lives with a harem of beautiful women and 
servants who cater for his every whim. Every now and 
again he bangs 011 a column or two on hiS incredibly 
expensive Mac notebook and sells it to a worldwide 
syndicate of magazines for a colossal amount 01 
money. We bet he misses his old AMIGA POWER 
days, though, even though he doesn't retum our calls 
or reply to our letters. 

4. Gary Penn 
Gary, by contrast, hasn't done so well since leaving 
the lold. Once a veritable giant of the computing 
industry, AP's erstwhile Consultant Editor now ekes 
out a lIVing as PrOj8Ct Manager for various big name 
games which probably won't ever come out (ref. 
Batman Returns), and by wnting increasingly bitter 
instruction manuals and show reports. We miss his 
world-weary cyniCism. all the same, and Stuart misses 
that tenner he once lent him, when Gary popped out 
for, and we quote, "just a minute". None of us have 
seen him since. 

s . .lClCtllul. Spanton 
Jacquie's tale Is an especially sad one. Once one of 
AMIGA POWER's most talented art stall ever, the 
pressures of fame gradually took their toll on her over 
the early part of last year, and her work became more 
and more erratic. She worked increasingly irregular 

hours, which she fitted around ever-longer trips to the 
pub. Eventually, we had to carry her 011 in a confused 
and emotional condition and deposit her at the door of 
the Betty Ford Clinic, where she remains to this day. 
Sal has expressed a desire to mount a breakout for 
her old drinking buddy, but we think it's best to leave 
her alone until she's well agaln. Jacquie's one of the 
few ex-members of AP who would like to visit us, but 
sadly, several locked doors and a court restraining 
order prevent her. 

6. 11 .. Tucker 
Poor nm. A confused soul at the best of times, the 
trauma of the fatal bus accident that ended his days 
with AP severed his last links with reality. Now the 
crudely-reanimated zombie cadaver who bears his 
name simply doesn't know where he is any more and 
wanders the offices of Future Publishing, absent­
mindedly working for whichever magazine he comes 
to rest In that moming. After a short spell on jaunty AP 
tribute mag Sega Zone, he's now operating as Deputy 
Editor on the esteemed GamesMaster. Next week? 
Who knows? 

7 .M ...... w ... u l .... 
Accident-prone insurance defrauder Matthew's 
legendary short attention span hasn't changed any 
since his game-revieWing days. Aitting like a 
butterfly from subject to subject, he was last seen on 
a magazine called Camcorder Plus, before finally 
giving up the publishing business altogether to go 
and work on a farm, We expect he's probably an 
astronaut by now. 

8 . M.rk ........ 
Despite his oft-stated intense hatred of computers, 
games and kids, Mark now edits top-selling 
console pamphlet Sega Power in between trips to 
the beach and long hot nights wearing cut-oll 
shorts in sweaty nightclubs. "I\'s more important 
to me than being the editor of a computer games 
magazlne," he said, yesterday. 

9.11 .. Nom. 
nm's going to be a dad, you know. I weep for 
the future. 

10. Dav. G .... n 
First there was an AMIGA POWER Production 
Editor. Then there was another one of it. Then 
there was another one of that. Which was 
Dave. But now he's gone to 
seek his fame and 
fortune writing plays 
for Harold Pinter, 
or something 
like that. Visit 
our planet 
again 
sometime, 
Dave, 
won't you? 



Trip Hawkins, The 
300 Company Ind 
Panasonic have 
defied their 
critics., launching 
the fint 300 



Q
uavers, eh? We love 'em. Mmm­
hmm. Yum yum. Yum yum yum 
yum. Yum. 

You may think it's a bit strange to 
profess our love of crisps here in the 
middle of a games mag, but it's like this. A 
company called Microtime Media work 
ceaselessly night and day at product 
placement, and they're the brains behind 
putting Quavers star Colin Curly in two 
fantastic puzzley Amiga games - One 
Step Beyond and Pushover. A fine 
example of a 

g firm, some computer 
ers and a comestible giant 
gether in perfect harmony, eh? 
cean and Microtime Media and 

1!IJIII~'A\liths have all huddled together 
with some great pri 

Cor, not bad eh? Seeing as we're 
dealing with a delicious curly snack, we'd 
better set some cheese-related snack 
questions then: 

1 I'm vacationing in Holland and want 
to play football with my new friends, Jan 
and Anna. Unfortunately I have no ball, 
and the only shop open Is a dairy produce 
vendor. Now, which spherical, wax­
covered Dutch cheese could we use as a 
substitute football? 

2 I'm travelling through France and have 
stQPped off at a camp site. My 
brand new pals, Jean-Paul and 

Chantal, would 
like to play frisbee, yet we have none. 
Man Dieu! Which soft, flat French 
cheese would be an ideal subsillute 
plastic thro ing disk? 

y-.,.. .. 
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3 Back at home 
again, and I'm 
installing a new 
bathroom. Halfway 
through the job, I run out 
of Silicon sealant for the 
edges of the shower unit. 
What brand of cheese 
spread that comes In tubes 
would I be able to finish the 
job with? 

Send your 
entries on a postcard or 

the back of a sealed envelope to Yes 
We Are Quite Aware That Quavers Are 
Also Available In Salt And Vinegar Flavour 
Nowadays, 29 Monmouth Street, Bath, 
Avon BA1 2DL, to reach us by Jan 1st, 
1994. And anyone from Microtime Media, 
Walker Smiths or Ocean who enters will 
be deep fried and coated in a variety of 
delicious flavouring So there. 



Exactly how many awards will it 
take before you own a copy of 

Sid Meier's Civilization? 

Build An Empire To Stand The Test 
"'-1 AGA- VEI'l- S'---'ON I 
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Winner! Winner! 
Best Consumer Product 1991 Best Entertainment Program 1991 

Winner! Winner! 
Best Strategy Program 1991 Most Original Game 1992 

NEW AGA VERSION AVAILABLE NOW 
FROM ALL AMIGA STOCKISTS 

Published by Software Demon 



COMPLETE CONTROL BATTLE ISLE '93 + ALIEN 3 + TRANSARCTICA A 1 200 + 
CHAMPIONSHIP MANAGER '93 

When huddling amidst the broken dreams and 
shattered hopes of the Problem Shantytown, 

far away from the bright lights of Game 
Proficiency City, seek out the wise one they 

call Rich, for he holds many secrets that can 
send you on your way home to warmth, and love. 

ALIEN3 
(Virgin) 
Go to the option screen and select hard 
and six credits. Then, pressing the 
SPACE and N keys simultaneously in 
the game should propel you up a level. 
Or at least, they should according to 
Mark Males of Kent. 

TRANSARCTICA 1200 
(Sihnarils) 

All aboard for the solution to the France's 
most bizarre post-apocalypse train­
management simi (Although it's been 
worked out on the all-new and improved 
A 1200 version, it should be pretty relevant 
to A500 owners too.) Anyway, it's from CJ 
Braamhaar of The Netherlands, who 
hopes (as I do) that enough people will 
find it useful to warrant the effort of typing 
it up in the first place. 

First, turn off Ihe train combat. Let 
the computer calculate the results. If you 
have plenty of soldiers then don't worry! 
You will win most of the time. If you have 
cannon and machine-gun cars, spread 
them evenly through the train, which 
should take care of any enemies heading 
in your general direction. 

Stay well supplied! This is very 
important. Buy one or two additional 
tenders to store all your coal. Now buy (or 
pilfer) some XL merchandise cars and 
you're in business. Throughout the game it 
is imperative that you continue to trade. 
No trade equals no money. No money 
equals no cars. No cars equals no train. 
And no train and you lose! 

Start by transporting some wood 
from Helsinki to Amsterdam. If you've 
made a profit, buy a crane and some tank 
cars, and ship alcohol from Amsterdam to 
Copenhagen. Buy some prison cars 
(preferably XLs) and go to Louxor and pick 
up some slaves. When a mine opens, go 
to it. Anthracite mines have priority over 
lignite mines {you can always trade for 



lignite) and get as much as possible. 
Now go to Turin - slightly north of 

which is an apparent dead-end. Drive 
down the track, and locate the special 
location at the end. Note the number you 
are given, and head for Rum, north-east 
of London. You'll need to buy a bridge, 
buy the drill and place it up front before 
making for the special location below 
Taoudeni (near the starting point). At 
Baku (93.43) purchase a harpoon and 
slick it down in front of the drill. Drive onto 
the bridge north of the Leeds Station 
workshop and the monster will be killed. 
You can now enter the workshop, snaffle 
the harpoon and drive back over the 
bridge you just cleared. Then go onto the 
next bend and set all the switches for the 
dead end on the next side. 

DO NOT GO ANY FURTHER! The 
railroad ahead is mined. Make sure that 
you have rails and at least five line 

ONE S'I'EP BEYOND + BODY BLOWS COMPLE'I'E CONTROL 

inspection cars to send out in fronl. 
As soon as the track blows, head off 
to repair the thing, and send out 
another line inspection car. Repeat 
this procedure until you reach the 
(invisible) station at the dead end 
near Turin, and you will be rewarded 
with a Geiger counter. Go to the 
'Spies' option, and put a spy at every 

tunnel entrance. Put the reminder ~1=;~~ 
above Kiev. As soon as one of your spies 
finds a building, have him let off his 
dynamite. You will now get a message 
that the passage to the Gycode (your 
mission objective) is clear. Go to Omsk, 
buy an additional boiler, then go to Delhi. 
Make sure you have an awesome combat 
train. Head into the mountains using the 
tracks that leaves from Delhi. Drive down 
to your goal, sending line inspection cars 
in front for safety. And that, as I am bound 
to conclude, is it. 

BODY BLOWS 11 
(Team 17) 

Writing introductions 
can be a tricky 

business at times, so 
imagine how 

delighted I was to find 
that James Forbes of 

Hants had already 
introduced his tips with 

just the sort of witty, 
innovative and 

intelligent style that I 
strive so hard to 

constantly maintain. 
Take it away, James. 

"Here are some 
tips on how to beat most 
of the characters. If you 

play the game using 
Loray, here is how to beat 

your enemies:" 

Cossak 
Despite Cossak's strength, he is very slow. A constant 
barrage of Flame Of Buddha will take care of him, until 
he gets too close at which point you should position 
yourself right up against him and then try an Arrow Hand 
or a Super Kick to take him out. 

Maria 
The Flame Of Buddha really is a godsend, isn't it? 
However, it isn't quite as effective on Maria as on other 
characters, because she moves about too much. You 
may need to get in close, beat her to the ground and tie­
in the Arrow Hand with various other moves. 

Yit-U 
One of the hardest guys to beat is our Yit-U . Make sure 
you get into him immediately and use the Floor and the 
Arrow hand. If he does manage to get away then do a 
low block until he has done his special move. If you can it 
is always best to get him into a corner and get his legs. 

Mike and .Junior 
Get them on a corner and kick their shins in! 

Ninja and Dug 
Provided you keep your distance, the good old Flame Of 
Buddha should see these guys through. 

Nick and Dan 
The Flame Of Buddha? Why not, eh? II"s worked before. 
Ensure you block their energy bolts, though. 
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NIPPON SAFES 

Joe Humphries joins forces with failed 
'actress' Donna Fatale in the second 
part of our guide to oriental intrigue. 

G
reetings, deficit-generating 
Westemersl Your 
protectionistic tariffs and 
economic jingoism will never 

obscure the fact that archaic management 
techniques and shoddy workmanship 
have caused consumers to eschew your 
own country's products In favour of our 
own. Oops, sorry, got a bit carried away 
there. Anyway, you join us a fair way into 
Nippon Safes, with Dino having acquired 
super strength from some beans and 
Doug winning big-time in a Pachinko hall. 

So, who's missing from the trio? It's 
that unsuccessful actress and night-club 
'entertainer', Donna Fatale. You can 
select her at \he beginning by entering the 
characters: Na-Ra-Ki-Wa-Ra-Ho. And 
awaywegol 

I Like Doug Nutts, Donna starts off 
outSide the prison and the first 

problem is gettlng her into town. So, after 
talking to the guard, walk left two screens 
and pick up the mustard which is at the 
back left of the hot-dog stand. 

2 Keep walking to the right and pick up 
the sign at the very end. Use the sign 

on ail the screens where cars pass to \he 
right until you get a lift into town. After 
being dropped off, exit to the right into 
town, go down and take the smail lane on 
the right. 



.... _._- ._--- ----------------------------

3 Keep rooting around in the rubbish 
until you find the bowl which is 

actually a perfume container. Go back to 
the square, go down and enter the Hot 
Sushi bar. 

4 Once inside talk to the strange guy 
sitting on his own in the corner. He'll 

tell you about your mission. Talk to the 
barman and then Max and Kos, choose 
the bottom option and then exit the bar 
after the conversation. 

S Walk left into the street (not the 
Metro) and left again to the Emperor's 

Residence. Look at the sign and then the 
intercom to find out about the job vacancy. 
Enter the park by taking the right entrance 
which is just above the way you came in. 

Every Dog Has ... Day 

6 The Park acts very strangely in parts 
as it has a habit of changing the 

viewpoint at certain intervals, so watch 
out. Keep walking to the right until the 
view changes and then walk to the left 
until you meet the hot-dog seller. Buy the 
two hot-dogs and then keep walking to the 
left until the view changes again! 

7 Walk to the right and pick up the saw 
which you'll find next to a tree two 

screens before the fountain. Once you 
arrive at the fountain fill up the 
bowVcontainer for later use. Then keep 
going until you exit at the far right. 

8 Go back to the Hot Sushi bar, and 
use the mustard on the hot-dogs 

(keep trying - it does work eventually). 
Then give them to Max and Kos. Step 
outside the bar and go up back into the 
square. Talk to the Geisha to obtain 
information about the tea house in the 
Kinza district. Buy a ticket from the 
newspaper seller and then go back down 
and enter the Metro which is opposite the 
Hot Sushi bar. 

9 Insert the ticket into the machine to 
gain entry to the underground train. 

Once at the other end, read the poster 
which is on the opposite wall. This is the 
cue for Dino to enter the screen. Talk to 
him and convince him to enter the 
competition. Go back to the Shou 
district using the same train pass. , 0 Go left out of the Metro 

into the street. The 
shopping centre doors are now 
open. Take the perfume up to the 
customer service and ask for your 
money back. You should now 
have 200 Yen. 

, , Go back to the 
Newspaper stand and 

read the Sumo magazine. This 
new information allows you to 
buy a ticket to the Tozaiku district. 
Return back to the Metro and 
go to Tozaiku. 

, 2 When you arrive go into the 
Eternal Rest Hotel. Talk to the 

porter and ask to write a message. Look at 
the message to find out the room number 
of the Sumo wrestler. Use the pen (which 
you will now have) on the telephone and 
let the porter know that his moped has 
been stolen. , 3 Once he is out of the way use 

the lift. Get out at the other end 
and enter the door on the left. Hit the 
mouse button to get past the tacky FX. 
The Sumo wrestler now won't be strong 
enough to win the competition. , 4 Enter the Metro and go back to 

Kinza. At the other end speak to 
Dino to get the money. Talk to the Geisha 
to go on the tea course. After completing 
the course go back to Shou, exit the 
station and go left twice to get to the 
Emperor's Residence. , S Use the intercom to get in. Once 

inside go into the hall and pick 
up all three of the knick-knacks. If you 
open the cabinet below you'll be able to 
see a safe. Leave the building again, 
using the key. You are now 50 percent 
through the adventure. , 6 Go back to the square and go up 

- the museum door will now be 
open. Once inside the museum go 
upstairs and cut off the Emperor's hand 
using the saw. Go back to the Emperor's 
Residence and use the key again to get in. , 7 Go left to the hall and use the 

saw on the safe to open it. Take 
out the contents and read them. Exit the 
Emperor's Residence again and, on the 
way, talk to the guard. , 8 Go back to the square and go 

right into the lane. You can now 
enter Doug's house. Leave the house, go 
back to the newspaper stand and pick up 
the poster that is pinned there. 

Well , that's your lot for this month. Coming 
up next time, the final part of Nippon 
Safes, when all these different threads will 
be drawn together into a final and 
satisfying solution. Maybe ... • 

NIPPON SAFES 
I 
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f you're reading this and 
you're still in one piece, pat 
yourself on the back. By 
now, you'll have retrieved a 

necklace from a big bad badgering bully of 
an ore. Not to mention the handing out of 
a severe hiding to a bunch of murdering 
vagabonds. The chieftain of the village 
has given you access to his boat. And this 
is where we start off from now. 

1 2 Board the boat at the 
• harbour and head to Zach's 

Island. You do this by clicking on the city 
map's harbour. Once here, head to the 

extreme north east of 

ISMAR 2 

the city. You know you're at the right place 
when you see a Minstrel. He'll ask you for 
some spare change. Just ignore him, 
these people are parasites and the scum 
of the earth. In fact they should be wiped 
off of the face of the earth with riot police 
and water cannon. 

3 4 Enter the library. A short 
• message will appear to keep 

you happy while you wait . Amazingly, 
magically and mystically, the esoteric 
forces of the digital disk drive has just 
whisked in an extra piece of your map. Go 
on, look at it. See that little extra piece on 
the bottom right hand corner of the 
screen? ThaI's the map for Akeers Island, 

that is. 

5 For the moment, your work is finished 
in the city. The next section is pretty 

tough however. Work your way through 
the city. Familiarise yourself with it and 
while you're familiarising kill as many 
thugs and thieves as you like. The thugs 
like those in Picture 5 always leave behind 
a bag of money. This is necessary in order 
to build up your collective monetary funds. 
Do not on any account attempt to enter 
the upcoming crypt at Akeer's island 
without some heavy firepower. 

6 You'll recognise the armour shops by 
the whopping great anvils parked 

atop their doors. Arm up with superior 
swords, shields and armour. If possible 
add a bone bow to the list. This bow 
inflicts more damage than an ordinary one 

and is thus a desirable item in any self­
respecting archer's inventory. Stock up on 
food and arrows. Ensure that everyone is 
carrying their full load of aforementioned 
items. Replenish physical and psychic 
energy levels to max. 

7 8 Head for the harbour and 
• depart for Akeer's Island. On 

arrival here, keep travelling to the east. 
Remember the old rhyme about sticks and 
stones. Well, just remember that you've 
got swords, arrows and spells, so use 
these on the dirty old skeletons you'll 
encounter instead. You'll soon know 
whether or not you are adequately 
equipped. The skeletons are pretty tough 
characters. If you find yourself having 
difficulty, go back to your last save 



ISMAR 2 

Ishar 2, 2. That's part two of Ishar 2. The one that Steve McGill 11 
started to take us through last month. Ready to pick yourself 
up again after having retrieved the necklace and beaten up the 
bad guys? Right. Follow me ... 

point and start 
collecting some more involuntary 
donations from the Town's local thugging 
and thieving crew. 

9 Okay, now that you've done that, it's 
back to Akeer's Island. Follow the 

passage east, until you come across an 
exit to the south. This takes longer than 
you Ihink, so persevere. Eventually, you'll 
come across a passage to the south. 
Follow this un!il you come across a couple 
of cul-de-sacs. Collect the treasure in the 
western sac and the skull in the eastern. 

I 0 Keep travelling east until you 
come across another southern 

exit. Travel far enough, and YOU'll come 
across this room. If you don't, then 

you're lost. Try and retrace 
your steps. You may have to fight 
some more skeletons. Avoid them 
if you can. From this room, take the south­
eastern exit. Travel south and then east 
and you will come across a corridor 
leading north. 

l' 1 1 2 On both walls of 
• this passage are 

two switches. Trip both of them so that 
they point upwards. Although you can't 
see them from here, these switches open 
a couple of access doors that you're going 
to be using soon. Go back to the the room 
with the firebrands in it and trip the switch 
on the north wall. Use the south-east exit 
again ad you'll come across a couple of 
cul-de-sacs containing treasure and 

another skull. Pick 

both items up. Now, assuming you get lost 
along the way like I did, you may come 
across a spell-casting skeleton. This part 
is a real dilemma. If you're heavily armed 
enough, you can kill him. If not, run away! 

1 3 With the treasure and so on all 
safely collected, it's back to 

Zach's Island. Resort back to your crusty 
clean-up crew tactics (ie kill them all) and 
steal their money. You've got another big 
fight coming up which is worth quite a lot 
of money. 

I 4 I S Head east toward 
• the library. Before 

you get there, tum north into the square, 

where you'll find the bank. Don't enter just 
yet, go round to the other side of the 
square. See that load of dirty old guards 
there. That's your biggest fight yet, that is. 
Dig in with arrows, spells and flaming 
swords. Unless you really have to, do not, 
repeat do not leave this fight. The guards 
are replaced if you do. You can step back 
il you need to eat food, reptenish your 
arrows etc. Assuming you're heavily 
enough armed, you should mop up the 
guards in a minute or two. 

I 6 Payoff time now. Go through 
the door that the guards 

unsuccessfully guarded. You are now in 
possession of one hundred thousand 
coins. Wahey!. 

"tI 

o 
:E 
m 
]I 

c 
m 
(") 

m 
:!: 
tlI 
m 
]I 

U) 

U) 



COMPLETE CONTROL THE LAST RESORT 

C'l 
CJ) 

CJ) 

a: 
w 
III 

== w 
(.) 

w 
C 

a: 
w 
~ 
0 
a. 

ct 
CJ -
== ct 

C 

Rich has just started University, where he has formed a band, joined the rowing 
club and (almost) got a new girlfriend. But he still has time for his old Amiga pals. 

If your dovetail joints never quite seem to fit, if for some reason your souffles always stick to the 
pan, if your acne is causing you undue embarrassment, or if, to tell the truth, you are never 

actually one-hundred-percent sure which size hook you should be using, then there is a 
problem page for you. But not this one, of course - for I am the agony aunt who listens 

attentively if you can't find the secret exit on level 42, if Captain Thunderpants always gets the 
better of you or if you still aren't quite sure who holds the secret of the Magic Cucumber. 

These readers are stumbling around aimlessly in the dark dingy cellar of video-game 
befuddlement. Could you possibly be so kind as to lend them a torch? 

Q "In LEGEND OF KYRANDIA I have 
read all the tips you have previously 

Q "By another bizarre coincidence, 
I also desperately need help on 

Q "Where do I find the clock in 
D/GENERATION?" 

given but I am still unable to find Topaz. LEGEND OF KYRANDIA. I have reached Martin Crossan, Stirling 
As you can see, I'm a bit of a thicko, a pOint where Dam tells me about my 
really, and would appreciate the answer birth stones. I know where the Golden Q "On the final level of DESERT 
to this conundrum and any other general Dish is but I don't know what to do. I STRIKE I can protect all the oil 
advice to aid my progress." would be etemally grateful for any fields, except one. I rid the place of all 
Oliver Heppell, Granthraxx assistance you can proffer." apparent tanks, but the blip remains. 

John Richardson, Hampshire Where do I find the Commandos?" Q "On Level Six of the same game, I Stephen Gillard, Lincolnshire 
am stuck in a room with three Q "Please help me before I do some 

switches and a teleporter which takes me serious damage to my husband out Q "Can someone, anyone, help me 
to an enclosed room." of frustration! (Steady on, Mrs Raynard. - get off the third island of ISHAR 2? I 
Geoff Bretherlck, Huddersfield Ed) GOBLIINS! I'm stuck on Level12. am totally perplexed from the beginning." 

There are some upright stones and a slab Michael Currie, Glasgow Q "Dear Mr Last Resort. On BART VS of flat stone resting on top. The path 
THE SPACE MUTANTS I'm slopes down and back around, in the Q "MATCH OF THE DAY is really 

completely stuck on Level One. I can get foreground are some small bushes or bugging me. I'm top of the league 
rid of all the purple objects except the plants. We've picked up a stick and the all the time, but I always go bankrupt." 
three purple windows in the retirement old man has zapped a stone and tumed Ben Green, Bradford 
home and the Bowlarama sign. What into a ladder - other than that we're 
should I do?" completely stuck." Q "In issue 23 (on the subject of 
Kieron Hughes, Southampton Mrs N Raynard, Bristol WIZKID), you said 'Swap objects 

ANOTHER WORLD 

Q "My request is a simple and banal 
one. Please could you give me all 

the level codes. I'd be very grateful." 
Simon McCarthy, Suffolk 

A From the stream of Last Resort 
questions received each month that 

with Lain the Clown until he asks you for 
the can of spiked cola from the ladies' 100 
- give it to him and he'll get drunk'. But 
having tried every permutation of objects 
possible, no matter how often I hand over 
the spiked cola, Lain doesn't get drunk." 
Martin Crossan, Stirling 

Q "After only a short while playing 
CHUCK ROCK I am stuck. The 

problem is that I can't manage to kill the 
large underwater creature that smokes a 
Cigar and blows bubbles and has small 
crabs coming from under it. Try as I 
might, it always kills me first." 
Tracy Attand, Holding Her Breath 

Q "LEGEND again! Level Two of the 
King has got me foxed. The room 

has an unreachable key in its centre, and 
there are four doors with floor levers 
behind them. I have managed to open 
three of the doors in a clockwise order 
and by pressing the floor pads behind the 
doors the dungeon layout changes. I have 
spent hours trying different combinations 
but I cannot find the key for in front of the 
last door pad. I suspect this last floor pad 
allows me to reach the key in the centre 
of the room which will hopefully mean I 
can finally finish the game. Thanks a lot." 
Gus Svensson, Tooting 



could have been avoided by a glance 
through a back issue, I am led to assume 
that once read, people either lock their 
issues of AMIGA POWER in a vacuum to 
preserve their beauty for ever more, or 
they are plain too lazy to look through their 
collection. Either way, I hope no one feels 
me a fraud or finds the remains of this blue 
bit repetitive or lacking in its usual sparkle 
of excitement. So then, Simon, to those 
Another World codes. Try EDJI, HICI, 
FLLD, L1BC, CCAL, EDIL, FADK, KCIJ, 
ICAH, FIEI, LALD and LFEK for size. 

CURSE OF ENCHANTIA 

Q 'What must I do after I have got out 
of the well?" 

Allan Andu, Holland 

A By wearing the mask when you 
climb into the bucket (created by 

attaching the mud to the seaweed and the 
mud and seaweed to the twigs), the 
monster at the top of the well will try to 
kiss you, but jump down in disgust when 
the mask falls . Don't forget the gem 
behind the rock before heading off. 

Q "But having talked to Ultar to gain 
entry through Weregate, how do you 

pass the cave section? I have entered the 
second cavem, but what are the skull 
combinations?" 
Stuart Freeston, Bilston 

A Look at them both, then pull the right 
one. Simple. 

HUNTER 

Q "On the Mission I can find the first 
man, and then get to the old man 

but he does not elicit any information. Can 
you help? I have also found every vehicle, 
with the exception of the hovercraft. Do 
you have any coordinates?" 
5i Quinn, Bolton 

A Bribery is the answer to your first 
query. Hand over money to the old 

man and continue doing so until he 
refuses more. TALK to him and he will 
reveal the whereabouts of the second 
man. And the hovercraft? A rough map 
that I once scrawled down reminds me 
that it's on the main island, sort of in the 
centre but over to the left a bit. There 
appear to be plenty of cars, vans and even 
the odd bike or two on the island, so go 
get one of those and scout around. 

FIRST SAMURAI 

Q "How do you kill the big baddy on 
Level Four? I have played through 

the level so many times I could do it with 
my eyes closed, but every time I reach the 
end I die." 
Gareth Bright, Oldham 

A I can sympathise with you here 
because once upon a time, I found 

myself in a similarly stiCky situation. As 
with end-of-Ievel-bosses throughout the 
globe it is a question of formulating then 
perfecting a certain strategy of attack. 
Mine was to stand towards the left of the 
screen, face left and let loose with a 
continuous stream of flying slashes which 
the robot should periodically walk into. It 
should be clear if he is going to hit you - in 

THE LAST RESORT 

What good eggs some AMIGA POWER readers are. These ones in particular, it must be said, are 
among the most exceptionally pleasant ovoids who've ever helped out with games problems. 

F / A INTERCEPI'OR more a matter of time than anything else. A "Wait until Brick has entered the Q Ben Cassie of Comwall was Put them on the skulls and the blocked screen, then run to the left. He will 
having more than his fair share of passage will open. Go in and explore the stop above you, then run right and he will 

problems rescuing the pilot and area with haste where you will be come down. Hit him and repeat the 
launching the pod. confronted by the Soullaker. process until he dies." 

(b) Medusa: She can only be killed Daniel Jones, Banbury A "Fly as low and slow as possible with the mirror shield. Three mirror keys 
towards the drowning pilot. You must be located in total. To her LEMMINGS 2 

should be aim to drop the pod (Shift and southeast is a door; go into the Q Boy, was James Anslow of West 
F) just before passing over the pilot by passageway as fast as you can and a Yorks stuck on Level 10 of Sports 
paying close attention to your rudder and wall will vanish. (Repeat if this doesn't Land? Indeed he was. 
external camera views (especially the work first time.) Thi~ leads to a new area 
satellite). By the way, does anybody which in turn leads to a key. You'll have A "Start a Runner before lemming 
know how to destroy the carrier sub? I've to scan the walls for the switch to disable one lands. Make him jump from the 
been trying for five years, having even the teleporter to reach it. very right-most edge, fire two arrows and 
landed on it before trying to blast it to (c) Ramdemons: Go down the hole. jump him onto them. Jump him over the 
smithereens. Any suggestions?" Run your eyes over the walls for a gap in the floor and fire two arrows (or 
Matt Bainton, Bristol switch. One of the pillars will move, and three if necessary) backwards to cover it. 

you will get to use your '0' key. Always Do the same for the other gap, and then 
THUND.RHAWK. have someone using the Wizard Sight fire a rope up to the platform above. Fire Q The first mission of the Alaska spell for auto-mapping and to reveal an arrow up and right but with minimal 

campaign of Thunderhawk was secret doors on the map. power so that the Runner tums around 
getting on Ben Vowles of Bristol's goat. The Blackjack armour? That, as (keep trying!) and run up the rope. 

you probably expected, is just armour." Repeat to get all the lems up to the exit." A "Firstly destroy the forces attacking Angus Brown, Aberdeen Alex Churchill, Bournemouth 
Ice Station Omega (there's no 

need to destroy the actual structures). CADAV.R Q Martin King, also of West Yorks, 
Then head northeast to catch a convoy Q (a) How do you ... ? (b) What was equally useless at Classic 
of trucks making off with the biologicals. does ... ? and (c) Where do you ... ? Level Seven. 
Destroy these and retum to HQ. It's asked Michael Hall of Clywd. 
probably best to take a radar jamming A "Explode the first lem. Designate 
pod for this mission as attacking aircraft A "(a) ... pass the two flares? Drop the fourth lem who falls as a 
can really shorten your day." two sacks in front of the flares, then . Blocker, and make the first one build 
Michael 5 Hofts, Glasgow jump on the sacks. Place dipsticks in over the pit BEFORE he reaches the 

front of the sack to stop the flares and edge. Bash through the top and start 
BLACK CRYPT use the potion to get down and up again. building once he's underneath the steel Q You probably didn't think that it (b) ... the lever in the room where block. Now make one of the trapped 

was possible to hog The Last you blow up the barrel do? Pull the lever lems into a Climber. Carry on the bridge 
Resort in any way, but fans may for the blue casket (you should now have for two more Builders, transfer to a 
remember that 13.741598 percent of three). Insert a holy symbol in each Blocker, and change the Climber to a 
issue 30's juicy pages concemed a casket, put the caskets into a strong box, Builder just before he reaches the 
rather hetty chunk of questions from pull the lever and collect the spell. Blocker. Wait, then bash through the 
Jonas Lindolmer of Sweden. And, c) ... use the friendly slime? It collects blockage. Convert the other trapped lem 
unbelievably, someone was actually daft otherwise unreachable coins and pushed to a Climber, and have the top Climber 
enough to reply. (I seem to remember objects out from under ledges." mine his way through the second 
talk of prizes, so I'll see what we can do.) David Evans, Bridgewater blockage. Dig as soon as suitable ground 

is reached, and explode him as he A "(a) The Soultaker: To destroy the CHUCK ROCK 2 passes the gap. Explode the blocker, 
Soultaker you must have located Q Alex Collier of Maidstone had and get the Climber who reaches the 

all three crowns. (Sound of Jonas' jaw ground to a rocky hall trying to bottom to build over to the exit." 
hitting the ground.) Don't worry - it's far overcome Brick Jagger. Alex Churchill, Bournemouth 

A Wanna bet? Open issue 24,turn to which case you can edge back; if you A So let's just re-cap. You've tried 
reach the edge of the screen then you can strangling it, stoning it and setting it page 80, and locate the first 'I' of the 
fire a dagger, leap over him as he blocks it on fire. But have you tried hitting it with a heading. Scan left a fraction and, in 
and continue from the other side. sausage? II's worth a thought. arguably small but perfectly legible writing 

you should see the words 'Bronze gear' 
GOBLIINS 2 INDIANA JONES AND and an arrow pointing to the relevant Q "Frustration has reached mouth- THE FATE OF ATLANTIS room. (II's near the machine room in the 

foaming proportions and sanity is at Q "I have followed your solution to the outer ring). Mine, I think, is a pint of Pepsi 
risk! (Wahey. These Gobliins players are graphic adventure but have ground and some dry-roasted peanuts. 
an excitable bunch. - Ed) How the blazes to something of a halt. Near the end we 
do you get the egg from the chicken on the are instructed to find a crescent-shaped II you have a query or concern about an 
Giant screen? gear, the bronze-spoked wheel, the Amiga game or if you should in any way 

I have tried strangling it, stoning it to machine part and a bronze gear. I can find know the answer to one of this month's 
death, even setting it alight. I did actually the first three, but where is the last? Loose Ends then please send a covering 
get the egg once before, but I haven't the Nowhere in the entire solution is this note to: The Last Resort, AMIGA POWER, 
faintest idea how." information given." 30 Monmouth Street, Bath BAI 2BW. Your 
Peter Marsh, Nottingham David Washer, Wembley statutory rights are not affected .• 

~ 

~ 

G) 

~ 

" 0 
::E 
m 
JJ 

c 
m 
n 
m 
~ 
til 
m 
JJ 

CD 
CD 
w 

G 



AKERS OF THE WORLD'S BEST AMIGA MAGAZINE 

• Expert 
• • opinions on 

the year to 
come ... 

• Exclusive 
news on the 

ga1mes YOlu'U be 
buying in '94 

---. 124 packed 
pages of 
essential 

Amiga analysis! 









Fast-Pesponse Mallorder 
1 Oam-l Opm 7 days a week 10am-8,pm Monday to Friday 

No credit card surcharges ~ 1 Oam-4pm Saturday 
Always allBl'SlHever an 8IIswerahlllll! ~ 2 milllllS !rIm Old 81. Jibe slaUon, lake ex/12 

Ameagpe Ppices Games centre 

1869 11MB) 
1869 tAMlGA 12001 11MB) 
A· TRAIN 11MB) 
A· TRAIN CONSlRUCllON SET 
ABANOONED PlACES 2 ~MB NOn 200) 
ABANOONED PLACES 2 - AI200 
ADDAMS FAMILY 
AIR FORCE COMMANOER (1MB) 
AIR SUPPLY 
AIR SUPPORT 
Al<JRA 
ALFRED CHlCI<EH 
ALFRED CHlCl<EN (A12OO1 
AllEN 311MB) 
AllEN BREED · SPECIAL EDmON 111018) 
AUEN BREED 20MB) 
AUEN BREED 2 iAMIGA 12001 
ALLOALLO 
AMERICAN GLADiATORS 
AMOS PROFESSIONAl 11 M8) 
AMOS PROFESSIONAL COMPILER 11 loiS) 
ANCIENT ART OF WAR IN THE SKIES 11MBI 
ANNIHILATOR 
APACHE 
APOCALYPSE 
ARABIAN NIGHTS (1MB) 
ARKANOiD II • REVENGE OF OOH 
ARMOUR GEDOON 2 
ARNIE 2 
ARSENAL • THE COMPUTER GAME 
ASSASSIN RE_~MBI 
ATAC 111018) 
ATOMINO 
AWARD WINNERS 2ICOMp) 
B-17 FLYING FORmESS II loiS) 
BAAL 
BAROS TALE 3 
BARDS TALE CONsmucTION KIT (1MB) 
BATMAN • THE MOVIE 
BATMAN RETURNS 
BATILECHESS 
BATI~EISLE 

BATILE ISLE '1/3 
BAffiETOADS 
BENEATH THE STEEL SKY 
BIG RUN 
BIROS OF PREY (I loiS) 
BITMAP BROTHERS· VOlUME 1 tNOT600) 
BLADE OF DEsnNY 11MB) 
BLASTAR (1MB) 
BL08(IMB) 
BLUE ANGELS 
BOBS BAD DAY I1MS) 
BODY BLOWS (1"81 
BODY BLOWS (AAIGA 12001 
BODY BLOWS GAlACTlC 111018) 
BODY BLOWS GALACTlC tAM'GA 12(0) 
BONANZA BROTHERS 
BOOT 
BOR08ODUR 
BRIAN THE LION 
BRIDES OF DRACULA 
BUGS BUNNY 
BULLYS SPORTING DAATS (1 MB) 
BURNING RUBBEA (1 M8) 
BURNING RUBBER (A12009 
CAESAR DELUXE (IMBI 
CAMPAIGN 
CAMPAIGN 2(1NB) 
CAMPAIGN MlS8IOH OI$KS 
CANNON FODDER 
CARDIAXX 
CARRIER COMMAND 1NOT12OO1 
CARTOON RACER (l'RO'/lSIONAL TlTLE ! ) 
CASTLES 2- AI 200 
CATCH 'EM 
CEfffiJRION 
CHAMPIONSHIP 1oWW' .... "R 'e311 MB) 
CHAMPIONSHIP MANAGER '94 SEASON DISK 
CHAOS ENGINE (1MB) 
CHESS CHAMPION 2175 
CHUCK ROCK 2- SON OF CHUCK (I MBI 
CIVIUZATlON (11018) 
CIVILIZATlON tAM1GA 12(0) 
COMBAT AIR PAmDL (IMBI 
COMBAT ClASSjCS (1MB) 
COMBAT CLASSICS 2 
CONTRAPTlOINS 
COOL SPOT 
COUNT DUCKUIA 
COUNT DUCKUIA 2 
CRAZY SEASONS 
CREEPERS 
CYBERSPACE ~MII) 
CYTRON 
DALEKATIACK 
DARK OUEEN Of KRYNN (1 loiS) 
DAS BOOT 
DEEP CORE 
DELUXE PAINT IV AGA 
DENNIS 
DENNIS (AMIGA 12(0) 
DESERT STRIKE 
DIGGERS (A1201J1 
DlSPOSABLE HERO 
DIZZY COLLECTION 
DlZZY'S EXCELLENT ADVENTURES 
DOG FIGHT (1MB) 
DONK 
DRACULA (11018) 
DREAONOUGtfTS 
DREADNOUGHTS · BISMARCK 
DREADNOUGtfTS • IRONCLADS 
DREAMLANDS 
DREAMW1EB (1MB) 
DUNE II (1MB) 
DYNA BLASTER (NOn 200) 
EASY AMOS (1 Me) 
EUTE II • FRONTlER 
ESPANA· THE GAMES '82(1 MB NOTI2(0) 
EUROPEANCHAIIPIONS 
EUROPEAN C~.AMP1ONSItIPS 1992 
EYE OF THE BEIiOliiEII I ~MI!) 
EYE OF THE BetOUlE!'I II (1Me) 
F-16 COMBAT PI~T tNOTI200) 
Fll00MARK) 
F117A STEALTH FIGHTER 11MB) 
F17 CHALLENGE 

21.95 
21 .95 
24.95 
12.95 
23.95 
24.95 
7.95 

21 .95 
6.96 
9.99 

20.95 
lB.95 
lB.95 
lB.95 
B.95 

19.95 
21.95 
18.75 
18.75 
37.95 
24.95 
24.95 
18.75 
6.96 

18.95 
18.95 
6.96 

21.95 
7.95 

lB.95 
8.95 

24.95 
4.95 

21 .95 
24.95 
1.00 
B.95 

21.95 
6.96 

1S.75 
B.95 

22.95 
18.95 
18.95 
25.99 
15.96 
24.95 
lB.95 
29.95 
18.95 
lB.95 
7.95 

18.95 
19.95 
21 .95 
19.95 
21.95 
15.96 
21.96 

4.95 
18.95 
4.95 
6.96 
7.95 

18.95 
lB.95 
21.95 
24.95 
24.95 
12.96 
25.99 
7.95 
7.95 

IB.95 
24.95 
10.95 
B.95 

'8.95 
7.95 

lB.95 
15.75 
lB.95 
24.95 
29.95 
21.95 
21 .95 
21.95 
12.95 
21 .95 
6.96 
6.96 

18.95 
21.95 
24.95 
16.99 
13.95 
24.75 
12.95 
lB.95 
B9.95 
lB.95 
20.95 
21 .95 
24.95 
lB.95 
lB.75 
l B. 7S 
24.96 
19.95 
21.95 
25.99 
12.95 
12.95 
21 .95 
24.95 
22.95 
22.95 
24.95 
21 .95 
21 .95 
lB.95 
9.99 

22.95 
25.99 
7.95 

lB.95 
24.95 
10.95 

CD-32 ....--AUetefUD • .a;w. a:moN 
aoor 

""""-"""""" .... FlI01Al.L.ENGE --uaar.tTlOH. CAPl1V'E 2 
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LOTUS TURBO CHA.J.ENGE II 
MAELSTlROM 
MAGIC BOY 
MAGICIAN.S CASTLE 
MANCHESTER UNITED· PREMIER LEAGUE 
MANIAC MANSION 
MARIO IS MISSING (1MB) 
MATRIX MAIRAUDERS 
MAVIS BEACON 2 (GERMAN) 
MAVIS BEACON TEACHES TYPING V.2 (IMBI 
MCDONALD LAND 
MEAN 18 
MEANAAENAS 
MEGA TWINS 
MEGA·LO·MANIA I FIRST SAMURAIIN0T1200) 
MERCENARY 3 
MICRO MACHINES 
MICROPROSE GOlF 11 loiS) 
MORPH 11MB N0T1200) 
MORPH (AMIGA 12(0) 
MORTAL KOMBAT 11MB) 
MR NUTZ (AMIGA 12001 
NASCAR RACING 
NICK FALDOS CHAMPIONSHIP GOLF (IMBI 
NICKY 2 
NIGHT SHIFT 
NIPPON SAFES INC 
NODDY'S BIG ADVEfffiJRE 
NOOOYS PLAYTlME 111018) 
NORTH & SOUTH 
OMAR SHARIF'S BRIDGE (11018) 
ONE STEP BEYOND 
OPERATION THUNDERBOLT 
OUTLANDER 
OVERDRIVE (110181 
OVERKILL (AI2OO) 
PANG INOT6001 
PANZA KICK BOXING 
PEN PAL 
PERFECT GENERAL (IMBi 
PERFECT GENERAL· WW2 DATA DISK 11MB) 
PERIHELION 
PGA TOUR GOLF PLUS 
PINBALL FANTASIES 11 MBI 
PIRATES 
PIXIE & DIXIE 
PLATlNUM ICOMPI 
POP~YE 2 
POPEYE 3 
POPULOUS II PLUS (1 MEGI 
POPULOUs/PROMISED LANOS 
POSTlMAN PAT 

I~ •••••••••••••• I POSTMAN PAT 3 PREMIER MANAGER 
FACE OFF -ICE HOCKEY 7.95 PREMIER MANAGER 2 
FALCON 7.95 PREMIERE 11MB N0T12OO1 
FALCON· COUNTERSmlKE DATA DISK 7.95 PRIME MOVER 
FALCON· FIRERGHT DATA DlSK 7.95 PRINCE OF PERSIA 
FANTASTlC DIZZY IB.95 PROJECT X 11MBI 
FANTASTIC WORLDS ICOMPIINOTI2OO) 25.99 PUGGSY 
FASTFOOO INOT'1 3.95 aUATIRO POWER MACHINES ICOMP) 
FATAL STROKES 21.95 aWAKI1MBI 
FINAL COUNTDOWN 4.95 AB.1. BASEBALL 2 (NOT'I 
FIRST DIVISION MANAGER INOT6001 6.96 RAGNAROK 
FLASHBACK I! MBI 22.95 RAiLROAD TYCOON 11 MBI 
FLIGHT OF THE INTRUDER INOT.I 7.95 RAINBOW ISLANDS 
FOOTBALl DIRECTOR 211 MBI 7.95 RAVE 
FOOTBALL MANAGER 3 18.95 REACH FOR THE SKIES 
FORMULA 1 GRAND PRIX I! MBI 24.95 ROAD RASH 
G2 18.95 ROBIN HOOD 
GADGET LOST IN TlME 12.95 ROBINSONS'S REOUIEM 
GALACTlC WARRIOR RATS 7.95 ROBOCOO (A 1200) 
GAUNTLET U 6.98 RODLAND 

Please note , ~ 
NOT + means software is 
not compatible with the 
500 Plus, 600 or 1200 • ~ 

GEAR WORKS 15.75 
GLOBDULE 21 .95 
GNOME ALONE IB.95 
GOAL (IMBI 22.95 
GOBUINS 211 MBI 21 .95 
GRAHAM GOOCH WLD CLASS CRICKET 11 MBI 21 .95 
GRAHAM TAYLOR'S SOCCER I! MBI 7.95 
GULP 21.95 
GUNS .. P 2000 (IMBI 24.95 
HANNA BARBARA'S ANIMATION WORKSHOP 35.99 
HARRIER ASSAULT 11 MBI 24.95 
HEAD OVER HEELS 8.96 
HEROOUEST 7.95 
HEROOUEST 2 lB.95 
HILL STREET BLUES 7.95 
HIRED GUNS 24.95 
HiSTORY UNE (1914-191B)(IMB) 24.95 
HOi 4.95 
HOOK 7.95 
HUCKLEBERRY HOUND 7.95 
HUMAN5-Juoa..., Levels IllaJa Dislll iNoT1200) 10.50 
IK+ 6,96 
INDlANA JONES & FATE ATL (ACT) 11MBI lB.95 
INDlANAJONES & FATE ATL IADV) 11MB) 27.95 
INDlANA JONES & L CRUSADE IADV) 12.95 
INNOCENT UNTIL CAUGHT 24.95 
INTERNATlONAL 5 A SIDE 6.96 
INTERNATIONAL GOLF 6.96 
ISHAR 211MB) 21.95 
ISHAR 2 (AMIGA 12OO} 25.99 
JAMES POND 8.96 
JOHN MADDEN'S FOOTBALL 1 B.95 
JURASSIC PARK (1 1.48) 16.95 
JURASSIC PARK (A 1200) 20.95 
KEYS OF MARAMON 4.95 

~~Bp(,~M~0T1200) ~::~ I 
KJNGOOMS OF GERMANY 21.95 
KNIGHTS OF THE SKY (1MB) 13.95 
KRUSTYS FUN HOUSE 22.95 
LEGENDS 21 .95 
LEMMINGS (ORIGINALI lB.95 
LEMMINGS2(IMBN0T1500) 21 .95 
LEMMINGS DATA DISK (XMAS LEVELSI 14.95 
UBERATlON· CAPTlVE 2 22.95 
LINKS 13.95 
LlONHEART 11 MBI 20.95 
LOMBARD RAC RALLY 6.96 
LOST VIKINGS 21.95 
LOTUS ESPRIT TURBO CHALLENGE 7.95 
LOTUS III • TIlE ULTIMATE 18.95 

ROOKIES (11018) 
RUGBY COACH 
RYOERCUP 
RYDER CUP (AMIGA 1200) 
SABRE TEAM • AI200 
SCRABBLE 
SECRET OF MONKEY ISLAND (1MB NOT6001 
SECRET OF MONKEY ISLAND 1111 MBI 
SENSIBLE SOCCER 92/93 
SHOE PEOPLE 
SHOOT 'EM UP CONSTRUCTlON KIT 
SHUTILE 11 MBI 
SILENT SERVICE III! MBI 
SIMANT 
SIM CITY· ARCHITECTURE 2 (ANCIENTl 
81M CITY DELUXE 
SIM CITYIPOPULOUS 
SIM UFE (1.5MB) 
SIM LIFE IAMIGA 1200) 
SIMON THE SORCERER 11 MBI 
SIMON THE SORCERER (A1200) 
SlMPSONS : BART VS THE WORLD 
SIR FRED 
SKIDMARKS (1MB) 
SLEEPWALKER (1MB) 
SUCKS 
SOCCER KJD 
SOCCER KID· AI200 
SOOTY & SWEEP 
SOOTYS FUN WITH NUMBERS 
soupmEK 
SPACE HULK 
SPACE LEGENDS 11MB) 
SPORTS MASTERS ICOMPI 
STAR BLADE 
STAR LORD (1 M8) 
STARDUST 11 MBI 
STREET FIGHTER 211 MBI 
SffilKE FLEET 
STRIKER MANAGER 
STUNT CAR RACER tNOT6OO) (NOT12OO1 
SUBURBAN COMMANDO (. FREE FILMI 
SUPER FROG (11.48) 
SUPER HEROES (COMP) 
SUPER LEAGUE MANAGER 
SUPER MONACO G.P. 

3.5" Disks 
7.95 SUPER TETAIS 11MB NOT1200) 17.95 

24.95 SUPERCARS II (NOn2001 7.95 
lB.95 SUPERHERO I1MBI 21.95 
21.95 SWIV 1,95 
21.95 SYNDICATE (1 loiS) 24.95 
10.95 T.N.T. 2 (COMPI 14.95 
21.95 TENNIS CUP 2 7.95 

1.00 TERMINATOR 2 - ARCADE GAME 21.95 
21.95 TFX tAMlGA 1200) 24.95 
21.95 THE GREATEST (COMP) (1MB) 24.75 
18.95 THE PAffilCIAN ~MB) 24.75 
7.95 THE PLAGUE 4.95 

lB.95 THEAmE OF DEATH 25.99 

I-'-~~ ~\ t~\'~~ 
~~,~ I 

~~ l 
7.95 THINGS TO 00 WITH WORDS 1$-12) 4.95 

22.95 THOMAS FUN WITH WOROS 15.75 
14.95 THOMAS THETANK ENGINE 6.96 
15.75 THOMAS THE TANK ENGINE 2 10.95 
24.95 TINY SKWEEKS lB.95 
18.95 TOKI 7.95 
18.95 TOTAL CARNAGE 20.95 
25.99 TOYOTA CEUCA 6.96 
20.95 TREASURE ISLAND DIZZY 4.49 
12.95 TRIPL_~ ACTION PACK VOL5 10.95 
24.95 TRIVIAL PURSUIT 6.96 
lB.95 TROLLS tAMlGA 1200} lB.95 
10.95 TWILIGHT 2000 24.95 
21 .95 VALHALLA 11MBI 21.95 
lB.75 WALKER (IMBI 21.95 
lB.75 WAR IN THE GULF 11MB) 21.95 
6.96 WHITE SHARKS 4.95 

24.95 WlZKlD (1MB) lB.95 
15.75 WONOEAOOG 18.95 
6.96 WOODYS WORLD lB.95 

22.95 WORLD CLASS LEADERBOARD 7.95 

\.~ 'HOE)( .. ,---

r--. ,,-e.~"1 

-q ~:±-' 
Qty 

10 
20 
50 

100 
500 

0500 
5.30 

10.35 
22.95 
39.95 

184.65 

DSHD 
7.80 

15.35 
34.40 
61.90 

269.,65 

All our disks are fully 
guaranteed and include labels 

19.95 WORLD CLASS RUGBY 12.95 1111 •••••••••••••• 
15.75 WORLD CUP SOCCER 5.96 
6.96 WORLDS OF LEGEND lB.95 
7.95 YO JOE lB.95 

39.95 ZAK MCKRACKEN 10.95 
24.95 ZOOL 11MBI la95 
15.75 ZVCONIX 15.75 

21.95 1 ................ . 
21 .95 

Pixie & Dixie 

Hardware 
A500 Expansion upgrade wilh dock O.5Mb 
A500 Expanston upgrade wlthoul clock O.5Mb 
ASOOpIus RAM upgrade 1 Mb 
A600 Expansion upgrade with clock 1Mb 
Parallel pOf1 extension catH 
Parallel pOOler cable (2m) 
Aoboshitt (Auto mooseljoystick swi1ch) 
Zi-Fi Stereo Speakers 

Hint Books 
EYE Of THE BEHOLDER I 
EYE Of THE BCHOt.DER • 
INOlANAJON£S & FATE An..1ADVl 
INOtANA JONES & L CRUSAOf (AOV) 
LOOM 
....... CMANSlON 
SECRET OF MQN!(EY ISlAND 
SECRET OF MONKEY ISLAtID II 

27.95 
24.96 
56.95 
51 .95 
6.80 
B.60 

14.75 
37.95 

•. " . ... •. " s ... 
7." 
7." 
7." .. " 

21 .95 
10.95 
7,95 
4.95 
8.96 
7.95 

24.95 
10.95 
6.96 
8.96 

18.95 
IB.95 
22.95 
21 .95 
6.96 

10.95 
21.95 
6.96 

10.95 
6.96 

29.95 
24.95 
6.96 

Miscellaneous 
35.99 4-Player adaptor 
22.95 Head Cloaner (3.5'1 
18.95 Mouse 
10.95 Mouse House 
21 .95 Mouse Mat 
18.95 SCART cable 
7.95 Worttstation IorSOO & 500+ 

18,95 Wortcstation for 600 

9.95 1 £ 7 9 5 WOOc.statton lor 1200 
.IB.95 on y. (WOJ1<sJalioos~clud.moo .. mat. 
18,95 mouse house snd dust C<NM) 

~:: .............. Disk Boxes 
lB.95 10 

::~ Educational ~ 
2~:~ ==;, :~5 ,~ 
24,95 PICTURE FRACTIONS 10.95 120 
24,95 REASONINGWlniTROLLS 1~ 1Ji5 150 
795 nOVTHEttQUSE 10.116 

6.96 
3.75 

14.75 
2.95 
2.95 
9.49 

42.95 
37.95 
39.95 

0.94 
4.95 
5.60 
8.30 

14.95 
8.80 
B.75 

10.95 

25:99 =:.c.J"",,"OU~ I~"1 :~:: Joysticks 
21 ,95 AHSWERBACK SENiOROlIZ {I U.DI 18.\111 125+ 9.00 
24.95 FRENCH t.as'TRESS 16.99 Amiga Analogue Adaptor 4,99 

24.95 ;:=R ~~: (use any PC anaioguejoystick on Amiga) 13.75 
24.95 I.&ATHS AlM}ffiJRE !6'I4J 21.iS CompetitionPro5000-black 
29.95 SP~SH TUTOR 16.99 FreewheeI - AnaJogue 36,00 
22.95 w£GAMATHS (A, lfVEil I9.9S Freewheet - dtgital 21,00 

1.00 MICROENGUSH!8-GCSf) IUS Maverick 1 (OS128F) or 1M (SQl38F) 13,15 

15.75 ~==~~ i~: MegastarA/F(SV13J) 2,23 .. 0075 
21 ,95 MtcROMATUS {lI-GCSE1 IUS NBVigalorAIF 
6.96 ""'AoSClE!ICE(a-GCS<) ' ' '' Py1hon lIQSI30F) 9.25 

21 .95 MICRO"' .... '" ,,-,, Py1hon 1M IOS137F) 9.75 

21 ,95 =:a~~Jr~ :~: Ouick;oyl Turbo (SV121) ,7, .. 9005 
6,98 BETTrA MATHS {12·16} 18.95 SpeedkingA/F 

15,75 Brn'EFI SPElUNG (6-AOULTJ IU5 Speedklng Analogue 13.50 
21 ,95 Jl..NOR T'I'PIST (5-10) 13,95 Star Probe 13.50 
24.95 MAGIC MAniS (4-8) 18.95 13.50 

21.95 ~n;:=~~ElAN[1, :~: IlIIiiiiiil •••••••••• 2ii' .·50i 21 ,95 SCROOGE '" CHRISl'MAS CAAOLI 18.95 
7.95 THE THAE:t:BEARS (5-10) 1".'* 

24.9l5 wwo IN THE 'N'!U..OWS 1&915 
13.95 WIZAAOoF Ot 18.96 

20
10 

.• 9
9

5
5 

:=~\'_-II;: I':-·I,;:,I:1144:1~,l: : ~: 
Ar1.JUNIOR COUNTlNG (~5or&.7) 1175 

7.95 AOI.JUtOOR READlNG( .... 5 or 6-7) 15.75 
6.96 ADI MATHS(11-12or t2-13 or 13-14 or ''''.5) 18.95 

18.15 fLINSCHOOl2 !UNOER6or6-8orOYER ~ 6.96 

19.96 ~=!==::~f:~~7) :~f~ 
17.95 FUN SCHOOl. MATHS (7-1 I) IUS 
18.95 PAlNT~DCAfATE (O\It:A5'S) IU5 
7,95 SPEWNG F~ (7-13) 1&95 

OataGEM 
bas Slip plied COli/pliler 
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of tbol~«mds of satisfied 

GwtOll/ers sillce 1987 

Amiga At1II'I PC ,. 
Tmsl us to bat'e (II/ /teed 



Game: Bob's Bad Day 
Publisher: Psygnosis 
Authors: The Dome 
Price: £29 .99 
Release: Out now 

T
hings nearly took a disastrous 
tum for the worse the other day. 
After a day spent watching the 
entire screen spin around, some 

painters came to do the AP office windows 
and filled the office with horrible solvent 
vapours. The nauseous combination of my 
field of view filled with garish colours 
slewing round in circles and my nostrils 
filled with paint ftJmes very nearly made it 
Cam's Bad Day, I can tell you. So that's 
Ilesson number one then - don't 
play this game while under 
an atmospheric haze of 
'industrial thinners. 

Tales of 
,impending vomit 
aside, Bob's Bad Day 
is a puzzle game in 
the same tradition of, 
well , nothing at all 
really. To claim it was 
derivative of anything, 
you'd have to reach as far 
away as a game called On The Ball for 
the SNES (Or the bonus game from 
the original Sonic The Hedgehog), 
which really is getting a bit vague. 

The story concerns the hapless 
Bob, who manages to upset a wizard 
and have his head magically 
wrenched off. His body gets zapped 
to Level 51 and the 
head starts off at 
Level One, and to 
get back together 
again, he's got to 

BOB'S BAD DAY 

messes with your 
head so effectively 
that you get in a 
right state, spinning 
uncontrollably as the 
time tiCks away, and 
screaming at the 
screen as Bob once 

madnesS goes all rOck 'n' roll ... 
tAafb\e the centre. Using a marble as a 

again gets teleported 
onto a mass of cogs. 

Now here I am 
getti ng all excited about 

this, and you're looking at the screenshots 
and thinking "That doesn'l look very 
impressive," and youid be right, because 
it's a bit of a plain Jane of a game, but so 
what? It plays brilliantly. You do run the 
risk of falling over or feeling a bit queasy 
after extended play, but hey, it's well worth 
taking that chance . 

work his way throtJgh all 
100 1levels. It's a crap story (with some 
particularly shaky maths), but it does go 
some way in explaining why programmers 
spend their time making the screen spin 
around rather than, for example, writing 
romantic historical fiction. 

To explain how the game works, it's 
best to run out into your garage 

and make a mock·up visual aid. 
Build a maze out of wood and 
then fix it to the wall by 
hammering a nail through 

surrogate Bob, you can see that by tuming 
the wheel , you can make him move 
around. But that's enough of these Why 
Don't You? antics - back to the game. 

You've got a time limit to collect all 
the stars and then make it to the vortex, 
but after a few levels of just rolling around, 
all manner of confusing and stimulating 
horrors are thrown in your path . These 
some in two forms, the simplest ones 
being the actual physical nasties that lurk 
in the maze, where strange creatures hurt 
you and large spiky cogs grind you up until 
you burst. These hurt, but it's the power· 
ups that cause permanent brain damage. 

Can you imagine left 
gravity? I couldn't until it 
happened, and even then it 
took me a few minutes to work 
out that Bob was 'falling' to the 
left of the screen. No sooner 
have you got used to that, then 
you hit another power up and 
start 'falling' up. And then the 
left side of the joystick goes 
numb, so you can only rotate 
anticlockwise, and then your 
controls reverse, and then your 

head explodes. The game 

• CAM WINSTANLEY 
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It's time to go back to the '80s wi,th the Amiga's 

Game: Jet Strike 
Authors: Shadow 
Software 
Publisher: Rasputin 
Software 
Price: £26.99 

T
he year is 1985. Or thereabouts. 
I'm sitting cross-legged on the 
carpet in my parents' living­
room, eyesight-threateningly 

close to a 21-inch colour television. I'm 
playing a game called Harrier Attack Or:! 
the original rubber-keyboard Spectrum. It 
is just past 3 o'clock in the morning. 

What a touching scene from the 
dawn of home computer game 
entertainment, eh? I thought I'd 
share it with you now because 
everything about Jet Strike 

Your plane's controlled using a 
method that, at first, is frankly baffling, but 
after a bit of practice (I'd suggest - ooh - a 
week or so) enables you to pull all manner 
of manoeuvres without even thinking. (The 
main reason why I'm reviewing this is that 
I've been a big fan of the demo on the 
AP30 coverdisk and ,it would have taken 
too long for anyone else to figure out the 
controls.) On top of that, you also have to 
contend with the arbitrary scoring, the crap 
puns, the slow screen-swapping and the 
deeply unnerving way that huge 
mountains and tower-blocks sllddenly 
scroll onto ,the screen and swat you from 
the sky like an pathetiC insect. I'm tempted 
to lump these together as 'amusing 

idiosyncrasies' than crippling bugs 
- after all, they just add to the 

whole nostalgia package. 
just reeks of nostalgia, and 
of that old-time Speccy 
classic, Harrier Attack, in 
particular. From the weird, 

"I'. 
slBing cross-

But - and this is a 
big 'but' - even though 
I'm seriously into old­
fashioned Spectrum-style 
romps, I still have a 

problem with Jet Strike. I 
8-bit graphics to the long 
long loading times, this is 
a game that miraculously 
catapults you way back 

leggeel on the 
carpet" really like the idea. I love 

almost ten years in video 
software history. Which may - or 
may not - be a good thing. 

It seems to be aimed at people who 
like planes but can't be bothered with flight 
sims. You get to fly a wide range of planes 
on an equally broad selection of missions, 
which you can pick from various training 
options or the main part of the game, a 
linked series of 100 combat operations. 
Missions can involve an element of air-to­
air combat, a hint of ground attack activity, 
or, just as often, a little bit of both - with 
maybe a suggestion of spy-rescuing or 
reconnaissance-photo-taking thrown in for 
good measure. 

the deep-down feel-good 
sensation when you 

successfully carpet-bomb an 
unarmed convoy with a runway denial 
device. And I ever:! derive some form of 
perverse satisfaction from the utterly 
unforgiving controls. But the one thing I, 
CANNOT STAND is the delays. Every 
time you crash your plane (and believe 
me, you'll be doing this a lot), you have to 
press fire and WMT WAIT WAIT 
while the disk drive whirrs and 
clicks and eventually puts you 

Every mission Is Introduced by 
these two lalIy guys - who 

nner on from this pose. 

back on the runway again. What's that? 
You've accidentally selected the wrong 
option from the main menu? Well , TOUGH 
- it's probably faster to re-boot than to try 

. and get back to where you started. 
It's a tribute to Jet Strike's appeal 

that I've kept going back to it despite this 
frankly hideous flaw (to be fair, you can 
install it on a hard disk, which does help 
matters somewhat). I can't recommend the 
game unreservedly, simply because I 
know it'll drive some people completely 
spare. I can imagine it having some sort of 
weird cult appeal, however - the sheer 
level of frustration means that you're not 
going to finish it in a hurry. Oh, and it's 
also way too expensive as it stands - a lot 
of people may have bought a lot of 
Spectrum games that, in retrospect, were 
mildly entertaini rng 
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rubbish. But then again, they weren't 
paying 27 quid a time. 
• DAVE GREEN 





Nine Amiga 
PACKAGEl 

FLIGHT SIM SPECIAL 
DOGFIGHT, COMBAT AIR CONTROL 

GUNSHIP 2000 
£25 

PACKAGE 4 
HARDDRNING 

MICROMACHINES, LOTUS TURBO 3 
F17 CHALLENGE 
Fl GRAND PRIX 

£30 
PACKAGE 7 

AGA ZONE 
OVERKILL AGA 

AIR BUCKS AGA, ZOOL AGA 

ROBOCOD AGA 

£30 

PACKAGE S 
STRATEGY CITY 

SYNDICATE, DUNE 2 
SPACE HULK 

BLOB 

£35 
PACKAGES 

SLASH'N'BASH 

BODYBLOWS, STREET FIGHTER 2 
FIRST SAMURAI 
FULL CONTACT 

£25 

PLATfORM pnm ru 
yol JOB! ARABIAN NIGHTS 

SOCCER KID 

£25 
PACKAGE 6 
BUMPER BONANZA 

WALKER, CHAOS ENGINE 
FLASHBACK, GLOBAL GLADIATORS 

DESERT STRIKE 

£40 
PACKAGE 9 
BUDGET BUCKET 

SILLY PUTTY, ADDAMS FAMILY 
DOUBLE DRAGON 3 

GOLDEN AXE 

£15 
NB. CERTAIN PACKAGES MAY BE UNBOXED. WE ALSO STOCK A LARGE RANGE OF COMPUTER ACCESSORIES AT LOW, LOW PRICES. 

HURRY WHILE STOCKS LAST. 

LOGICAL SOFTWARE, 108 NEW BOND STREET, LONDON WIY 9AA. TEL: 0374453941 
Please make all Cheques/pO's payable to Logical Software allowing 7 working days for delivery. Please add £3.00 per order for P&P 



Game: Prime Mover 
Publisher: Psygnosis 
Authors: In house 
Price: £25.99 
Release: Out now. 
No, really. 

W
hat is it about racing 
games? After issue 30's 
fantastic viotation of the 
laws of time in F17 

Challenge, Psygnosis have picked up the 
gauntlet of ridiculousness and come up 
with something even more astounding -
the amazing moving mountain. In Prime 
Mover's Japanese racetrack, the 
hilariously·named 'Nontendo' course, most 
of the scenery is dominated by a huge 
snow-capped mountain, looking not at all 
unlike the legendary Mount Fuji which 
appears in most Japanese 
raCing-track games. As 
you crest the long hill 
coming up to the 
start/finish line, this 
imposing peak lies dead 
in your centre of vision, 
providing a strangely 
stirring backdrop to the 
action. Until your second lap, 
that is, when you notice with 
puzzlement that as you climb towards the 
line, Mount Fuji (or, as it's probably 
actually called in the game, 'Mount Fudgy' 
or something equally side-splitting) has 
curiously and almost imperceptibly shifted 
a couple of screen inches to the right , 
leaving it halfway to the edge of the 
screen. Do another lap, and you'll 
probably be only partly surprised to 
discover that several million tons of earth 
and rock has somehow disappeared from 
view altogether. Oh dear. 

Sadly, that's not the worst flaw in 
Prime Mover, only the funniest one. For a 
game that's been about two years in 
development, there's a stunning lack of 
almost anything at all in it. It looks like 
something from 1988 (Super Hang-On, 
which was more or less the Amiga's first 
motorbike racer, leaves this a mile behind 
graphically), there aren't any new or 
exciting features of any kind, the control is 
rudimentary skidding around, the sound is 
the usual drone combined with 
tuneless music, and the 
now-ubiquitous weather 
effects are simply a 
poor imitation of the 
ones everybody and 
their dog's already 
done. You rarely see 
any opponents after 
the star:!, there isn't any 
indication of where they 
actually are on the track 
map, when you smash into a 
roadside barrier at 140mph and suddenly 
drop to 50, you don't actually, visually, 
appear to be going any slower at all, the 
roadside scenery is the same all the way 
round most of the courses so there's no 
way of really learning the track layouts, 
which is the only way of getting round 
without hitting things (the incredible 
shifting scenery hardly helps), and ... I 
could go on, but you'd only get depressed. 

The Amiga motorbike-racing game 
market has long been dominated by two 

truly excellent titles. 
Super Hang-On is lovely-
looking, arcade-fast and 
intensely exciting (and eight 
quid), while No Second Prize is 
beautiful in a different kind of way, 
equally speedy and thrillingly 
realistic. Prime Mover 
isn't fit to wax either of 
their leathers. 
• STUART CAMPBELL 

PRIME MOVER 
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Game: Deep Core 
Publisher: ICE 
Authors: Dynafield 
Price: £25.99 
Release: Out now 
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W
ell, at long last, it looks as ~ ~. ~ know that 
if the software houses ~ .~" 1\e you're going to let 
have decided to pull their ~ \\\\\_'"!J them know what you 
collective socks up and offer (0 O«\e know about what Ihey don't know. 

us a game as exciting as it is original. eS S What they don't know is just exactly when 
Deep Core offers us an electrically emetic ~ \~ 60 you're going to let Ihem know about what 
eclectic mix of plot, atmosphere, ~ ea\\" Central they don't know. 
gameplay, power-ups and prodigious '* t Protagonist. So while I pick up my P45 up from 
weapons. Not only that, we are presented Apparently that title fell the inter-office ballistic postal 
with a well-muscled hero (Captain through at the last moment. Someone else infrastructure, I'll let you know what you 
Oawnrazor) from the He-Man, no-job's- had copyrighted it in America. don't know. 
big-hard-or-challenging-enough-unless- The game! What's this telling us Yes, Deep Core uses a cunningly 
you're-saving-the-earth-from-imminent- about the game? Okay, it's telling us imaginative system of rostrums which you 
threat-of-poor-plot-cliches Academy. nothing. It's a stalling trick. A trick that can negotiate and traverse by jumping up 
Sound good so far? Yeah, thought so. doesn't quite work on the printed page. and down. You can use these podiums 

So just what is it that earns it the When something is really good, it's quite a (Ah, I get it. You mean 'platforms', don't 
elusive praise 'excitingly original'? Well for useful device to make people wait. Build you? Rendish. - Ed) to reach specific 
a start, it bears absolutely no resemblance them up to a crescendo of frustrated locations crucial to the completion of the 
to Gods. No siree Bob. Although there expectation. Put them on hold while you game. Lifts and teleports take you to other 
were rumours, allegedly, that the original check the word count on your sections of an incredibly large level. ,In 
game title was to be Deep Core And The Mac to see if you're near fact, as I played this benchmark game 
Unfeasibly Large Central Protagonist Who the amount of words against which nothing will be 
Doesn't Bear Any Resemblance required for a single- compared, it struck me how 
Whatsoever To Gods' Unfeasibly Large page review. They incredibly large it all is. In fact, 

iI's larger than a Ilarge thing 
which translated into video­
game-speak means that there 
are three sections of the game, 

each divided into nine levels with 
small sub-levels branching out 

from some 01 these. 
Not content with this milestone in 

game design, there are also arbitrary 
mechanical denizens who try to do your 
unfeasibly large character fatal harm. 
Miraculously, the innovation doesn't end 
here. Your hero lis armed with a large gun 
which , stupendously, can be upgraded by 
jumping or travelling through small icons. 
Apparently these fabulous little devices act 
as 'power-ups' to your gun. They can be 
particularly effective by making it easier to 
kill the abundant aliens. 

There's more. Loads more. The 
scrolling from side to side and up and 
down is incredibly smooth. There are even 

little puzzles to be worked out, such as 
collectable letter icons which let you gain 
access through certain doors. fI's just 
awesomely gobsmacking how 
programmers could have thought this up. 
Where did their inspiration come from? 

Who knows then, eh? But let me tell 
you this. A multi-level platform game. It's 
just what the games market needs to kick 
some life into it. 
• STEVE McGILL 



Yo ur Cool SPOT chums are locked awayf YES WAY! You, 

as Cool SPOT are here to save the dayl Quit gawping over th 

dreamy scenery, the awesome animation and most savoury 

sound around. Playl Man, this is the hairiest ... 
C 1m Yip __ '*-~) ....... _ 'tOOl SI'OI" AU 0IWC1UI NfJ IWIlD EKII AlE TIIIIIIAIIt ,. ~ CDII'OIA11OII, DoIWI, 

TWl 1m ............ lJII. LIlllia u... ...... ~ Wit sa 

SCREENSHOTS MAY BE FROM A DIFFERENT VERSION 



.. 0 Drlvlnll ................................................ .£5.99 Dream Team ............................................ .£I ... 99 Nigel MlUlIell'. Grand PrfL ...................... .£It.99 
AlDo. Pro(e .. lonal ••••.•••••...••••••••••..•.•..••.•• .£39.99 Dune ....................................................... ,£1".99 Player MaJuo.er ......................................... .£5.99 
Bod,y Blow ............................................... £16.99 Epic ................................................ _ .••.•• .£1 ... 99 Premier Manqer ..................................... .£15.99 
Bombozal .................................................. .£5.99 Federation of Free Traden ........................ .£5.99 Robocop 3 ............................................... .£1 ... 99 Champion. of Raj ...................................... .£.1.99 Football Cruy ......................................... .£12.99 

Sim CltylPopuloDl ................................... .£I ... 99 CI.m .. Uon .............................................. .£19.99 Jquar lU220 •••.•••••••••..••••.•••••••••••••• _ •••••••. .£9.99 
Spritz Palnt .................. , ............................ .£5.99 

~~:3!.c:..~r~t.;;;~·::::::::::::::::::::::::::: ::::::::::ll::: Jimmy WhIte Snooker .............................. .£1t.99 
Kick Off 2 ................................................. .£5.99 Super F~ten ......................................... .£I ... 99 

Cune of Enchantla .................................. .£12.99 Killing Cloud ................................... _ •••••••• .£9.99 
lemming. 2 + free t·.h1rt ......................... £17.99 

Thunderhawk ............................................ .£9.99 
Dukmere ................................................ .£I ... 99 
DoI""e MOIic Con.tnsctlon Kit 2.0 ...••...•• .£59.99 Uon Heart ............................................... .£17.99 Ultima 5 .................................................... .£9.99 

WWF2 • Euro Rampqe ............................ .£1t.99 Doodle Bu .............................................. .£10.99 Lure of the Temptre ................................ .£It.99 

BL.A ..... JK. I».SJK.S FOOTB.A.LL CR..A.ZY" 
I 00% CERTIFIED FULLY GUARANTEED 

20 ......... .£8 100 ......... .£30 
50 ......... .£17 250 ......... .£70 

(PLEASE ADD £3.00 P&'P ON ALL BlANK. DISK ORDERS) 

..... .\S 99 

KICK OFF "/pLATER MANAGER/FINAL WHISTLE 
ON"LY" &:'9-99 

AUNT Al<TlC ADVENTURE _____ .... £..,5.9') FIGIITIR JOYSTKJ( •• _. ____ ._ ....... __ .£5.99 

PAPEtlOY 2 _. __ • £6.9') 

(OIITINIIITAI. (IR(UI £S.99 

(Rl1Y MKlIOIWIfOlll. 2 FIRE IUITOIIS) 
PREDATOR 2 ... _ ...... __ • __ ._._. _ _ _ .£5.99 
JOHN BARNIS FOOTlAlL.. •••• _ _ _ -..t9.99 

FlIGHT OITME ItITRUDIR £9.9') MOUSl MATS •• _ ...• _ .................... _ .... _.£~!.OO 

SPANISH nrroR ____ ... _ ... _ .. II' '19." 

. . . ................. ... 5.99 
lANGUAG£ 
LtARHltoIG 

PACK 

FRINCH MlSTRUS ____ .. II' '19." 
GIllMAN MASTlI _ _ ... ___ II"19." 

ALL 4 FOR 
ONLY 
£19.99 . .. ........... .. ................... £5.99 ITALIAH TWTOI ._ .. __ .. ___ II' '19." 

LEMMINGS a ONLY £X4.9 
BUY ANY THREE £5.99 GAMES FOR ONLY £15.00 II .XT.RNAL DRIV. 

S4'." 
Some sames mi!Y not yet be available but will be sent on cloy of release. 

C·\'Iran .................................... ............ .... 18.49 
~acIon _ ...................................... 10.99 
Doo1< <McnolKlym (1 Me!) ...•.•... _ .. . _ ... 21.99 
Oorl<m<re (I ... S) .................... ·····.· .. ·.·. ·· I~.9 
ll<4II>~oIKIym (I Me!) ................. 19.99 
0efUxIer 0/ the Ocwn ._ ........................... 99 
D<sut SOik. Migo_ ............... _ •.•......• !!2.00 
D<sat SOikc .. ........................................ 18.99 
-. ~_ .................................... 9.99 
D<1ui<. _C .... 1Ot 2.0 _ .................... S9.99 
~AI200' ............... .. ................... 19.99 
DI!po.- lim> ... ........... ... .....•. ....•..... .. 16.99 
Dc1If1t ................ _ ........ _ ..................... 22.99 
000<k~ ... _ ........................................ 13.99 
OraQJlo ....... _ ........................................ 19.99 
""'" ............... ..................................... 19.99 
""'" 9 Migo ............................. _ ......... 11.99 
Du>s<an Mas.., & Cheos \V1k .. Bode 
(1 Meg) ......................................... 19 .• 9 
D!noIllosta> ... ... ...•....•.•.•..••....•••.•.•...••. 19.99 
EM<! 2 • ...... oI C_ , Meg) .......... . 22.99 
Elpn . The GoYnes 99 (I Me!) ..........•...... 19 .• 9 
E .. _CIIoor!>s· ................................. I6.99 
Ewopeon ~ ••. _ •.••.. _ ••.•.••..••.• 1).99 
Elil< ..................................... _ •.•. _ ••.•. 18 .• 9 
E)<oI lto<_(SlI)(1 Me!) .............. 19.99 
E)< 0I1to<_2 (1 McSl_._. __ . n 99 
f16_ EaSI< 9 (I MegI ................... I • . 99 
f1 I7A Stealtl1 .................... _ ............ 91 .99 
fl9Stullh 'ifIt" ............................... 14.99 
fobl<S&r~0I~_._.19.99 
folton CiaslO: CokC!Ion ..•. _ .•. _ ......... _ .. .£'1.99 
f _ _ (ieoho,Pt ..... M<\OIID MriI, 
PoJ>Ioous, _ ) ......... _._._ ..... -22-99 
fNI fight ....................................... _ 16.99 
nrc & ke., •.•.• ,.''' .............. ~ ........... "" ._,.,,16_99 
_ 01 f, .. _ (_., 91 ........ · ... · ..... ·· 
Rosn Bode .......................................... 11.99 
_k AmIga ._ •••..•.•••.•..•••••.•..•.•• 11.99 
_ 13 ............................... _ ..........• 19 •• 9 
_~ 1 Grond l'1li .......................... 93.99 
frOntier (Eit. 2)' .. _ ......... _ ......••......•• 21 .99 
r.., 5cI1ooI9 (9-6) .................................. 7.99 
f.., 5cI1ooI 1 (6·8) ................ _ ... _ ....... 7.99 
f.., Sd1OOI2 (h ) ............................... 7.99 
fun 5cI1ooI3 (1·51 ......... _ ....... _ ..•..• 11>.99 
f.., ScnooI3 (5-7) ....................... _ ..... 1 .. 99 
fLn School 3 (7.)_ .•......•.•.............••... 16.99 
f.., 5<hooI. (2-5)" •••......• _ •. .•• _ .••.•. 16.99 
rlil ScnooI. (5-71 .•. _ .......................... 11>.99 
F1<15cI1ooI . (7.) •.•..•.•....••••............... 18.99 
Goultl,t L _ •..... _ ...... _ .................. 7.99 
Gool ...................................... __ ... 16.99 
Grohom Gooch 1om/,o._ ......••......•••.•.•. 11.99 
Graham Gooch C/id<.t .•.•.•••.•••..•••••••• 16.99 
Grnnro,tor'lSocxv_ .............. 18.99 
GtwIip 9000 .• _ ........••............•......••... 91.99 
G..-.tip 1000 Migo .•.........• _ ..••. _ •• 11.99 
Guy Spy ......................... ...... ......... 19 .• 9 
HoSor the _ ......•......•.•..••.•.........•.• 9.99 
HorI<""" ...................................... 19.99 
Henna -.. _ •••••.••••.•••••• .33.00 
He ... 0/ 0W\e (I Meg) .................... _ ... 22.99 
Her«Jj<S( + 0eIa DiIk ........................ 19 .• 9 
ttnd GIn' •..••.......••......................... 21 .99 
Home Alan< .. .•. _ •••.••.••.•......•.•........•.. 16.99 
_ ..................................... ... ............ 15.99 

Humons ............................................ 17.99 
Humons 2' .......• _ ............•.•..••.•. _ •..••.. 19.99 
Indiana Ion<$ 2 AcMnan 
Ifett 0( _ ) ...................................... .i3.99 
Indiana Ion<$ _ ... .... _ ............. _ 9.99 
Indy He.t ......................... _ .. _ ....... 16.99 
Int.metIonIJIRusbv ChoIl<nge ................ 17 .• 9 
Int<metIonIJI Sports~ •.•..••••• _. 10 .. 9 
_ . Lt,.nd 0( the -. ... _ .......... 15.99 
_ NicIdous Golf .................. _ ............. 6.99 
l$or lUS90 (IMeg) ............................... " .99 
Jem<s PM:I .......................................... _ 1 .. 9 
Jsn<s PM:I2 . Robocod ...... _ .............. 18.99 
..... Whlte _ ••.•.•.•••.••.• _ ...... ,..99 
10M Bomts E1J'O!)<M _ •.•••••••.•• 11>.99 
10M Modd<nI (III) f_I ................ II>.99 
UassIc Perk ....................... _ •..•••••.•..• 16.99 
JtnssIc PorIc A 1200 •.•.•..•.........• _ ....•.•. 1.99 
KGB ............................. _ ........................ I9.99 
KId< 0119 (1Meg) ....•.••..•• " ......... __ .•.. 8.99 
KId< 0119 .......................................... 9.99 
KId< 0119 ANI _ .......................... 9.99 
Kid< 0119 GIonts 01 EIIopt ...................... 1.99 
KICIC 011 ill."", to EIIopt ...... _ .. _ ...... 1.99 
KId< 0119 ......." lec1Ics ........................ 1.99 
Kl!Ins CIoud ............. _ ...... ..................... 9.99 
__ d< 3I1'oro P!oc . ................. 99.99 
KIns><M>t6 .. _ ............................... !5.99 
~ ... .................................... "" .... 19.99 
~" 0/ the SI<y (I Meg) .... _ ••....•••. 39.99 
l. onder ._ ...... _ •...•.••.. ., ............. 10.99 
L. 9o'<Y oI SorasiI ......................... .. 16.99 
L. rrmnss •........•• __ ..................... .. 19 •• 9 
l,"'"*'Ss 9 ............................................ 90.99 
l.....ross Data DiIk · 011 NoI ................... 9.99 
l.tnellV<apon ..................................... 18.99 

=~~biiY:~::::::: :::::::::::~::::::::~L~ 
Ladcl the ~9' .............................. 19.99 
lotuo 3· the _ CIIoll<nge .................. 11 •• 9 
l_ 1IJrt>o 01ekngt 2._ .......•.• , ....••• 11.99 
l&R "' Ill< ,""""' ... ................ _ ...... 19.99 
MKls1rom' ......................................... 91. 99 
_ UMtd Eu-opt ............ _ •••.•.. 9.99 
11<_ ........................................ 9.99 "'so Sports (Surm!<r G<mt$ 1 & 9, _ 
G<mt$1 ....... _ ••••.••.•••..•.......••...•.•.. 16.99 
Malin MoIhs ......................................... 16.99 
Miao En;hh (6 yur> to W E, Cortoms to 
_ Clln1cuUn1 ••.••.•.•• _ ............ 19. 99 
' .... ktnCl> (B<sImtl1 to GCS.! Ccdoms to 
_ Clln1cuUn) .............................. 1).99 
Miao Gtrmoo (II<9Ma toGCS£ m~ 
c.norms '" _ CmIc\io.mI .•.......•..• 18.99 
Miao MachInes' ............................ ........ 16.99 

~~J~.~ .. ~~ .. ~,5 99 
=':..~ .. ~.~::::::::::::::::::::::::::: :;:~ 
Mii 0!IIct (Word I'nlcmor, Sprucl5he.~ 
0._, oncIllbk Utilities P<O!'IImSI _.38.99 
~ _ 2 ................................. 13.99 
Monopoly" ............ .............. ................ 19.99 
Monster Pock 9 (~Gsnt Show, A_, 
Bust 21 .•.......•• , ..... _ •.....•• _ .......... 13.99 
Morp/IAI200' ...•........... .. ........... ............ 19.99 
MotIaI Komber ............................ _ ...• T.8.A 

_ ........................ _ ....•... _ ..• 11.99 
1-IS<I_'O\ooIi1~ .. .. _ .... 19 .• 9 
--. BIg _ . . ................... 16.99 
OOM .................................................... 9.99 
OMce (Word F'focessot, SpeU Checker, 5pru(1shm & _ , _ , Gfophlcs 

arxI8eslc: QTl') .•.•.......••. ...... ...••• _ ............. 99 
One Stq> 1It)'ond .................. _ .••.•••• 12.99 
Optmbl Wcll ...................................... .8 .• 9 
0vattM: . ............................................ 16.99 
Pog< 5<n" to DTP .••.•••••.....••••••••••••••• 3<.99 
P.,..,..." 3.9 DIP .......................... 131 •• 9 
,.." 'If Cr . ... (E_ Art PocIcoSt 
10< IOd5 _ 6 )'< ... ) •.. " ................... 18.99 

~~·S;;.;::::::::::::::::::::::::::::::: :: i·~;: 
PGA IcuGof +C .............................. 19.49 
PGA ,,,.. GofC ...... 0lIl< _ ... .... .......... 1 1 •• 9 
PInboI Inams II Meg) ...................... .. 16.49 
I'tIfI1Ittf ............................................. 9.99 
I'oaIIcl OorI<ntso ................................. _21 .99 
PopUous & Sin City .. ............................ 16. 99 
PopUous 2 ••.•....... _ ........ _ •....•.•...•.•..• 18.49 
PopUous 9 (I MeS) , .......• _ ...••. _ .•••• 19 .• 9 
I'opoIouo 2 + Dot4 0lIl< ....................... 91.99 
PopUousI ~ 0eIa DiIk ........... lI .99 
_~ • ....•....•...•••.•••...•..•.........•.. 19.99 
_ Up ("'"" H.O., lW1bn, X.Qut , 
M utd BteoI, RaInbow 1sIo-idI) (NOP) .•••• 9.99 
Powtrrnoretr •........••.........• _ .............. 19 .• 9 
~'O\ooIi1W.1 001II 0i5k .• __ . 11.'9 
_ . ....................... _ ......... __ .... _ 1) .• 9 
- /o\nijtr Mi90 ...• __ .•. _ .•. __ .• 11.99 
_ /o\nijtr _ ...... _ .... ______ •. 15.99 
_ /o\nijtr 9_ ....• _ ... _. __ . __ 16.99 _____ .......... _ .•. ___ . ___ 16.99 

Ma 01_ (I Me!) ..•.•. _ ... __ .•.•. _.9.99 
Fro Ttmil lou 2 ._._ .... ____ •.•. __ 10.99 
I'rojtct X (I Me!) ........ ___ •. __ ._ .. _ 18.99 
I\.oI>.Q.er •. _._ .... _ ... _____ •.•.•....•. 16,99 
I'IJZ%I< BooIc 1 •. ___ .... _ .... _ ................ _.5 .99 
I'IJZ%I< BooIc 9 •.. __ .•. _ .•. _ .•. _. ___ •• 5 .99 _ """"(1 Me!)._ ... __ . __ .... _. 19.99 
~ ... _. __ .... ___ .. _._ .•. __ .I~99 

~~1ht~::::::: :: :::::=::i~: 
1Itd8elon (l Meg) .. __ . __ . __ .•.• _ .• 22.99 
I1iK cI the Or$n (I Me!)._._ .•. _ -25.99 
Aisky ___ ._._ .. _ •••• _ ••• _I8.99 
Rood _ . __ .••.•. _ .•• _ .... __ •• _19 .• 9 _3 ... __ .......... _ .. ___ ... _ .... 14.99 
IIomt •••.. ......•. __ . ___ ..• _ ..•.•....•... 19 .. 9 
1Ioekt's0rlt ..... _____ . __ .... __ 15.99 
501ft 1_ •.•. _. __ . __ .•... __ . ___ 15.99 
Seek W Dtstroy ._ ..... _ ..... _ ............. 16.99 
_ 01 MCIi«y 1sIond(1Meg)... ...... __ 18.99 
_ 01 MCli«y lslond 2 _ .•. _ .•. __ •. .i3.99 
_ 01 the Skr llledt (IMegI_ .... _ ... _ 19.99 
_ Socxv ..•. ___ .•. _ .•.•. ___ .•. _. 10.99 
Shedowcllto< _ 3 ................ _ ........... 19 .• 9 
_ . ___ ... __ ... __ .•.•. _.19 .• 9 
_ .. _ .• _ .•. _ .•. _ .•.•. __ ..... _ .IS.99 
_ _ .•.•. _ ......... __ .•. _ .•. __ ... _ 19.99 
SItI1t StMct 2 (1Me!) ..... __ . __ .•.•.•.•. .!!2.99 
Sin Nl .•..•. _ .•..•..• ___ .•. __ •. .!!2.99 
Sin 01)' & PoJ>Ioous ._ ....•.... _ ...•.•... _ ..•.. 15.99 
Sin OI)' _ Gtits ... _ .. .... _ ..... __ •. .8.99 

Sin ClIyflAlft _ _ . ____ .----8.99 

Sin 01)'_ Edtor _ .•. _ .. .. ................. .8.99 
Sin _. ••. _ •. _ .... _ •..• ____ --21.99 
SiIcoHtel •. __ ........ ____ ._._--5.99 
~ ... - ......................... --...... .iO .• 9 
Socar Kid . __ ...... __ .•. __ .•. _ .•. _ .•••. 16.99 
Spoa -..· .. _ ... _ ..•..•.•.•.• _ .•. _ •. 91 .99 
Spoa Cn&odt _ .•.•. _ •. ______ 19.99 
Spoa _ ____ .•. _ .• __ •. _ ........ __ .11.99 
Spec.l<9tOOs_ ... _ ... _ .. _ ................ ..... 91.99 
SptdO forc.ts .• _ •. __ •. __ ......... 92.99 
Sptt<I>oI 2 ........ __ •. __ .• __ ._ •.•..... I).99 
Spdils F .. [1·Il)n)_ ........ _ ............... _. I8. 99 
Spiltol _ (1Me!) (NOP) •. __ .... 9.99 
SpiL_ ••• __ ... _ .... _____ •. _.6.99 
SIM' .... 950h~ ._ .... _ ... _--21.99 
_ •.•. _ •. ___ .•.•. _ ....... _. __ .. 18.99 
~_~_,Spi'ld 
_,~9100, Ottitrosl __ ._19.99 
SImIII;lItr 9 .•. __ . ______ .•• 18.A9 
_ ......• _ ..•.....• _. __ •. __ ...• 18.99 
SI4"f HtIo .•..• _ .•. _ .• ___ .•. _ •. _ .•.•.• 19.49 
s..,.. Spoa _ _ •..•.•.•. __ ._ ..... 18.99 
~ ..•. _._._. ____ •. __ .•.•.• I8.99 
s-.aa 01 Sodon .. ___ .•. _ .•. __ ........... ..1>.99 
S\n<tCaI<._ ._ ....... _. __ ._ .•• __ .• 21.99 
S\n<tCaI< .... ___ ... _ .................. _ .• 11.99 
tN.l W8, HoW DM1, -.. CJascn 
S!*it.~I ()O').- ... · .. · ... ___ .... __ .• 1.99 
.... -. .• _. __ ................ __ ._11.99 
__ 2 ..• _ .•..•....•.•. ____ •..•.•. 18.99 
UJ(AI200 ................... _._._ .•. _ .•. __ .•. 91 .99 
lnt ErIcrta (u,< "-GsntI·_··_···9.99 
lnt Lootnu.ns olWocanl (90 _ _ _ ) _____ 91.99 

The /o\nijtr (NOP) • ___ ...... __ ........... . 19.99 
_ .• . ___ ._ •. _ .... _ .•. _ ... __ .•. 9.99 
lIIus Ito< fa< .•. _____ ._ •. _ .•.•. __ .•. 9 .• 9 
TwI!H1I !!OOO AI2OO" . __ .•. _ .......... .21 .99 
~1!000' ..... _ ... _ ....••......•.. __ .. 91.99 
lADno 5 ... __ ._._._ .... _. __ ....•. _.9.99 
~opio ..••..•.•..• _._ •. __ •..• _._._ 11.99 
lJ1qJIo _ _ _ 0I1k •.....•..•.•.•.•.• l1A9 
'o1cIngs · Rddol C1lrq.Jtst .• ___ ••.• l l>99 
'oIoom •••. __ .... ....... _ .... _____ .. ..... IS.99 
'oIoom _ 0I1k •• __ .•. __ ....... _ .•. _ .• 12.49 
_ ___ •.•..•.•..• __ . ___ .... __ . 19 .• 9 

WhttIs cI FR (Hold DM1, ""'-HI, 
0- H.C), ,LIto, QAM) (NOP) .•. _ ... _ ...• 1.99 
W. ~ GUO _ .• _ .... _. __ . __ ....•. __ .. .. 21.99 
Wre CotrmolncItr _._ ......... _ •.•..•.•.• 9.99 
'IIIl-!Od _ ... _ .... _ •.. ___ ... _ .. . _ I8.99 
_ .•. __ ...... _. ___ •....• .•.•..•.•. _ 11.99 
WWf~---.• - •.•........•. -.-_-I •. 99 
WWf~9.-- ...... --.......... - ... _ .. 1~99 
lb Joc" ..•..•. _____ ....... ___ .•. __ 16.99 
Z<xlI (1Me!) ___ ..... _ .• ___ . __ IS.99 
Z<xlI ............... _ .- •. _ ..• _ ..•.•.•••...••• 11.99 

I'JIOOUCT MARKED • MAY HC1T BE 
AVA/LABU AT lIME OF PRIHT, BUT 
WILL BE SEHT ON DAY OF RElEASE. 
PI.EASE C4U FOff DETAILS 

NAME ••••••••••••.••..•••••••••••••••••••••••••••••••••••••••••• ADDRESS ••••••••••••••••••••••• _ ................... _ ......... _.......... .-.. _____ .................. . 
................................................... POSTCOOE ...................................................... TELEPttONE-..-....-_._._ .... _ .... _ ...... . 
ITEM .............. _ ................................... . 

ITEM ................................................... . 
ITEM ................................................... . 
ITEM .................................................. .. 

ALL PRICES INC VAT 

TOTAL ........................................ 1£ 

CREDIT CARD NO: 
CARD EXPIRY NUMBER: ......... _ •••• _._ ............................ _ .. . 
SIGNATURE ................... _._ ••••• _ ............... _ ................... __ ..... . 

DIRECT SOF1WARI LTD,(DEPT 2JIC), UNIT 3, 
CROSS KEYS SHOPPING IMLI., IT NI018, 

CAMBRIDGESHIRE PE182AU TEL: 0IG8 371510 

DIRECT SOFTWARE LTD, APxZ/SC, UNIT 3, CROSS KEYS 
SHOPPING MALL, ST NEOTS, CAMBRIDGESHIRE PES9 uU 

TEL: 0908 379550C .... prtea BIG» WI~) B 90B 



PINBALL FANTASIES A 1 200 



D/GENERATION + OSCAR + PINBALL FANTASIES 



.JAMES POND 2 - ROBOCOD + THE DEMO 2 CD + NEW' TITLE NEW'S 



********** TRY BEFORE YOU BUY! * You can buy any game and return it * 
* 

after 7 days and you only pay a * 
fraction of the price. 

Join the Club - Newsletter. * For details and price list send stamped SAE to: * 
SOnSELL (APW) MAIL ORDER * 32 Dursley Road, Trowbridge, * 

Wilts BA 14 GNP 

********** 
25 
50 
100 
200 

1 0.49 
18 . '19 
32.99 
6'1.'19 

250 79 .99 
500 158 .99 

ALL DISKS ARE FULLY GUARANTEW 
AND ARE COMPLETE: WITH LABELS 

Qty 100 Cap /'IOCap. 200 Cap. 
Drawer 

1 l/'ifgea b.ifgea 11.95ea 
2 if.3gea b,3gea 11.75ea 
if if .1gea b.1gea 11.50ea 

100 Cap box + 50 3.5' DS/DD nlf9 
100 Cap box + 100 3.5' DS/DD 36.lf9 
lifO Cap box + 100 3.5' DS/DD 37.99 
200 Cap Drawer + 100 3.5' DS/DD 1f2 .99 

Can your team win the British League Title? 
TEAM CHAMPIONSHIP 

Fixtures. Results. Lge Tables. Graphics. CMA etc 
Can you manage your team to win the cup? 

LEAGUE CUP KNOCKOUT 
2-leg matches. Agg. Scores. Plus Regional Cup 

Games cover all 1992 Teams and Riders. Div. 1 or Div. 2 
Rider name charge facility. Please name team supported. 

£10 each game or both for £19. Any Amlga (Min 1 meg.) 
Please make Chilques, Postal Orders, Money Orders payable to: 

------- ETSOFnNARE-------
'8 Telford Avenue, Ullington. Leamington Spa. CV32 7HL 

F",. Nflw8k1ttfH with a" our .".eel-y products. 

full Mark Brand 2 off 4 off 

PR ICE. E.A CH 
C Itiun 120DII24D SWift 21f 
Citizen Swift 21f Colour 
Panasanlc KXP 10801112311121f 
Panasonlc KXP 2123 
Panasonic KXP 2123 If Colour 
Star LCIO/LC20 
Star LCIO-If Colour 
Star LC21f-101Z1f-200 
Star LC21f-10 Colour 
Star LC200 
Star LC200 Colour 
Star LC21f-200 Colour 
HP Deskjet 500 Double Refill 
Canon BJ 10E. Double Refill 

2.75 2.55 
11 .95' 

3.25 3.05 
1f.95 4.75 

10 .95' 
2.60 2.40 
590 5.70 
2.95 2.75 

9,95' 
3.00 UO 

9.95' 
9.95' 
9.95' 
995' 

Minimum order ' 2 ribbons. eKcept those 
marked w ith an aster isk' 

Mouse Mat 
Mouse Holder 
Roll 1000 3.5 Disk Labels 
Am lga A500/A600/AI200 Cover 
Ph ilips monitor cover 
S tar/ C iti zen/Panas onl c 
80 col. Printer cover 
QUickshot Apache I 
QUlckshot Python 1M 
QUlckshot Maverick 1M 

2.99 
2.99 
8.99 
3.50 
3.99 

3.99 
6.95 
8.95 

12.95 

All products Dra subject to availability - AI prices Include VAT. 
7='1805e odd 050 P'P for disks and boMes. Ovsmlght £5.95 aoe:. 

~ SNAP COMPUTER SUPPLIES LTD Fax: 0703457222 

~ Unit 16, The Sidings, Hound Rd, Netley Abbey, Southampton S03 SQA 

Get it before it 
gets you. 

ALIEN BREED 2 ... Now available from ~le~f°"1 WT 
TEL: 0924201846 



CTBERCON 3 + BLUE ANGELS GAME REVIEWS 

to spring, but not 
heap pair of jeans 
all it'll get you 
ch I'd rather have. 

BLUE 
ANGELS 

Hang onto your Irouscn lest they igllite, 
It's high-octane action all the way. Nurty. 

Publisher: Hit Squad 
Price: £9.99 
Release: Out now 

"Squadron leader here, form up!" 
Oh, er, Wilco, tango, foxtrot, over. 

Blimey, here's a lough challenge for a 
flight sim. This time I've got to fly in 
formation with the famous US Navy Blue 
Angels air display team. I use the term 
'famous' loosely of course, 'cos I've never 
heard of them. 

"Four seconds to first move. It's a 
diamond low-break cross followed by a 
fleur-de-Iys and a left echelon break." 

Yeah, yeah, over. Of course, one of 
the beauties of fl ight sims has always 
been that you can buzz the control tower, 
break through the clouds and simply be 

as free as a bird, so imagine the 
alarm bells that started ringing in 

my head when I found that I've 
got to co-ordinate my flight 
path with five other planes. 
Fortunately, there's a 
simulator within the simulator 

that's a wire frame 
representation of the world and 

your fellow planes, with each 
manoeuvre mapped out in the air by 

red boxes. You simply follow these 
boxes, and at the end of each pass, your 
flight path is drawn out and you can 
compare your wobbly attempts to the 
perfect. graceful arcs they wanted. 

"Break, break, break!" 
Oh dear. Unfortunately, where as the 

sim is quite fun and rewarding, the actual 
airshows are a bit sad. The game jerks 
and glitches along, with the sky frequently 
turning green, and the display always 
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GAME REVIEWS HOOK + CARDIAXX + THE SECRET OF MONKEY ISLAND 

TIIis is you, followinS your team members, 

flyins upside down. Apparently. 

being a fraction behind your controls. Also, 
without the guiding red boxes, your only 
clue as to what the planes are going to do 
next is a lillie display in the bollom right 
corner, which means you spend all your 
time looking at this. The final problem is 
that you 've got such a small viewing area, 
that once your team mates are out of 
sight, it's odds·on that you're never going 
to recover your position. It's a nice idea, 
but it just doesn't work and - Oops. 

"Cancel airshow. Somebody scrape 
Cam off the runway. Over." 
• CAM WINSTANLEY 

The game 
follows the movie 
plot quite closely: 

In tile same's sln9\llarty most violent moment, you sell your !JOId 
tootll to tllis obviously quite bonkers dentisL Bad move, Peter. 

Peter has to return 
to Neverland to 
rescue his kids from 
evil Captain Hook. 
He initially needs to 
get dressed up as a 
pirate instead of a 
businessman, and 
then goes on to 
bump into the Lost 
Boys, remembers 
that he's Peter Pan , 
and alltha\. 

Publisher: Hit Squad 
Price: £9.99 
Release: Out now 

Despite what everyone says, I still think 
that Steven Spielberg's a hit-and-miss 
director. If someone gave me $34 million. 
I'd be able to take a children's literary 
classic and turn it into two hours of jaded, 
boring, formulaic American trash, 
complete with nauseating ending and 
moronic kids on skateboards. A Peter Pan 
for the caring '90s? Chinny reckon, Steve. 

It came as a great su rprise then 
when I loaded up the game and found that 
it wasn't an equally lifeless experience. In 
an unusual flaunting of current film licence 
practices, this Hook's actually a graphic 
adventure in a point-and-click-a-bit-like­
those· Monkey-Island-games sort of way. 
And curiously enough, it's actually more 
fun than the film. 

II's entertaining, the graphics are 
nicely cartoony, and the whole thing win go 
down well with adventurers, but there are 
a few problems. There's not much help, 
and some of the puzzles are so obscure 
that even when you've done them, it's 
hard to believe that you managed to work 
it oU\. Also, after an hour, I'd managed to 
get quite a long way through the film plot­
line, so I've got reservations about how 
long the rest of it would take. But if it's a 
toss up between buying the video or this, 
I'd definitely go for th is. 
• CAM WINSTANLEY 

CARDIAII 
Publisher: T earn 17 
Price: £9.99 
Release: Out now 

Sorry, Team 17. It's me again. Anyone 
else might not have noticed, but I'm sad 
enough to remember Cardiaxx the first 

Especially for diose of you desperate to 

know your score, there's tllis option. 

time round. It was an old Electronic Zoo 
game we reviewed back in issue nine. and 
without going and looking it up I reckon it 
scored somewhere around the 59% mark. 
Oh, what the hell , let's go and look it up 
anyway. (SOUND FIX: Riffling sounds 
from dingy corner of office.) 

Hey! 59%! Truly, I am the Master Of 
Memory! Er, anyway, then as now, 
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United Kingdom Tel: 051 709 5755 
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THOMAS 2 + GRAHAM TAYLOR'S SOCCER CHALLENGE 

For annoyingly stupid people, there's this 
option which gives you directions. 

Cardiaxx is a horizontally-scrolling shoot­
'em-up which differs from the norm in that, 
rather than chucking wave after wave of 
baddies at you, you take them on one at a 
time. Blow a wave away, and the screen 
tells you whether to go left or right to find 
the next wave, and you have to do each 
level against a pretty tight time limit. The 
changes Team 17 have made in buying 
this one up for budget release have mostly 
been improvements in your ship's handling 
and control (as well as slowing down the 
game's slightly unmanageable pace a bit), 
which means that most of Cardiaxx's 
major design flaws are still wedged in 
there like big enormous spanners in the 
game play works. 

The biggest problem with it is that 
very little seems to be happening most of 
the time, and you still have to do a 
ridiculous amount of faffing armmd with 
your ship in order to shoot the same 
baddie about BOO times. The scenery is 
featureless, so you're forced to wonder 
why you have to search around in it 
instead of just meeting the meanies in 
some sensible kind of way, and there's 
nothing in the graphics or sound to entice 
you to bother. Cardiaxx tries to pay tribute 
to the Defender genre, but you're better off 
sticking with the original, frankly . 
• STUART CAMPBELL 

THE BOTTOM LINE 
Regardless of how much it might 
have been fiddled around with (and I 
didn't see much evidence, certainly 
in the early stages), it was pointless 
fiddly dull crap two years 46 
ago and it's pointless ~ 
fiddly dull crap now. Sorry. ~ 

THOMAS 
THE, TANK 
ENGINE 2 
Publisher: Alternative 
Software 
Price: £12.99 
Release: Out now 

"I'm a really useful engine," said Thomas 
as he pulled into the sheds one morning. 
"No you're nof' puffed Gord'on with a cruel 
sneer on his face. "You're a smug little 
sycophant with a per:verse and unhealthy 
interest in the Beatles". 

The other engines and programmers 
overheard and tried not to laugh. 

"Stop arguing," butted in the Fat 
Controller. "I know, we 'll launch a cutesy 
game aimed at kids and charge them a 
high price for a race of limited novelty." 

Thomas got really excited "I've 
always wanted to be in a MicroProse 
game." he squealed. "What will we call it? I 
rather fancy Thomas The Formula One 
Tank engine." 

"No, no, Thomas. We'll have to call it 
something far more exciting than that. 
We've got Sonic The Hedgehog to think 
about." said the Fat Controller while trying 
to work out if he could get more for 

Publis her: Buzz 
Authors: Krisalis 
Price: £9.99 
Rele.se: Out now 

T
his is going to set all you 
manager sim fans out there 
shrieking, so hang onto your 
sheepskin jackets. I've never 

played a football manager game before in 
my life. Not ever. This is a bit of a mixed 
blessing from your POint of view as a 
potential buyer of this game, and I'll teU 
you why. Not having played one before 
means that I can give a focused view of it 
as a piece of entertainment (which is, 
after all , what it's all supposed to be 
about), but the down side is that I can't 
compare this 10 other similar products. 
(Don't wony, sports lovers, the AMIGA 
POWER Football Management Fan Club 
will be watching over Cam's shoulder to 
make sure his lack of historical grounding 
doesn't cause him to make any 
embarrassing or 'unfortunate' mistakes. -
Ed) Okay, here goes ... 

As a complete rookie to this sort of 
thing, what do I see? First off, it's pretty 
simple to use, with everything 
being controlled with the mouse, 
and all the different sections laid 
out in seemingly endless sets of 
SUb-sections. You can click on a 
picture icon of a footballer, for 
Instance, then choose from 
seven options, and STILL have 
other options to choose from. 
It's a game of 90 clicks, end 10 
end, and no mistake. 

Choosing my team, rt 
becomes apparent that I'm 
expected to learn aU the names 
of my team, plus any players 

Thomas if he sold 
him for scrap. 

Unluckily, the 
Fat Controller 
remembered that 
even though 

"ChuH chuH chuH 
chuH. Wooo-woo!" 
said Tholllas. 

on other sides that I might want to buy. 
Seeing as I have to refer to my parents as 
'Mum' and 'Dad' because I still forget their 
Christian names, leaming !wenty or so 
fictional computer players is completely 
beyond me, so I've got to resort 10 good 
old pencil and paper. 

There's loads of Information on Ihe 
form of each player and their medical 
records, bulthis only becomes important 
once you're well inlo the season. Until this 
happens, the majority of your time is 
taken up planning training, which simply 
involves choosing Iwo activities from a 
list. Apparenlly you can work on the ball 
skills of individual players to boost them 
up, or use circuit training to get the entire 
squad fit , but it all seems a bit stupid to 
me. The same sort of thing happens in 
Speedbal12, but at least you've got some 
pretty pictures to look al. 

When match day comes, you 
choose the team (more clicking) and have 
the option of watching the match, or any 
other match for that matter. It's an 
overhead non-intervention game and 
feels a bit like watching Sensible Soccer 
on demo mode, although you can 

substitute players if you want. 

~~p::t;!~ 
::!t· Allr, U'i " 15191 

Whoopeel (We should, of course, point 
out that this is a major advance on eve/}' 
other football management game in the 
world except the ancient Player Manager, 
though. - Ed) 

After the match, you can choose 10 
congratulate, commiserate or go 
completely ballistic at your team, which is 
supposed to affect the leam's morale, and 
then it's back to scouring the league for 
possible replacements, shuffling the team 
to take injuries into account and filling in 
dates in your diary. 

And that's it. Do people really play 
these games for an entire year? It would 
appear so, seeing as they're constantly in 
the charts, but I'm pretty baffled why. I 
hated it from start to finish, and the lack of 
anything to look at other than graphs and 
lists made me suffer some sort of sensory 
deprivation attack. Strictly one for the 
train spotters, methinks. 
• CAM WINSTANLEY 



Thomas was a clapped out old boiler in 
real life, in the marketing world he was 
what was referred to as a cash cow. He 
could be milked for many a year yet. The 
solution was simple. The Fat Controller 
would stick to a tried and tested formula. 

"It's going to be a jolly old jape where 
you get to race all of your friends over four 
puzzley tracks," announced the Fat 
Controller. "All of your friends are in it. And 
remember, if you don't agree, we're going 
to get Linda McCartney to read all of your 
stories on television." 

"Ah, TV hell ," said Thomas, quaking 
in fear at the prospect. "Okay, maybe 
there's enough poor little kiddies out there 
will ing to pay £12.99 for half a game," 
added Thomas. "Let's at least try to make 
it better than the previous effort. I still have 
some street cred left with groovy three 
year-aids out there". 

"Oh, don't worry about that, Thomas. 

WORLD CLASS RUGBY GAME REVIEWS 

lma!ine '1GI' for three yur-olds, with a splh-screen simultaneous two-player option, 
horizontally scrollin! playin! arca and trains. It would be like this. Probably. 

That's exactly who we're aiming this game Tank Engine 2. It's got a split screen and 
at". The Fat Controller gave Thomas a two friends can play against each other at 
greedy grin. the same time. They can even choose 

"It's going to be called Thomas The who they want to play." 

Thomas gulped as he suddenly lin ~ 
rea lised that he wouldn't necessarily be in U~ 
any of the games. "What if the kids out 
there don't want to play me?" queried 
Thomas indignantly. 

'Tough luck you little jerk," jeered 
Gordon. "You're just not up with the times 
are you? And that's why I'm going to beat 
you in the TV ratings war - as well as in 
the race game." 
• STEVE McGILL 

THE BOTTOM LINE 
" I do hope it sells well," worried 

Thomas. "Don 't you worry," leered 
the Fat Controller, " the kids love you 
so much that we 'll soon be earning 

as much as Ringo Starr." 6 8 
He chortled all the way to §_ 
the bank. _ 
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ARE K , LLI G 
OP USIC ••• 

BRINGS YOU 
THE ASS 

URDERERS 
• URIDIUM:Z 
• SECOND SAMURAI 
. OSCAR 

• B' ASTAR 

• DOGFIGH 
. OVERDRIVE 

• BOB'S BAD DAV 
. QVVAK 

. DO K! 

• PREMIER MANAGER II 
• COMBAT AIR PATROL 

• DIGGERS AGA 
. ISHARAGA 

• NOVV THAT'S VVHAT 
I CALL GAMES 

• D-GENERATION c032 
• ALFRED CHICKEN 
• AIR FORCE COMMANDER 

• BRUTAL SPOR IS 
FOOTBALL 

• VVlZ 'N' LIZ 
PLUS BAGS OF BUDGE I S! 
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Campaign II heralds a new generation of War 
Simulations with more depth than ever before 
and fabulous real·time 3D action. 

The depth to Campaign II is provided by the all 
new strategy. Expert Military consultant, Wilf 
Owen, from recent conflicts has brought his 
knowledge to bear on computer gaming with an 
end result that looks and feels more realistic 
than ever before. All aspects involved in the 
running of an army have been considered, so 
that now you can place yourself in command of 
either side, at any level in the chain of 
command. Over 130 templates of the most 
significant military forces from 56 different 
nations of the last 50 years have been 
included to gain an insight into real conflicts 
such as Korea, Vietnam and Operation 
Desert Storm. 

The action takes the form of fast 3D 
graphics if you choose to enter the 
battlefield in one of the 152 types of 
military vehicles. APCs and Mobile 
Artillery, utilise weapons ranging from 
wire·guided missiles, rockets, homing 
missiles, and machine.guns supported 
by laser rangefinders to tracer range· 
finders, night vision, and gun stabilizers. 

• Campaign II has emerged as the most comprehensive 
simulation with new improved strategy, at any level in the 
Chain of Command (C.o.C.), closely resembling that of a real 
military situation. 

• Hands-on action as you fly helicopters in air-to-ground or air­
to-air attacks. 

• Deploy the animated infantry during fierce battlefield action 
in a new improved 3D environment. 

• Featuring all the modern weapons systems: guided missiles, 
rockets, homing missiles, laser rangefinders, gun stabilizers 
and night sights. 

Cl·l1IJJ)J.llfH'f }}'ll;; JJj G - el·l1)jj)llj 111'1 J}'ll;; 1J 1) 1)J) 
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Empire Software. The Spires. 677 High Road. North Finchley, London N12 ODA. Telephone: 081-343 9143 Empire Software is a registered trademark of Entertainment International (UK) Ltd. 

© 1993 Empire Software - Jonathan Griffiths 



11~ 

II: 
W 
al 
::i: 
w 
() 

w 
c 

II: 
W 

:: 
o 
a. 

DO THE 

write 
THING 

Disappointing,I,y, we didn't get any good letters this 
month, so we had to ma'ke up four pages' worth and 
then go to all the 'trouble of answering ·them, ·too. 
Well, that's not strictly true - one of the following is, 
in fact, a genuine reader's Iletter. But can you spot 
which one? If you can, write in and tell us. Cheelrs • 
• Address your letters to: AIMIGA POWER, 30 Monmouth 
Street, Bath, Avon 'SA 1 2BW. 

'I READ IT ON THE 
TOILET' 
Hello there, people at AMIGA POWER. 
You are a good magazine 
Your pages are really bright 
Full of interesting reviews and stuff 
I read it in bed at night 

Your reviews are really ace 
A great magazine - don't spoil it 
News and cheats and this and that 
I read it on the toilet 

Your marks of games are really fair 
My friends think you are fun 
Your coverdisks are good also 
I read you rather than The Sun 

So overall , you're really great 
More fun than any book 
I'd recommend any Amiga owner 
To read AP, what luck! 
An interesting creation by Bill 'Easy, 
caring and kind' Yob, Mlddlesborough 

The next person who sends us a letter in 
the form of poetry gets shot. 

'TOTALLY 
IRRELEVANT, 
WIBBLING 
GARBAGE' 
Dear AMIGA POWER, 
I've noticed a big change in your magazine 

over the past year or so, ever since the 
departure of Matt Bielby, and I can 
honestly, definitely say that it's a change 
for the worse. What am I talking about? 
Well, never in any other computer or 
console mag in existence have I read so 
much totally irrelevant, wibbling garbage 
that seems to have crept into your reviews 
and previews over the last year. Your 
picture captions are a bit of a disgrace too. 

How about picture captions which 
actually tell you something about the game 
in question instead of just trying to be big, 
hard and clever all the time? This, alter all, 
is an Amiga games magazine and nothing 
else (in case you hadn't noticed) and this 
is all it should be. 

There's a limit to how far all this new 
wave, clever clever, alternative rambling 
can go on before it becomes completely 
irrelevant to the proceedings and 
becomes just plain irritating, and I'm afraid 
that AMIGA POWER has now stepped 
over the mark. In the old Mall Bielby era, 
AP was always very informative and had 
that witty, cutting altemative edge which 
made it so great and different to any 
previous computer mag, but it's now 
become ridiculously saturated with so 
much nonsense as to have become 
practically unreadable without wanting to 
chuck it straight down the bin. 

By lar the worst offenders are, 
naturally enough, Cam Winstanley and 

newie Steve McGill, with Winstanley's 
review of Chuck Rock 2 from AP24 being 
a prime example of how excruciatingly 
useless a review can get. 

And all that 'In The Style Of' 
nonsense is just plain crap and useless as 
well. And even the letters pages seem to 
be becoming increasingly filled with boring 
rambling gits who somehow seem to think 
they're funny and who write about 
anything and everything EXCEPT Amiga 
games, which is what you're supposed to 
be about, isn't it? Or is it? 

Are these the sort of people you 're 
now catering for, the new wave, trendy, 
Ben Elton type alternative sect who've no 
interest in computers whatsoever (as 
referred to in Jon Dickison's pathetic letter 
in AP30) leaving us true, proper Amiga 
games players in the lurch? 

Are any of the AP team apart from 
Stuart Campbell interested in computer 
games any more? There's nothing wrong 
at all with wibbling, as long as it's 
informative, interesting and RELEVANT ,to 
the game in question, just like it was in the 
good old days of AP. We readers are 
interested in AMIGA GAMES, not your 
personal worries and theories about God 
knows what, and I hope you begin to see 
sense and change back to those times 
and the real world. 
Yours sincerely, Mark Bobowicz, 
London 

When I saw your reply to my tetter, I laughed heartily. 

GAME MUSIC CD Satirically challenged indeed - I watch Have I Got News 
For You, you know. I thought I would write a longue-in­
cheek letter in reply 10 your article and it was not meant to 
come across as a diatribe from a brain-dead metal head. I 
also thought that because you didn't mention any of those 
horrible-sounding industrial groups by name, that I might 
be able to enlighten anyone who might have been 
interested. It also warns people about what to avoid if they 
are not interested. As to your point about Joy Division, 
they might not have thought that they were cyberpunk, but 
that isn't the point, it is how other people perceive and 
label something. 

-winner 
" I LOOKED UP THE WORD 
' SATIRICAL'" 
Dear AMIGA POWER, 
Regarding my letter that was printed In AP issue 30, which 
I believe was obviously misunderstood. Just to be on the 
safe side, I looked up the word 'satirical ' in the dictionary: 
A cynical observation of others. Sarcaslic and humorously 
critical. Yep, exactly what I thought satirical meant. 

Now the reason that I chose AP rather than any other 
Amiga magazine was the way in which the reviews and 
articles were so humorously written. It appealed to my 
sense of humour, and in the nine months that I've been an 
AP reader, I don't think that I've ever seen a review or 
article that \/las entirely serious, the Cyberpunk article 
being no exception. 

The way that piece came across was as a very 
tongue-in-cheek piece of writing. If you want satirical then 
you must be way mOre vitriolic than that. 

I don't consider myself to be a cyberpunk anyway. I 
haven't got the lifestyle for it. I don't just lislen to industrial 
either. My mUSical 'taste' ranges from REM to Brutal Truth 
- listen to them if you dare! Please don 'I lake this letter too 
seriously and keep poking fun at all and sundry, it is one 
of the things that makes your magazine so enjoyable. 
Yours totally un-satirically, Francis Donlevy, 
Bromley 

Oh no! You 've missed the point AGAIN, Francis! Obviously 
we spotted straight away that your letter was being 
satirical, so we thought we'd better keep the joke going 
and write an obviously satirical reply - and you fell for it! 
Again! Ha hal (This one could run and run_ - Ed) 

Stuart says: "I remember you, Mark J 
Bobowicz of Crystal Palace. You used to 
write in all the time in the old days saying 
we were rubbish and that I was a really 
crap reviewer, and whinging about 
Rainbow Islands. Doubtless in another 12 
issues' time you'll write in telling whoever's 
on the mag then that it's not as good as it 
was in the Cam Winstanley/Steve McGill 
Golden Age. You're just never happy, are 
you? I mean, Chuck Rock 2? Of three 
pages of review, perhaps the first two 
paragraphs could possibly be construed 
as irrelevant, and even then only if you 
take an exceptionally narrow definition of 
'relevance '. If that's past your 'limit ', then, 
well, tough luck, frankly. We take pride at 
AP on giving you all the information you 
could possibly need to know about a game 
in the most entertaining manner we can -
if you 'd rather read three pages of plot 
rehash followed by ' ... and it's really great!', 
then there are plenty of other magazines 
who'll be able to fulfil your requirements 
more than adequately. Seriously, what did 
you want to know about Chuck Rock 2 that 
wasn 't in Cam's review? I'd be interested 
to hear. 

"Thing is, Mark, most of our readers 
have a life outside of playing Amiga 
games, and we're happy about that. We 
like to think that we, as well as they, are 
people who like to play Amiga games, not 
Amiga gamers who occasionally do other 
things when there 's a power-cut or 
something. Do you really want your life 
divided up into lillie easy-ta-manage 
compartments, with no crossover between 
different things? If so, you're in a tiny 
minority of very sad people, and to be 
honest, we're not interested. Lighten up." 

'RUINED MY LOVELY 
PILE' 
Dear AMIGA POWER, 
I've been a loyal fan of AP for about 20 
issues now, and think it's the best 
magazine to ever populate my iocal 
newsagents. Recently though I've noticed 
the mask slip a little and a few points need 
to be put right . 

First off, let's start with the lillie 
niggles like the cover and the spine. After 
collecting the issues up to issue 24 , I had 
a nice, pristine stack of gleaming APs 
looking nice and orderly. Then, on the 
arrival of AP25, I noticed that the cover art 
had been overlapped onto the spine of the 
magazine, so when I put it in pride of place 
at the top of my pristine collection, it didn't 
look pristine any more. Since then you've 
continued to defile the spines (with the 
exception of the excellent issue 26) and 
ruined my lovely pile. 



On the subject of the cover, I've 
noticed that the cover art has slipped also, 
You started out okay and reached a peak 
with issue 28's fantastic Syndicate cover, 
which you seemed to have taken from the 
actual game box!?! When issue 30 
decided to come through my letter box, I 
realised it was crap, Gone were the 
impressive covers, and replacing them 
was this crudely put together cover with 
little colour and style (except for the free 
game you gave away below the 
postcards, nice touch guys,) You couldn't 
even colour the company logo in the 
correct colour, instead colouring it in a 
weird orange colour. (Colour, colour, 
colour, colour. You'll never be a writer, 
Daniel. - Ed) 

The last thing is you don't seem to 
answer all the questions people write in 
and ask you, and just give a one-line 
comment about the last question. Please 
answer my questions as I feel they're 
worth attention. 
Yours Subscribingly, Daniel 
Waddington, Clayton-le-Moors 

But Daniel, now you can pick out any 
issue you want at a glance, without having 
to look carefully at the spines of ha" a 
dozen near-identical issues with the letter 
'A' on them. And as for covers, well, okay, 
issue 30 wasn't our best. We actually 
spent much longer on it than we do on 
most of our covers, funnily enough, but we 
just couldn't get the various elements to 
gel properly somehow, and it didn 't help 
when the printers put the postcards on the 
wrong way round and inlroduced a few 
more colours into the equation, either. But 
what do you want, blood? We hope you 
liked the last couple, anyway. 

'DALEKS SIT ON 
CLOUDS . 
PRONOUNCING' 
Dear AMIGA POWER, 
I blame the teachers, I do. Not his parents 
(who are In hiding in a brick bunker 

somewhere in the approximate vicinity of 
the Uncle Joe's Mint Balls factory in 
Wigan) or his sister (who never bullied, 
bashes or otherwise mistreated him) but 
the teachers. 

Let me take you back to a time when 
Cam Winstanley was a small, wide eyed 
eight year-old. A time when his teddy bear 
was called Edward and when he cried 
whenever he read Chartotte's Web. Now 
let me direct you to the contents of his 
school scripture book to show you the 
worrying workings of this young mind. The 
text is a dutiful retelling of the Testament 
tales, but then there are the illustrations. 
Like I said, I blame the teachers. Daleks 
sit on clouds pronouncing judgement on 
mankind, Moses packs a pistol instead of 
a staff, X-Wing fighters strafe the chosen 
multitude, need I go on? 

Now you may be asking what this 
has got to do with the teachers, so I'll tell 
you. Did these workings of a warped mind 
have a red footnote which reads "Cam, we 
are recommending you to the education 
authority psychologisr? No, there are just 
pages and pages of ticks. 

Now Cam has swapped Edward for a 
9mm Israeli Desert Eagle and he pulls the 
legs off spiders like Charlotte while playing 
horridly violent video games. Why didn't 
they see it coming? Why oh why? 
'WW', Lancs 

We did some research, and ittumed out 
that this letter was in fact from Cam's 
sister, Wendy Winstanley. Oh dear. 

'HALF OF WHAT n 
COULD HAVE BEEN' 
Dear AP, 
I have finally come to the conclusion that 

Commodore don't know what they're 
doing. I used to think that they must move 
in mysterious ways, but now I just think it's 
run by people who never stop to evaluate 
the goods they produce. Take the new 
CD32 console - we know that Fast RAM 
can near1y double the speed of the A1200, 
yet the CD32 comes with only Chip RAM. 
How much would it have cost to Include a 
measly 512k of fast RAM for program 
code to exacute from? £20 perhaps, yet 
no one thought to Include this and double 
the console's speed! So the performance 
of the CD32 is for all lime going to be half 
of what it could have been. 
Yours not from Dallas-Iy, Jeopardy 
Retardation Burns, Sunderland 

True, Jeopardy, but then for another £20 
they could also have stuck a toaster on 
there so it would have made you toast as 
we/I. You've got to stop somewhere. 

'VIC 20 USER, ETC' 
Dear AP, 
I've been a Commodore user for 10 years, 
from my trusty Vic 20 onto a 64 and now 
with a 500 Plus and I've seen many a 
magazine come a go (Sic. - Dave). 
Remember Personal and Computer 
Gaming, Vic 20 User, etc ... The main 2 
were Commodore User and C&VG, which 
got pathetic and childish and now, after 
seeing issue 30, find out that you have 
finally gone that way to. What's with the 
pathetic free complete game, place X and 
a symbols, etc. GROW UPI and on the 
back cover's 'Next Month' you lot are 
Either 12 years old or Really Sad. Your 
magazines on the way oul... 1m off to CU 
Amiga. nice knowing you. 
Ian Marley, Sheldon 

ALIEN BREED POSTER 
even the north of England a chance to visit these annual 
extravaganzas? It would cost far too much for an 
Individual to travel that distance and pay for food and 
maybe accommodation. • winner 

'JUST A SMALL NIGGLE' 
Dear AP, 
This is just a small niggle. Why does the Future 
Entertainment Show and many others have to be held in 
London all the time? 

Couldn't the organisers change venues each year to 
allow those people living in Scotland, Northern Ireland and 

Maybe it's just me, maybe people do travel these long 
distances, but I seriously doubt it. If I'm wrong, fair 
enough, but I doubt I am. Anyway, bye for now, 
Horsebox Haversack Seismograph, Glasgow 

Sorry, Horsebox, but that's just the price you pay for living 
400 miles from the major population centres. It IS sad for 
an awful lot of Northern Amlga fans, but that's economIcs 
for you. Londoners would feel the same as you about 
travelling to Gtasgow for the show, and organisers can 't 
afford to write off eight million people at a stroke like that, 
certainly not without charging about 30 quid for a ticket. 

It was a joke lan, remember those? 
They're the things that make you go 'hah 
hah ' and wobble your stomach in mirth. A 
bit like twisting the idea of free games on 
games mag covers to satirically include a 
game of noughts and crosses, or like 
typing in your leiter without correcting the 
appalling grammar. Here's some helpful 
hints lan, remember that that 'I am' is 
abbreviated to 'I'm,' and whenever you 
use a full stop, the next leiter's got to be a 
capital. Belter luck next time, eh? 

'1 SUPPLY AN 
ALTERNATIVE' 
Dear AP, 
I write to you after having an unbelievably 
vivid dream, E\ dream that can only be 
described as a visitation from the angel of 
ultimate truth. And this visitation did reveal 
the meaning of the creation and how we 
all came about being created in the first 
place. Behold - The ANSWER. 

There was a time when many god­
like beings waged war upon each other in 
the infinite vastness of infinity. These 
deities were numberless as some of them 
had the ability of being in two places at 
once. And the reason behind this constant 
conflict was to become the Superior One, 
the master of all things goddy. But to 
become the Superior One required the 
Ammeegai Powwerr, a kind of weird book. 

One day the uninterrupted hurlings of 
energy bolts at each other became tedious 
for these beings, so they turned to a deity 
Iknown as Bob Thee MP, a divine entity 
renowned for his original ideas. And he 
said unto them "Fighting becometh 
unenjoyable for a simple reason - you get 
hurt and use up Germoline like nobody's 
business. I supply an alternative." 

'What?" chorused the other entities. 
"Each and everyone of you shall 

sculpt a sphere out of Plasticene™ and 
attempt to create a life form which shall 
live on said sphere. If said life forms 
survive for a set amount of time, they shall 
be left alone and the creator shall win the 
Ammeegai Powwer. It may sound a little 
too much like a Blue Peter competition, 
but take it or leave it. Any questions?" 

One deity timidly raised his hand and 
asked if he could go to the toilet , and the 
crowd lynched him. There was much 
celebrating. There, everything explained, 
and I've mentioned someone called Bob. 
What more could you want? 
Ardonach the Surreal, Fife 

What? 
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'POORLY DESIGNED 
HAND CONTROLLER' 
Hi AMIGA POWER, 
lawn a crusty A500 and a Mega CD, and 
I'm getting a bit hacked oft with people 
comparing my machine with the CD32, 
after all, one is 16 and the other 32-bit, but 
to be frank, the CD32 isn't a patch on the 
Mega CD. Okay, the CD32 has 16 odd 
million colours and a 14 MHZ 68EC020 
processor and the Mega CD has a 12.5 
MHZ, but everyone seems to forget about 
a technique ,known as parallel processing 
which allows the Mega Drive and the CD 
to rtln independently of each other (Er, 
and what good does that do you exactly? I 
don't understand. - Ed). The outer casing 
of the CD32 looks really cheap and it's 
also got a poorly designed hand controller. 

People are also slagging oft my 
machine because of cartridge ports and 
listing all the games that are due out on 
the CD32, but none of these push the 
machine's limits. At least Sega give you 
full motion video without the need of an 
MPEG module. Thanks for listening. 
Mr Hunt, Tamworth 

Sorry, 'Mr', but if Sewer Shark is your idea 
of Full Motion Video, we wouldn't like to go 
down the cinema with you - your head'd 
probably explode. 

'BRIAN SHARP HAD 
A PROBLEM' 
Dear AP, 
In issue 31, Brian Sharp had a problem 
with games that don't have an option for a 
two-button joystick. Don't you know that 
this is irrelevant?You just have to 
purchase a multiple bullon joystick like the 
one from Gravis or alternatively the totally 
excellent joypad, 

Also, stop whining about being 
unplayable from floppy, just buy a hard 
disk and experience the joy of real 
gamesplaying. Besides strategy games 
like BaHie Isle and History Line, platform 
adventures such as Ftashback and 
Lionheart are also installable on hard disk, 
so mention it in your reviews! 
Didier Wittesaele, Brussels. 
(A500, A600HD and A1200HD owner) 

'Just buy a hard drive ', Didier? What, are 
they 50p with three tokens from the back 
of a Com Flakes packet these days? 

'I SAW A DOLL 
WITH SPEECH' 
Dear AMIGA POWER, 
Firstly, I would like to talk about the price 
of games. Yes, ,I, know the topic has 
almost been banned from your magazine, 
but I'd like to bring a new approach to it. I 
was watching, TV and as it's getting near 
Christmas, the adverts were mainly for 
toys, I saw a doll with speech selling for 
£47,99! ! I thought it must be the speech 
that makes it so expensive, but it sounds 

like iI's got a bag on its head. If people are 
willing to pay this sort of money, the 
£35.99 for Knights Of The Sky seems 
quite a good deal. I'm not saying that 
games are cheap as they're not, but 
they're not bad compared to other forms 
of entertainment. 

Next, just a small point, but in the 
Body Blows review, Tim Tucker said 
"Good one-player game, but the multi­
player option is where it's al." How did he 
know this since according to the Points Of 
View section, no-one else had played it? 
(He played it against some of the Team 17 
boys. -Ed) 

Can Commodore please licence a 
game? Oscar looks like it's going to be a 
wonderful game (Ah, Well .. . - Ed), and I'm 
fed up with consoles stealing our best 
games. And can you do another book on a 
company like you did for MicroProse, or do 
the complete Diary Of Harry 'Bingo' 
Bingham, as the original was a complete 
work of genius. 
Keep up the good work on the mag, 
Martin Harris, Lincoln 

At home I have two youngish boys 
Who, growing fed up of their toys 
Decided that they'd try a game 
On a computer, this was their aim. 
They mastered that and tried some more 
Until once more it became a bore. 
Some magazines they thought they'd buy 
And with the demos they would try 
To find some games that challenged them 
And see ~ any was a gem. 
They tried all sorts of computer mags 
But found out that most were a drag 
Then one made all the others cower 
A super mag called AMIGA POWER. 

They bought it every time they could 
And tried the demos, were they good? 
Some were fine and others beller 
And one is the subject of this Iletter. 
In ish 19, page 35 
Was a page which made them come alive 
A mean and angry looking toad 
Looking hard on a flat black road 
Behind him rats ran up a hill 
They wanted it, I felt quite ill. 

Oh no, the cost - How willi cope? 
Perhaps they'll forget it, some hope. 
But wait a sec, what's that I see? 
A demo for them, completely free. 

So on the phone II just get woe 
There's problems with the demo, no 
They tell me it'll be out soon 
Just be patient. I know, I'll write a tune. 

The tune 's all finished, a year has passed 
I phone again, is it ready at last? 
It seems that they have let us down 
And the boys begin to moan. 
Now, the reason that I'm sending this, 
Is there a demo, no or yes? 
Please explain to two woeful boys 
Instead of Battletoads, iI's back to toys 
I waited with baited breath to hear 
Why we've had to wait an entire year 
I type so fast my fingers are sore 
I do not think I'll write any more. 
Yours in frustration, OM Hanchett, 
Rottingdean 

K-chikk. BANG! 



hard drive which I use to do my 
assignment for university. 

The problems I have are: 
1. When I print, it takes about 5 

minutes for a sing Ie page of text. It 
seems fine on OPaint IV but is far too 
slow on Pen Pal. I bought a new 
printer driver from PO but that doesn't 
help. How can I get my printer to pri nt 
at the speeds I know it can? 

2. The keymap Is set on 
American, meaning I get a @ from 
pressing SHIFT and 2 instead of the 
desired ". How do I change the 
key map to UK? 

3. I used to sample/sequence 
music on my ST. Exaclly what 
equipment and which is the best 
value for money, would I need for the 
A1200 to be able to sample and 
sequence? I have a MIDI keyboard. 

4. Where are a:lthe games 
promised for the A 1200 when it came 
out? Are Commodore succumbing to 
the dreaded advertising expertise of 
Atari? Okay, so there are games 
compatible to the A 1200, but where 
are the A1200-only games? 

5. Is the A1200 going to be able 
to handle games with the graphics 
and speed of PC games? II so, when 
will they be out? If not, why not? 
Yours, Rodger Wyber, Bickleigh 

1. Are you deliberately trying to 
annoy us, Rodger, or are you just the 
stupidest person ever to walk the face 
of the planet, ever? 

2. Try ramming a fork into your 
eyeball, that might do the trick. 

3. You're at university, Rodger, 
surely you must have at least some 
kind of vague inkling of what the word 
'games ' means? Surely? 

4. 'Rodger Wyber '. That's a bit of 
a stupid name, Isn 't it? 

5. How should we know? We 're 
not every software house in the 
bloody country, are we? Why are you 
asking us instead of them? What are 
you, stupid or something? 

More fun with Ask AP- never again! 

'I THINK IT WOULD 
EASE YOUR 
CONSCIENCE' 
Dear AP, 
I have just looked through Ap29's Secret 
Garden pen-pals bit, and I can't believe 
some of the names - Liposuction Ware 
from Sweden and Perpetuity Rance from 
Essex, come on, they must be taking the 
mick! Also, in that section you say 'no sad­
boy lonely hearts' but quite a few people 
want female pen-pals only - I wonder 
why? Are all AP readers sad, friendless 
social rejects? 

By the way, I bought Shadoworlds 
and it's crap, so by the way of 
compensation, perhaps you'd like to send 
me a game or something? I think it would 
ease you ~ conscience. Well , that's it, love 
the mag by the way, 
Yours faithfully, Dean Talbot, 
Tufnell Park 

Dean, you are sadly mistaken. 
Shadowlands is good, not crap. We should 
know - we decide this for a living. 

I 'REPEATEDLY HIT ' Is there an omnipotent creator of the 
THEIR HEAD ./ Universe alive and well and living in the 

DO THE 
AGAINST THE OFFICE West Midlands? Hang on a minute, the 
PHOTOCOPIER' West Midlands? He could choose to live write Dear AMIGA POWER, 
As I have all 32 APs in my possession 
(including the brilliant issue 0 free in 
Amiga Format Issue 22) I have always 
been able to make decent choices on 
which games to buy. One of my new ones 
is the brilliant Syndicate. I love it, you can 
never get bored with it, and what joy I had 
when I discovered the flame-thrower! 
When someone at work has really 
annoyed you, don't bother counting to ten 
or any of that old crap, just follow these 
easy instructions: 

1. Go home. 
2. Have a cup of tea. 
3. Load up Syndicate and cheat. 
4. Arm your agents with Uzis. 
5. Persuade as many innocent 

people as you can. 
6. Blow the hell out of everyone very, 

very slowly. 
7. Go back to work. Grab the 

person that hacked you off by the hair and 
repeatedly hit their head against the 
office photocopier. 

Being a lover of Syndicate, I was 
looking forward to playing your demo of 
Cannon Fodder, but the first bloke I filled 
full of lead decided to vanish off the 
screen! The only faint sense of satisfaction 
I had in the demo was when a few blokes 
sat around crying for a bit before they 
vanished. Is there any way you can get 
Sensible to do a version where the dead 
people stay on the screen along with a bit 
more blood? What would really be good is 
when you kill people in the river, they start 
floating down stream like normal dead 
bodies, slowly turning in the water with a 
dark red stain spreading as they start 
piling up at the bottom of the screen. 
Dom from Crawley 

Get some help, Dom. Now. 

'WHAT DO THEY DO 
WHEN THEY HEAR 
ABOUT PIRATES?' 
Dear Sir, 
I've read several computer magazines 
recently and heard the names FAST and 
ELSPA mentioned quite a lot with 
reference to computer piracy. Can you tell 
me more about them? What do they do 
when they hear about pirates? How would 
I go about contacting them? 

Also, I recently sent back a faulty 
game and it came back, but the name 01 
the game was handwritten on the label. So 
is this an illegal copy, even if I still own the 
original game packaging and anti-piracy 
manual? Please help me if you can. 
Yours faithfully, David O'Conner, 
Dinnington 

Here 's ELSPA's phone number, Dave­
fI' 0386 830642. They should be able to 
put you straight. 

'ALIVE AND WELL 
AND LIVING IN THE 
WEST MIDLANDS' 
Dear AP, 
Being aoatheist, you can imagine my 
surprise upon reading a letter from God in 
AP31. Have I been wrong all these years? 

anywhere in the universe , and he chose 
the West Midlands. Well, call me a sceptic, 
but I think it's a fake, it's just a devious 
(but entertaining) attempt to win a T-shirt. 
All I can say is that you were lucky it 
wasn't Buddha, there isn't a T-shirt in the 
land that would lit him. 

Steve's a Trapdoor fan. Hoorah! As a 
fan of Trapdoor, I've always strictly 
adhered to Berk's advice on plumbing, and 
I quote "If you've got a leak, stick a worm 
in it." Sound advice, I think you'll agree. 
Well, I thought so too, but a RSPCA man 
came round and fined me. Bloody British 
legal system - one rule for blue Plasticene 
TV celebs and another for us ordinary folk. 
Just look at other kids' TV stars. 

What about the frog and the rag doll 
from Bagpuss? Surely a frog and a doll 
getting it on is illegal? I'd like to think that 
I'm quite liberated in my views on 
sexuality, but I draw the line with frogs. 
Are these miscreants prosecuted? No! 

Then there's the Clangers - that's 
indecent exposure, surely. Get some 
clothes on, you pink little fiends. Dougal 
from the Magic Roundabout takes lumps 
of white powder which make him feel 
good. Sugar? I don't think so! I've had a 

THING 

sugar lump and I didn't start spinning 
round shouting with joy. With Dougal and 
his 'sugar', Dylan on the carrots and 
Ermintrude stuffing herself with flowers, it's 
my view that a raid by the drugs squad 
may reveal the true story. 

Other programmes are just as bad: 
The Chives with their paramilitary 
organisation in the Herbs, Papa Smurf and 
that terorible single from the '80s, the list is 
endless. It's time Britain got tough on 
crime and locked up these despicable 
criminals who are having such a corrupting 
influence on our children. 
Yours getting ever so tough on crime, 
Ian Ritch, prospective Conservative MP 
for Toytown 

Well, that particularly long-drawn-out gag 
concludes this month's trawl through the 
AP postbag, Did you spot the genuine 
letter in there among the 'ringers'? Do you 
care? Anyway, see you next time! 

AND ANOTHER THING ••• 
Dear Stu, 
Have you heard the song 'Rats ' on Pearl Jam's new album? It's a groovy little 
song containing the general message that rats are much nicer than humans. 
I though you 'd like to know that there are a few other people who don 't detest 
these disease-ridden rodents, even if they do happen to live on the other side 
of the Atlantic. 
Yours sincerely, Kurt Kobain, Swanage, 

Pearl Jam? What do YOU think? - Stu. 

Dear Persons, 
Now that CD32 's out on the market and has pirate-proof software, the software 
companies are rather flummoxed for feeble excuses for raising software 
prices. Ha hal 
Dale Bird, Cannock 

Yeah, Dale, but do you think that'll stop them from doing it anyway? 

Dear AP, 
I agree with Phil Helme (ish 29) and think you should have more Your Sinclair­
type things. Those people who reckon AP is good as it is obviously haven't 
read YS and don 't know what they're talking about. YS rules! 

Zucchini! 
John Walker, Ormskirk 
PS Got any 'YS is crap in a funky, skillo sort of a way' T-shirts spare? 

If anyone's reading this who hasn't subscribed to AP yet, you don't know what 
you're missing, Not only does your postman push it through your letter box 
with extreme love and care, but you also get an extra free letter from that nice 
Editor (and very nice it is to see her back, too) telling you about the issue. 
Indeed. 
I thank you, Russell Bagley, Halifax 

'Indeed'indeed. 

I've been reading back issues of AP and wondering how Ian Ritch manages to 
get so many letters published. 
Yours in a first-Ietter-kind-a-way, Matt Harris, Oxford 

He writes a lot of them, and they 're occasionally quite funny, It's easy, kids, 
try it sometime. 
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Please send me: ............. copy/copies of 'Ultimate AMOS' at 
£19.95 each [ORDER CODE: FLB02SA] 

Amount enclosed £ ..... ... ..... .. ...•... ... Method of payment: 

Visa 0 Access 0 Cheque 0 P/o 0 

UIIJ L-I .L.....LI-LI~ L-L.~--,I I i I I I 
Expiry date: w::::rJ 
Your name ......................... ......................................................... . 

Your signature ................. .......................................................... . 

Youraddre .. .............................................................................. . 

Now send this form to: Future leisure Books Offer. Future 
Publishing Ltd, Freepost. 
Somerton, Somerset T A 11 7BR 

[SCRATCH CODE: AP32] 



AMIGA 
, 
• 

AMIGA 1200 PACKS 
AMIGA CD32 CONSOLE 

FROM SILICA - THE UK's No1 AMIGA SPECIALISTS 

ZOOL is the software pack 
01 the year. It includes: 
Zool', Transwrite, Pinball 
Dreams and Striker - Value 
£127.92. 
All Amigas Irom Silica 
(excluding CD" and 
Amiga 4000) include a 
FREE ZOOL pack and, 
many 01 them also include 

GFA Basic and Photon Paint II. 
Check individual panels lor details. 

ZOOl - Piii1f" mT .. oI ... y""·97'1.AmgaCa!l> · N!w92 . .. . . £25,99 
TRANSWRITE · WonI P,,,,,,,,,,,IOldSpeli C",,,,< . ,,""'" £49.95 
PINBALL DREAMS - P __ dhAUI,Sej'- 92 £25,99 
STRIKER - SocGa Si'UaI, · ",," CUArt$ ·Ju",,'92 """ £25,99 

P/114. ~fJDf 

• ~kn9a l?OO • • ~, 
- It """ WiJrtll~1U. 

.. FR~FF' :uc. (Sfto Top ~. 

RACE 'N' CHASE 

• hit AMIGA 600. f!t99 99 • 1,,- .Af.~IGA 600, . _ £199.99 

• SUILT -IN 11 .. DRIVE . !UL - l.mYEI TV IICCI.A.AlCJl 
• DELUXE PAINT II I . £79.93 
• MICROPRQSE GRAND PRIX. £34.99 • BUILT-IN TV MOOtA.ATOR 

• DEWXE PAWl' III (79..99 • SILLY punY .. £25.99 

• lEUM NGS [25..99 • PUSH OVER £25.99 
FRfEffiOWSLICA rs-Tap ... ~ FRtt F-ROMSlUCA ISM TOIIILeII) £127.92 

TOTAL PACK VAL.UE; £407.to TOTAL PACK VALUE: £:494.87 
tESS PACK SAVING: £218_., LESS PACK SA VING: ~ 

SILICA PRICE: ~ 

AMIGA 1500 
HOME ACCOUNTS 

• ha AMIGA 1500 . 
• Z.l"UJ-JiI .Fl(llll't'1R'ttS 

• EXPAHSIlN SI..DT5 
• PC COMPATiSIUTV . 
• VIOEO SlOT ,._ .... "'---• PCXT BRIXiEBONID !U'PLBJ £:100 00 
• FUTN..oNWOFIflSSOFTWAAE . C1 69.95 -...--• POZZNIC L24 .99 
• TOO .. [24.99 _ ELF 
• HOME ACCOUNTS 
• DELuXE PAUH III 
FRif AlII 'SI.JC,II ;s. r OCI t..fI 

... __ £:2~ .Qg 

C29" 
£79.99 

.. . (:267.8'7 

TOTAL PACK VALUE: £1422.76 
lESS PACJ( ~WNG £1OZJ 76 

SILICA PRICE: ~ 

SILICA PRICE: £199.00 

1Mb 
RAM 

PA£VlClUSlY ~ 

£199 
INC VAT At.«: 0&49 

AMIGA 4000 
SPECIFICATIONS 

PACK INCLUDES, 
• I. ~.$III:O ___ ... _ . .... . _ . _._. £: 199.99 
. !".T.wt.IJIVf & ~ t.m J-TCf' 
• .... HN1UEt( . . r. , 79.00 
U ": ·, lOA IMHT\.fIE C29 99 
e !lOE-IQ.EPU!"tIGA,[I\tBill.R £25.99 
. 1fflH·STtJfTl£~Of EW.. £19.99 
e ilMlLl\IRSIJT · POf\A.AR(»Z £:29 .99 

~t:r Ei:E~~~' ;~~:~ 
__ SILICA PRICE: £349,00 

1:-
64~ £349 

INC "AT AMCOQ6ot 

£399 
INC VA,T "Me 0B8S 

AMIGA 4000 
CONFIGURATIONS 

rr.. AInIQII. 4000 '03[1' aN! '040' fIN 
~"'"WI'IIf.1RAl" /.wdOr I\ltlCJl'llGftl. 
rfllm s..:. I~ IoMl n.iow) AM;)fI Uy 
~ .... ~rovfd M:I CIIf'( 
~·. hJll CII'Klyoa f OO- SI18 i\-;\flanfY. 
RAM upgrade!! Ie ~Iso IV1lIAIt:lIt 110m 
s.a DuI 10 ClIf' (l:I11 tuc:tu.tiont; It! II,. 

matU!c pilMM:GaII IOt UAIIIdI PI'Cft 

PLUS! FREE FROM SILICA 
• Photon Paint II 
• GFA Basic 

25 .. Hz 68030.· 

RAM UPGRADES 
CALL FOR PRICES 

' The Mega CO (£269) will only 
work when plugged into the 
Mega Onve (£1 29). Iherelo<o Ihe 
pr1Ce shown is the total 
combined pnce 01 bcMh modelS 
The Amlga C032, Mwever, 10 • 
stendalol"le SYSTem whk:h wo 
W1lhoUI addltronal units. 

FREE FROM SILICA: 
• Hulcnfnsons 
Encyetopedl~ CD RRP C29.99 
A laoaMl/ng and ..,ique 
reference loaf cornpn5lflO lhe 
complfllUI! HIitC~MOOS 
encyclopedia 

• COPD • 600 Public 
Domeln TIlle. RAP t19.99 
eve< 6OOfMo .. Po"'''' DonIoln 
soUwarc and shareware 
lnduC1e:5- .... '04'(1 prooe~$or'S., data 
ba!es and spreadsheets etc , 
garne5 and uNlitt6$.. 

WORTH OVEJ1 £49 
This Compact Disc11iaYlng add-on 
Slll'p ly d ips 10 the side elCpansion port 
01 your Am~a 500 and is Immediately 
ready to deliver lis powM. 

'~Y<»AI>1l'500""" COTV_ o Pliys __ CO ,*, 

• S!<ngo _tqlllllO 600 nowr <Is"" 
. Tf1nIIerlml l~ 

• CaIadIII .. ;1i CO • G ill:! CO • JlO ~ 
o~ 1S0966O_ 
. *-akl,lt,5OOstIMI~ · 

WINNER OF THE 
AMIGA GOLD AWARD 91% 

CONSOLE 

• J2·BIT POWEJ1 
1'he worIcJI f •• c:o.AOU COIWdII 10..-.32-
tIII~ • • lI __ Nn.eeoooCPU 

• co QUALITY STeReo SOUND 
• 168Mlwar/COLOUR PAlETTE 
• 2561< MAX COLQURS ON-SCREEN 
• GAMES FROM BelOW £20 
• PLlJGS INTO A TV OR MONITOR 
• PLAYS MUSiC CDs 
• DUAL SPEED 

T,....aatlM"IIIII ......... 
Ordnlw)CI>RCU dr If'!, 

• MULTI·SESSION 
~.w...taonCDl.""""1MI 
~wu.ao.d"~ "II 

_ FULL SCREEN VIOE()'Co 11193 
V"Il'lGI*NI.~u-.III1OCk.'t~~ 
.,al1ONkt'll4ontOObC032-COIIPlltlil 
..n""..,..,,~.~Id. nIcIl!IId 

.. J'I<:_ .. _""" ..... 
• ""RAM 
• \I BUTTON CONTROL PAD 
• , FREE CO TITLES 

• OSCAR • DIGGERS 
PLUS FRe. FRO .. SIUCA 

LE .... Ir/GS CD WORTH 1:9.99 
• CCMPAT1lIlE WITH 26COTV TilliS 

SUPER GAMES 
PACK 

nllt .,fI, .. IIlQh .IGaI 
tIIIIIIIIIIIIIr. arc ICI 
r.- ytIW' D1mi11 
IrwIIr~ ... _ 
1t,1lnurl c.nnDtt. nt 
L_-" 

""CUOO7, £9.99 v'ti 
FOR OUR COMPLETE IIA~GE OF 
CDl'I TITUS PlE,lSE CAll OUR 

M~ll ORDER HUntKE OR VtS IT ONE 
OF OUR SHOWROOMS USTUl BROW. 

(c APPROVED 
Sihca are a fully auttlonsed Amlga 
dealer. We- can upgrado Amiga 600 
or 12oo's ..... Ith ha rd drives, fer new or 
O)(lSIII'O O''''OO(S . 'M1hout affecting 
Commodtlre's cft lcial on site 
warranty . We oHef other upgrades 
and rcpalr Sorvlce for A500 and 
~.5O()i.\1A compuTers.. 

UPGRADES & REPAIRS 
• LlIlesl lest e£;wpm cofll 
• 20 twined Ux hnioJ;:Jn!i> 
• 1,000501 p a rts In s tock 
• FAST. 48 hour ~IVrOi'! 
• We can rolfect (£S ... VA T) 
• FREE rerum couner 
• A ll work gU.~ r:Jnta«J 

CALL FOR A PRJCE UST 

ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 
MAIL ORDER: t-4 The Mews. H.ltherley Ad. Sidcup, Kenr. DAt 4 4DX Tel: 081·309 1111 

'",- SILICA - THE AMIGA SPECIALISTS 
0Ide, lJIws ap.p Mon-$31 9-OOarn-fi.~ No LMe N'IQhI ~ FLo Na 081-3011 01lOIII 

LONDON SHOP: 52 Tol1enham Court Road. london. \'lIP UBA Tel: 071·580 4DOO 

og; Br!I",. \'flU - "'*' 10 bu)' f'W ..... 
AmI\}8 oompuSer. we suggest you thtnk very 
~efUI)' aboUI WHERE you buy" ~ 

.,::) ~t It ~ be like e low moott\tel"!O'r buying 

~~'" ",,0 =""""~ :'"~~. ~"I: 
IC E 10 _....,:"'"":.:: .. ~=.,r.z 

&lea. we ern;u~ thaI you 'Nt I'IIrve notIIfng 10 wony 
~ Wttl our IRIVBDId ~ and expedlM, we can I'nfJf!I'I OUt 
OI51Omers' requntnIflts WIth .. lftier5tar¥fing ~ .II IklOfld 10 none 
~11t and I1$1m II"Ie ~ now r<w W fates! FREE :ra11lr!! and 
begin 10 e .. QGrIet"Ce (he ~ Setw::e-

• COMMODORE APPROVED UPGRADES, 
OItl(ia1 Ha.d Onve uPOrndes W th tel .... Slte warranty 

• FREE OVERNIGHT DELiVERY: 
On .1I1la"IW.,-, ollie<> stupped li llie UK m3Jnland 

• TECHNICAL SUPPORT HELPLINE: 
_learn of AmiQa techmcalel(f)erts WIll be at your service. 

• PRICE ~fATCH' 
W. m,ldl oompelltOIS 01\ a "Same prodllC1 ' ~ pnco' bas<> 

• ESTABLISHED 15 YEARS, 
We rove • plQI'8n 1 .. 01< rllCOl1f In prolesSIOnal compul .. safes 

• PART OF A C5aM A YEAR COMPANY: 
With Iml 200 ,I,ll . W. are~, rth,bl. aod plon~bIe. 

• BUSINESS + EDUCATION .. GOVERIiMEf'm 
VOIu11II oIS(:(lUll\51"'1IOIlalIIe Tel: 081·308 0888. 

• SHOWROOMS: 
W. have d,rnonstratJon and Iralnlno IOClIllles.t.6 our SIlII!S. 

• THE FULL STOCK RANGE' 
All 01 JOU' Amig_ rt~ui"me1l1S if' available Irom one suPlll~' 

• FREE CA TALOGUES: 
Will lie 11\31/00 10 jO. WIth spocal reduced poce Am1QJ 011",. as 
.... 11 as doWls on ,UAmooa soflware and peripherals, 

• PAYMENT' 
We "cepI mo'l majer rud'~ caulS. cash. chequ, or rnomIIIy Ie' 1II!> 
(APR 29 8'11. . wnMen ~UOIe< on request) 

Sl] ~I~~ 081·309 1111 

OpenrIg IiOuI'$. ~Sa1 UIJIWIHi oopm No I.¥e t-1" OpenInG Fa- NQ" 01l~32J "n1 
LONDON SHOP: SeUridOes ,.....", .. "'..,). Oxford Slreer. london, WtA lAB Tel: 071 ,6291234 
~ ~ MM-Sal 9lD1m--1 00pm I..N HlP. nt.rIdiIy . 80m Elt\4MIOft 391 .. 

SIDCUP SHOP: 1·4 The Mel'ls. Halberley Rd. Sidcup. Ken!. DAI4 4DX Tel: 081·302 8811 
C\p!r!rtQ Hous. Mcn-S.tt 9.~_3Opm Late Np Fnd!): . rpm F~ No Q!l1--309 0017 

ESSEX SHOP: Keddles !2nd _ ,. HlOh Slr",,1, Soulbend·on·Sea, Essex, SS t ILA Tel: 0702468039 
0pntP Hcuw Mon-Fn 9~(S.lDoa.n.IOIJIIm) I..l1O N4W. Ttu!diry - 7f!!! F No tmI2«i8039 

IPSWICH SHOP: Oebenhams t2nd _ I, WateilOO House, Westgate St. Ipswlch. IPI 3EH Tel: 0473221313 
~ I1Qu:t: ~ O.3OIIm-S.lOpm (SIIIlDOllrn-OlJCIP"nt l..¥& Nq.1 T'hI.ndlIy Op-n .... pta 1M732fm62 

PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 
Mr/Mrs/MisslMs: Initials: 

Company Name (i f applicable): 

Address: 

Tel (Home): 

Surname: 

Postcode: 

"'" Tel (Work): 



- ---. - .. All -AM. -8 ..... ...,.D;--------________ __ 

SPODLAND by 1he Hidden 
In an incredible chain of events this month, 
The Hidden combine drinking, fighting AND 
writing Spodland. Wonders never cease. 

After finishing the first 
Spodland arena, I was 
eagerly awaiting Will and 
Simon's opinion of the 
graphics. Simon and Will 
weren't exactly sold on the 

~20 
cartoons.) Rubbish! As far as I'm concerned, people are much more 
intrigued by a normal situation combined with an totally abnormal 
happening - in this case, a group of spitting creatures having a 
sudden-death gobbing match. 

concept - Will complained that it all looked 'too real'. (He reckons that 
people want escapism from a game and graphics that look like 

The sheer lucidity of my argument made Simon go and hide in the 
corner, all the while moaning about how nobody ever listens to him 
anyway so it wouldn't make the slightest bit of difference whether he 
liked something or not. 

Today we visited that great bastion of British journalism known to the 
world as Future Publishing. After visiting our chums at AP we decided 
to nip out for some lunch. On the way, I stopped off at the cash 
machine and was treated to a short history of that very object by Dave 
Green. This was a bit alarming, particularly when you consider that he 

While looking for a snack emporium we spotted a lost-looking 
Andrew Braybrook (the hard-coding mastermind behind Uridiums 1 
and 2 and this month's super Nipper coverdisk contest). It appeared 
that he'd temporarily forgotten the way to Amiga Format's offices 
(Programmers, eh? What are they like? - Ed), so we thought we'd 
invite him along for a veritable feast in one of Bath's many welcoming 
hostelries. Off we all went to eat, drink and discuss the most 
important social issues of the day. 

Lee Martin .... reI 

"'eca"_dHnt 
",. SpOdln_ 

Reckon JOU can do 
any better? 

doesn't even have a bank account. (I know a bit 
about American history, but 
I've never been there. - Ed) 

Today I thought that I'd have a 
go at putting together some 
Spodland animation frames. 
(Regular readers will know that I 
want to do this by digitising video 

Finally a frame was 
done but, 
unfortunately, the 
result could only 
be described as 
'complete crap'. 
This was mainly 

Today I got my head 
kicked in -literally! 
Alii did was try to 
stop a fight (being a 
hippy, I couldn't really 

pictures of Plasticine models.) A nice easy job, I thought. Humph! 
Wrong again - I soon ran into all kinds of annoying little hitches. The 
first problem was ensuring that the Spod was the right size, which 
involved resizing the model and changing the camera position. Once 
this was solved, I tried to get the angle right. 

7~5 
due to the fact that my original Spod design was never a particularly 
good-looking character in the first place. By the time I'd finished 
digitising the first poSition, the model had been made to suffer for 
winding me up - it was punished. (I/'s good to see stern, traditional 
Victorian values being upheld in such a modern profession. - Ed) 
Anyhow, it took all of this time for just one animation frame, which 
wasn't good -I had another five to do. No way! 

7~7 
enjoy myself with the negative vibe of someone being duffed up by 
two thugs for no reason). Luckil.y I helped out by cunningly luring the 
two thugs away from dulfing up their victim with the temptation of 
kicking my oh-so-Iovely head. Apparently one of them was a boxer, 
but I couldn't tell- he only used his foot. Soft boy! 

Today I am the elephant man. then again ... - Ed) However, there is some good news­
AP reader Lee Martin of Bristol has sent me a new 
Plasticine Spod design that I can use. Cheers, Lee! So, 
until next month, this is Craig saying, somewhat 
painfully, "Bye-eee. (Ouch.)" And remember to send in 
your ideas and Spods for Spodland. It is your game too! 

I'm writing this with my head 
in a sack while drinking soup 
through a straw. (Presumably 
this is something to do with 

Craig's recent injuries. But, 
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• CANNON FODDER by Sensible Sollware 

They think it's all over - it is now. Jools Sensible brings down the 

final curtain on the long-running Cannon Fodder 

.......... -.... .., ...... ......... - ........... -..." ... ..,., .. , 

W
elcome back to the 

fifth and final page of the diary you all love to 

read, of the game I'd love you to buy and you are gonna 

love to play. And yes, fellow computer comrades, 

Cannon Fodder really is all about love. I mean what would make me 

(hedonist and hardened party-goer) stay in at work on a Friday night? 

The love of working on Cannon Fodder, of course. What would make 

me work 136 hours a week? Why nothing but the love of turning out a 

game that everybody will take home and enjoy for evermore. 

And why will you buy it? Well, because you love addictive and 

playable games, you love gorgeous graphics, you love amazing 

atmospheric sounds, but most of all you love kill ing people. Whether 

it means a simple bullet through the left eye or an inhuman 

splattering of their guts all over your tank tracks, you just love to 

bring other people's lives to a swift and totally unjustifiable end. But 

it's not all a game of kill , kill, kill - there's plenty of maiming, injuring 

and just plain bleeding in there too. Let's face it, Cannon Fodder is 

the key that will unlock the door to your most violent desires and 

what's more ... IT'S FINISHED! After months of trials and tribulations 

(most of which have been documented in these very pages), the 

game should be in the shops on November the 20th. So, take a 

look at the calendar, and if that's 

story. Get those tissues ready. 

today's date (or, heaven 

forbid, Nov 20th's been 

and gone), then get your 

boots on and gan doon 

them shops t' buy it. 

Anyway, now that the 

end, as they say, is near, 

it's time to play the 

Sensible company 

anthem and roll the 

closing credits. Let's ask 

the rest of the team how 

they feel about the 

completion of Cannon 

Fodder. First, I'd like to 

say a big thank-you to 

Jon Hare and Chris 

Yates for not paying me 

enough. And Jon had 

this to say: 

"Hooray - another 

game goes out of the 

door. 'War has never 

been so much fun', eh? 

It's been my job to take 

all the credit for this 

game and rip everybody else off. Quite 

justified I feel - after all, I did come up 

with the basic idea for the title tune." 

And cheers to Richard Joseph for 

doing the sound and music. (Did you 

know that the title music has got Jon 

singing on it? Yes, singing - we've made 

your Amiga sing, that's one you've got over 

your SNES- and Megadrive-owning friends.) 

Richard's feelings were, er, mixed ... 

"I can now sleep at night without the worry of Jools 

phoning me at half-past four in the morning with sound problems. 

And no more Jon for a long time, phhewwww ... " 

Respect is also due to 5too for his lovely and gorgeous 

graphics. Most of his comments were sadly unprintable, but he did 

manage to utter the following: 

"You see that Theatre Of Oeath, that's not Cannon Fodder, that 

isn't. After 72 maps, crunching, drawing, designing and numerous 

trips to the toilet, erm ... um ... HELP ME! I'm drowwwnninnng ... " 

Which just leaves me - Jools. This is a sad, sad day for me. Our 

baby is born, the conception was painful, the pregnancy was full of 

morning sickness, and the birth took weeks - but born it is. Long live 

our baby. But why be sad? I'm sad because finishing a game is like 

the end of a long friendship - and now I have to make a new friend by 

writing a new game. On top of that, I'll miss those cheery phone calls 

from Dave Green, reminding me that I was anything up to three weeks 

late with my copy. But that's enough negativity - why should we 

worry when we can play Cannon Fodder? Goodbye forever my 

friends. (Well, that is unless AMIGA POWER agree to do the diary of 

Sensible Goff.) (We'll think about it. Cheers Jools. - Dave) 



02G Air Warrior 
03G Llamatron not 60011200 
07G Othello + I I others 
20G Return to Earth 
3 I G 21 Games Special 
42G Kamikaze Chess + 6 
44G Star Trek (2 Disks) 
48G Card Games + 10 more 
52G Monopoly + 2 others 
7SG Amiga Columns + I more 
77G Dr. Mario + 4 others 
82G Top Secret 
87G Mouse Impossible + 3 
8% Deluxe Pacman + 6 more 

Fight Warriors + 3 more 
AUc Atoe + Game I Mg 

t 7M 808 State Remixes 
23M 1993 Dance Volume # 1 
11M Soundtracker Samples 
39D Safe Sex Audio Demo 
42D Jesus on Es (2 disks, 2 drives) 
52D Lethal Exit Mega Demo 
53D Rettina Demo Teeno Music 
64D AGA Slideshow of Ladies 
07 E Dinosaurs Info + Pictures 
09E Kids Paint with Speech 
I I E Astronomy Info + Pi.ctur .. 
02W AmigaFox DlTop Publishirrg 
06W Pagesetler Cliport 
08W DPaint fonts 
lOW Text Engine Wordprocessor 
13W Compugrafic Fonts (13) 

03U LabelPlinters 
05U Plinter Utilities 
IOU Spreadsheet 
I I U MCAD Design Program 
14U North C (2 disks) 
18U Sid 2 Dlr. Utility 
24U 600 Busine" Letters 
39U JR Communications 
40U Amicash Accounts 
49U Relokick Degrader 
SOU System Snoop OOS 
53U 16 DiskCoplers 
61U Astro 22 Predictor 
Also a rarrge of FRED FISH 
We disc stock cdb/es, mouse f1ldts 
and printer ribbons. 

An Incredibly addldive and d.",lIed Formula One .imulation far 14 players. 
Watch Ih •• ace. o. Ihey unfold with Ib, .. 1ev.1. 01 hlghllghls. C,a.h." ,pin., plle ups, cor failur •• , 

stop/go penallios, weather chang." fasleol & record laps, molee pltal"P'. Four Indepandonllev.l. 01 
difficulty. Meurole and dOlClled graphic> oIlh. learn., circuli. elc. 

151eams. 2 cors pe' leam, 50 drive .. wllh varying .~III., complete ""9ine & lyre coolrad>. Choose tyro 
campaoods, tune your ""9lnos, chango wing so~ing., .... n lrain your plt crew I Oualifying. 16 accurate 
chomponshjp circuitJ, news section, reoli.s6c sound fx. 1ood/:Kf'Ie games., weather forecostlt statisltes 

saved, Io"'sl FISA ",fo., spo"",n, lull drlvo" and con,/rod,,,, 
chompfomhips and .so much morG. 

Indude. lull 1993 season. Ool<lil. can eo>lly be updoh!d each yeor. Incredibly addictive, ",aduced by 
I"," Formula One lans. The moal rooll'li<: Formula One managemenl .lmuIoHon, guaranh!ed. 

lust £14.95! 
ind.es instruction manual 
:> PUiASE MAKE CHEQUE/POSTAl ORDER PAYABUi 10: - 5, RENNOCKS C 

Dept, AP, 1 Cherrington Drive, Great Wyrley, Walsall WS6 6NE . . . . . . . . . . . . . . . . -
NEW SHOP NOW OHM 

at 
295 Ditchling Road 

BRIGHTON 
BCS CHRISTMAS OFFERS 

FUll range of Ami,. , 
PC, ~, MI tcIICIo,. 

AUtri Sottwl,., In Stock 

.., ".~ Av.l,.fIk 

* OFFER 1 * * OFflR I * *omR3* *OFnR4* * OFFER 5 * 
NEW Amiga CD32 + Oscar + NEW Al200 + Nigel Mansetls Grand Prix 

+ Trolls (AGA version) 

NEW! NEW! NEW! HEW A 1200 Desktop Dynamite Pack inc. WORD PIloasSIMG SOFTWARE 

Diggers 

Only £178.99 £179." 

Al200 4Mb Bllnard Board £179.95 
:'~~~:'zTUrba Board £144.95 

4Mb RAM for 1230 Turbo £179.95 

Wordworth, Print Manager, 
Deluxe Paint 4, Dennis & Oscar 

£319." 

PlNPAL ••• __ •• ___ .. ,£19.95 
FINAL COPY II • __ .... _£57.95 
NIW nNAL wam.R _ .£94.95 

DISKS! DISKS! DISKSI 
100% CERTIFIED ERROR FREE 

PLUS FREE DISK LABELS 
50 3.5' DSIDD... .. .. .. ....... £21.99 

100 35' DSIDD .. .... ... ........ .... .. £35.99 
150 3.5' DSIDD ..................... £55.99 
200 3.5' DSIDD ...... .. ...... ..... ......... £66.99 
300 35' DSIDD . . ....... £99.99 
400 3.5 ' DSIDD.. .. ...... .. .. £132.99 
500 3.5' DS/DD.. . .......... £159.99 

All pr'ces ",,::Iude VATlfree !Qbels 
REMEMBER, THESE PRICES 
INCLUDE FREE DELIVERY 

PRINTER RIBBONS 
PRINTER BLACK COLOUR 

CLtlzen 1200 
CitlZI:ll Swift 9 
Citizen Swift 24/24EJ224 
Par'lltsonlc 1124 
Stor lC-10 
Star LC~20 
Slar lC200 
St"r lC24 10/15 
Sta r lC24-200 

BRANDED COMP BRANDEO 
0.40 £2.70 
£3.40 £2.70 
£4.70 £2 .70 
£850 £358 
£*.47 £3.06 
£4.47 £3.06 
£6.11 £4.70 
£5.58 £353 
£558 £3.53 

N/A 
£15.30 
£1530 

N/A 
£6.70 

NIA 
£12,30 

NIA 
£13.25 

eml for prien on 4ny rlbbon 

INKJET CARTRIDGES & 
REFILLS 

HP Deskjet Black Ink Cartridge ......................... £17.50 
HP Deskjet Black Dual Capacity Ink Cartridge .. £27.47 
HP Deskjet 500c Colour Ink Cartridge .... .. ... .... £29.37 
Canoo BJ10e1ex Black Ink Cartridge .... .. .... .. . £16.99 
Black Twin Refi ll Kit... . .. .. .... .. .................. .. . £14.98 
Colour TWIn Retill klt (3 cols) .......... .. ..... .. ....... £29.85 
500c Colour Refill K.t . .. .. ............... .. .. £1 4.98 
Amlga Colour Separation Software ... .. .... £39.95 

DISKS + 100 CAP BOXES 
l00l!. CERTIFIED ERROR FREE 

PLUS FREE OlSK LABELS 
50 3.S' DSiDD + 100 cap box .... . . . .... ........ £25.99 

100 3.5" DSIDD + 100 cap box.... ... .. .. .. £39.99 
150 3.5' DS/DD+l00capbox .... .. .. £58.99 
200 3.5' DSIDD + 2 x 100 cap boxes .. .. .£75.99 
300 3.5 ' DSIDD + 3x 100 cap boxes .......... .. .. . £110.99 
400 3.5' DSIDD + 4 x 100 cap boxes .............. ... £147.99 
500 3.5' DSIDD + 5 x 100 cap boxes .. £179.99 

All priCes include VAT/free labels 
REMEMBER, THESE PRICES INCLUDE FREE DELIVERY 

5.25" DS/DD Disks .............. 21 peach 
5.25" DS/HD Disks .............. 39p each 

ACCESSORIESIIOYSTICKS 
1000 COLOURED LABELS .. . ... £8 
1000 TRACTOR LABELS (WHITE).. . .. .... .... £1 0 
AMIGA MOUSE ..... £1595 
MOUSE MAT... . . . .. .... ..... £2.75 
MOUSE HOLDER .. . ....... .... .. ....... ....... £2.50 
14' MONITOR STAND .. ....... ...... .. ........ ....... .. £10 
PRINTER STAND.. .. .. ..... . £6 
3.5' CLEANING KIT.. . . .. ,£2.75 
PRINTER RI8BONS ........................ .... ......... . £CALL 
PARALLEL LEAD ... ....... .... .. ........ ....... .............. ... £8 
ZI PSTICK.. . •. . . .£ 11 .50 
OS PYTHON 111M .. . . .. £9 .50 

DUST COVERS 
A500 .. .... .. ... .. .. .... ... ....... ... ... .. ... . .. ... ... . ... .. ... £350 
A600. .... . .. .. .. ... ...... .. ... .. ... £3.50 
STAR LC200. ... .... . ...... .... ... ............ £3.50 
STAR LC,24 200 . ....... ...... .... ............ .. . ........ .. .... .. £3.50 
CiTIZEN 9 £3.50 
CITIZEN 24 .. .. ..... £3.50 
PHILIPS MKIIII ......... ............ .. .... .. .. .. .. ...... .. .... £3.50 
ATARI .... .. ....... .. ... ..... .... ..... .... ... .. ... .. .. ... .... .... .... .. £3.50 

DISKS + 80 CAP BANX BOXES 
l00l!. CERTIFIED ERROR F1!EE 

PLUS FREE lABELS 
50 3.5 ' DSIDD + 80 Cap Bao. Box ................ £32.99 

100 3.5 ' DSIDD + 80 Cap Banx Box ............... £45.99 
150 3.5' DS/DD + 2 x 80 Cap Bao. Boxes ...... £74.99 
200 3.5' DS/DD + 2 x 80 Cap Banx Boxes .... .. £89.99 
300 3.5' DSIDD + 4 x 80 Cap Bao. Boxes .. .. £110.99 
400 3.5' DSIDD + 5 x 80 Cap Bao. Boxes .... £145.99 
500 35' DSIDD + 6 x 80 Cap Banx Boxes ... £235.99 

All prices melude VAT/free JIDels 
REMEMBER, THESE PRICES INCLUDE FREE DELIVERY 

Bes EXTRAS PACK 
Includes Mlcroswitched Joystick, dust cover, 
mouse mat, 10 3.5" DsroD Oisks, Disk Box, 

Cleaning KIt. 

ONLY £10.00 
Available only when purchasing Amlga mochines 

3.5" DSIDD Disks 
60p each 

100 35" DS/HD .. £61 .00 INC. P&P 

150 Cap 3.5' Posso Box ......... ....... £16.50 
70 Cap 5.25' Posso ................ £16.50 
60 Cap 3.5' Stackable Box ........... .£ 10.00 

3.5' 10 Cap boxes... .. ... £0.85 each 
3.5' 40 Cap boxes ....... £4 .10 each 
3.5 ' 100 Cap boxes ........ ... £4.50 each 

5.25 ' 10 Cap box ............. £1.10 each. 
5.25' 50 Cap boxes ............. £5.10 each 
5.25' 100 Cap boxes ........... £5 .90 each 

MICROvmC 14" COLOUR 
MULIISYNC MONITOR 

lE~00000 

AMIGA REPAIRS & SPARES 
* FREE ESTIMATES * * NO STANDARD CHARGES * 

* 3 MONTH WARRANTY * * COLLECTION/DELIVERY ARRANGED * * FREE TECHNICAL HELPLINE * 
Repair price examples: Board Repairs from £13.50; Dbk Drive Replaced £59.95; 

Repl"ccment Keyboard £59.95 

We will collect from your door today! 
(if advised before 2pm & in UK mainland). 
Free Fitting on all Upgrades, ROMs & .ROll1 Switchers!! 

l Meg Exp no Clock ............ £14.95 Highpower PSU ....................... £29.95 
t Meg Expwith Clock ............ £19.95 Gary . .. ...... £12.00 
ROM Sharer ...................................... £12.95 Denise ................... . ........ £9.95 
Fatter Agnus.. ................. .. ...... £22.00 Paula.. .. ......................... .. ..... £12.95 
Super D enise ................. .. ...... £19.95 68000 ......................................... ...£5.00 
Int D/Drive .......... .. ... ........................... £49.95 2.04 HOM ......................................... £24.00 
1.3 KlS ROM ...... .. ............................... £14.95 8520 CIA. ............................................ £9.95 

A500 Power Supplies from £19.95 
Modulators from £19.95 

HAWKWELL ELECTRONIC SERVICES 
MOUNT BOVERS LANE, HAWKWELL, HOCKLEY, ESSEX SSS 4JB 

Orders & ,,'nquiries Tel: Southend-on-Sea 0702207.593 
Technical Helpline Tel: Southend-on-Sea 0702207274 (9am-6pm Mon-FrO 

Callers Welcome (Mon-Fri 9am-5pm) 
TRADE ENQUIRIES WELCOME, CALL FOR OUR FREE Dt-'ALER PACK 



RAINBOW + FIREBLASTER + GLADSTONE'S NAME GAME + MARBLE SLIDE 



SORRY + SHANGHAI '93 + DODGEMS + ELEVATION 2 



g::~.:::::::::=.~COJ21~~ 
CMi ...... _ ..................... .AI200 25.99 

sm._ 2 ............................ 24..99 
oiNh_ ... _. ___ 10.99 

f"-l> 1 ~ ... . _ ...... 1 •. 99 

I.f.x..._ .................... C032 199'/ ,;;;;=~~=;II 
If.t ........ _ .... _ .J.I200/CD32 21.99 ~ 

~Ii "'ogj ..... . 22.99 
C\,w, .,,_ •. _ . _ ..... _ •.• __ 1799 
Coftar1 2 ' , . __ ..•...... _1999 
C.."."", roOd .. " ... _ .. _ ..... _ .... _.19.99 
Combat cia ••• , ................ _ ........ 19.99 
Combat Clauks 2 ......................... 19.99 C_·_._ 13.99 
Cool Spo_ ..... _ .. ___ 20 99 
c-.~ _._ ... __ 17.99 
G.opOn _ 1999 

~~[Xzry __ l;~ 
C ........ • __ ................... 22.99 
DOoy • __ 22.99 

FOfIIIIioOneGrOndPrl.C .. _ . . . 22.99 

~ . .... ~ . =-:.Ai2iXd~~ 
~I _ •. __ • ,. . .... (032 19.99 
GIoboI Glod .. ,.,, _.... . .. 20.99 
Giob<\lo .............. __ ..... _ .. _ . .. .. 19.99 
GooI ............................ _ ........... _ ...... I 3 .. 99 

=~~il.;;ac;;;bi. .. l~ .. ~ 
Gdom",...s.-.... 899 
~..d eml __ 1999 
"'..dSlooo,""""," ..... _ . 1399 
_ • . .. . _ ....... 16.99 
g.Ip __ .. . ... ... . . . . . C032 19 99 

t:r~2ii";;;j .. -- .. ~: .. :~~ 
1M GrMteIf ........ ~ .......... "" .......... ll.99 
Il1o Kriod ... ... .. _ ................... _ ........ 6.99 
Il1o Iogood 01 Reb. Hood ................. .. 26.99 
1IIo,..~ . ... _ 20.99 
Il1o Pooidoo. ... _._ . .... 2"'. 
n.mofDd! .~___ .. . 19Qf;1 
I.;KJ .• _ _ •• _. _____ B 99 
1oo~5ovJovyf ..... -.-- " .99 
Tornado .................................. _ ........ 22..99 
"'" Canog. ............... .. . _ 1 999 ... c..nou. _ ...... _ ..... __ C031 19 
Tmcoa'1 ____ 37.99 
Tdl_._._. . 1699 

OC--._.. . .. rolll 799 
Co~s.._'-" · . _ 1199 

Ovn,1Wp 2000 11 ""1 .......... _ ...... 22 ... 
...""., . -.. 2 ............ _ . . .. 2299 

Tdl . . .. _._ .. _ ._ ._ ;.1.1 200 16.99 , ;;;:::CO:==: .. L ... 

lod. ChoIoogo ....... __ ... __ ._ .... _ 8.99 Co""", · _. ___ . ____ 20 99 
o..,.a.. .. ..... .17.99 
Dr*i.YWc:C~~S.20 5999 
~f'oJdI 4AGA 649Q 
0...0__ .... 1799 
o..-n, _. _ J.I 200 18.99 

~M~w;~ ........ "." .... : ... ~~. 113:~ 
~ Imo I9.99 
OtiPoool'oIlo. .CaI 
Dluf CoI.daI . 16.99 

~.~== .. ~~ 
DooI. ............ _. __ • C1)32 19.99 
0....10 . .. ...... _._ ..... _ .. 19.99 
0.- " . ........ _ .... _ .. n.o. 
Ouroe t ~_20 99 
~ .. 1' 99 
Easy Ana ._._ .. ' __ . __ .2'> 99 
EImonio. _ _ __ .17.99 
lile 2 1'.-1 ..................... _ ...... 22.99 

~ClooopIom ........ __ 19~ 
!w.j>oom~ F""" .. C031 19.99 
b<.tntnt 0a""' .............. __ ....... _.22.99 
f>Io ..... COJ2 19.99 
bod. 3010' ......._ 19.99 
!Jool"eohoIdo 211 21.99 

fiol ... ~: :--:::::·:~::::. l~~ 
1117AN~SIoaIIhIigh ..... 22.99 
115 SOil< L _ .... __ ... IJ 99 
116 C""""" _ . . .. _._ .. ___ .B.99 
FI7 ChoIIoogo _ ..• ,, 10." 
f li~_._ ..... _ CD31 1299 
119_""", _ ..... __ . 11 99 F' _'-' __ .............. 1799 
foitotl 3 ' _. 2499 '-I'M!... __ n.o. 
for ... 'G _. ___ ..... _ .. . ____ .7.99 
F."a;Goood"", · .. _. __ 17 99 
1ioIdo00GJo,y . .. _ . .22.99 
n..If90 .. ,-... _ 8.99 
""'_ .~ ... _ ..... J9.99 
FIoshbock ................ _ .......... _ ............ 20.99 
"1ig.~S"'l_ l_bo< " 13.99 

~_, J .... _ ..... 9.99 
~""""" . . 9.99 
Ibpoon s-..,I.... .13.99 

=.,..." .. : -----=:-_ =R.~ 
iii SIMI L I .. ' v ~ . ... 8.99 
H .... Gwu .......... _ .......................... 22.99 
H;000<y'" 1914-11 II Mogj. .. ....... 2299 
IJ: . _ . 6.99 
looWOOOOOcm.. .. • •. 1099 
liIcba_ f~~ afAb8i AdY .. _ " .. 24.99 
Www! ~CD32 19 ~ 
,,-,. . ... .. nw 
"""""'OpooGoi .. .. .. C032 19.99 

~:;~"'= lj~ """1.. .. _ .. 19.99 
Jod "db". Gol ... . ... . ... 7.99 
_ X1220II I.\og) ............... _ ..... 16.99 

::~2 .. ROJ;.;;'.T .. ~~ 
_hod J.. ._ .. .. . .. . . 19.99 
_hod J._._ .. .J.J200/CllJZ 19.99 ""' __ fooIooI .... ...... .. 16.99 
McIK I\ _ _ _. , ._. .~. ~ 17.99 
.MQ"",Pt.i- ~ .... _ .. 1200 [:399 
Jwoux 'act... ._ .. __ con !9.Qq 
K240 ~ ... , ..... _ .. _ .. _ ...•. _ ..•....... , .. , ... 17_99 
K240 (Noo.cA) ...... .... ...... COJl 17.99 

~~';~~. ::: .. _ . ~~ :.'i~.~ 

=~~;~ =~~::~ i;E 
,... ~ s.....(Nan A~ .CllJ217.99 

=.~1;~;.e;-.. : .. ==::::::: I:~~ 
UnIu· "" a.. ..... Of GaIf .......... 12 ... 
'""-' .. ..._ .............. _ 1 B'99 
" 11m! ... CDJ2 19.99 
'""0"""" ... \9 99 
lOOIII ._ ._ .. _ ... _ . .. _ .. ___ ... . ~_ .. 12.99 
Lord, of Pow.' .............................. 22.99 
tot.. ..... iJooy COJ2 22.99 
Ml Tor! Pimoft . . . 12.99 
_Boy .. ..................... __ .. 179' 

10 
20 
50 
100 
200 
100 
1000 

I.t.oOooJlooij. J IIM,", .... " 99 
IoIricc&L .. ~ ... ,. P.W 

~~::::::::==._.~_.l~ ~ 
1116 .. ..... _. . .... __ . 22.99 

~~lt:"o,;;; ::::::: ___ ~ ~ 
1.W-taII~, . _ 17.99 
lkd.n 2 __ ... _._.__ 17 99 
~2 __ ._COO211.99 
lIopo 2 ._ __ .. _ 19.99 

: 2:.=.: .. ____ C_O:l2 : ~~ 
",,,NGoi. _____ .. ___ ....... .. 1999 
w.sanff'Clt · . ... __ ...... 2Q.Q9 
_"""" ._ .. . ....... "99 
Wboioo. 1bjoge ... _ .... -"I'/OO/C002 19.99 
W .. Comniondw ....... _ .. .AI200 22." 
Wi,., ~e' _____ ._22.99 

:i~~ "~~~--~:~ i ~:E 
lIWJl~ . ______ 12.99 "*_ . .. ... 17.99 loal _. __ . __ .. ___ Al 2'CO 16.1f"'9 
zooI ••..• _ ........ _ ........ _ ...... CD32 19.99 
ZOO! 2 _ .. ___ . __ J 1200 17.~ 

Zoo! 2 ~., .. _ .... __ .. . _ ..... _. 1799 

3.S" BLANK DISKS 

~1IM =r 
LOW IIGH LOW HIGH 

1 .. 99 9 .. 99 6M 1.99 
IUD 19.50 11 .. 99 15.50 
»..00 ".50 26.00 31.50 
65..00 9S.OO 49.99 12.99 

125..00 1_ 94.99 141 .. 99 
300.00 4111..00 219 .. 00 »0.00 
_ 930.00 419.99 610.00 

3.5· Recycled • LooM 

UNIIANDfD 
ILOOSlI 

LOW HIGH 
5 .. 99 6.99 

10.99 1:\.50 
23.99 3:\.50 
.... 99 62.99 
13.99 121 .. 99 

199 .. 99 211 .. 50 
369.99 S50..00 

10 ...................... 50 20_ ................ .50 50 ...................... 17 .. 50 100 ........... »..00 

Repairs undertaken to Amlga 500 computers at £44.95 inclusive 
of parts, labour, VAT and return postage/packing 

Commodore registered for full technical support 

Computers repaired In the quickest possible time 

All machines will be overhauled with a full soak-test to ensure optimum reliability 

Entrust your ma.Jltlne..tQ the experts, full 90 day warranty 

Repairs to disk drive and key~ also Included 
(extra charge possible If round to neethomplete replacement) 

Repairs to other Commodore systerR$ undertaken • pborMffor details 

Uppt!s ~nd expansions supplied and fttted • ~(or details 
Collection service available 

£44.95 
of Ihls excepliOlloll ok, $Imply .,.. or halid deliver your computer to our -'shap CGIIIpIeIc. 

detalls below, enclosing ChIs ~ucher, payment. fault descrfplloa..mum~ 
along with your daytime ancI~ ll!IePb8nr'numller and we will do the rat: 

Should you require Group 4 SecurItY I\!Ium dellyery. 5IlnpIyIdd 8 .. 00 to Ihe repaIr ell .... 

EDUCATIONAL 

JOYSTICKS/ACCESSORIES 



Freneti 
frontln 
intervie 
See pa 

EXCLUSIVE Lethal 
Enforcers and Total 

Carnage revievvs 
kick off our fire­

povver special! 
It'll 'blovv you avvay! 

WNW 
A surround-sound 

system vvorth 
over £1000! 

Quasar guns, 
garnes and gearl 



YOUR ESSENTIAL GAME GUIDE 

In the last days of the 20th Century, no· 
one would have believed that every 
Amiga game of the past year had been 
scrutinised, examined and reviewed. But 
we've done it. Blue ones are new ones, 
red ones are recommended. Okay? 

THE BOTTOM LINE 
(AND HOW TO UNDERSTAND IT) 

***** Excellent ***** Nearly there **** Very good *** Has its moments ** Flawed * Dire 
The whole point ot The Bottom Una 
I. 10 mm It much InIOlll\lIIo" III 
poui~1 InlO Ihls .... 11 ap.IGe. H ... ·I 
how 11 works .... 
TIlt top bit I. lilY: 
GAME NAME 
Pubtilhlr Prlc.l 

Then we get Oual for your InformllJon 
r .. Uy) ' .... 1 ...... r AMtGA POWER In 
whlch tM glml was onglnilly 
reviewed, the mMk h gOI at .he tlme, 
tnd IPM!' "'IIIe'W_ lnfUI'I, " the 98rr1e 
ipptlTlClln our !"leW AU·nrneTop 100. 
n. poolU .. Corne. flO", 1._ by 

the mint-review and 01 nnll r.iIng out of 
trwltan (wflh rid on .. to &how which 
one .. Ire- real 'must buy .. ,. Anc:lIMrl 
)lOY M\I.lr - III you could ,"r 
POlllDly n..a to know about Il1at about 
every full price game you'n IV.,. 
.llghU~ lIkolV I. thill" .bout bLrflog. 

WHO'S AP Aaam PC'NS . cw COl." W r:s t;in.e/ ' DC - 0,111(1 GOlder. GP Golry P('nn ' JD JonJ'hJn DJ~.cs ' KF K.J.ri FO:!iler 

WHO La llna..J Barf,C'r ' l E Lc-s E lis ' lolA ~lJr~ Ransn.l"- 1 1.1$ "t,1tthe,~ SQLon~s ' NW ~je'l Wcs" RL A cfwd LonY'l.rst 
RP RICh Pel~~ ' RR ~ RorW.IC R.lnda I' SC Stu3rt Car.'lpt>C'II ' SM St(>~e MeG II ' TN Tlfr NOHl'j ' n - Tim TI.C~er 

1869 
Flair Sortware £29.99 

AP27 79% DG 
Powerlully complex high seas Irading 
sim sel in. you've guessed il. 1869. 
Easy 10 gel inlo, generally fanlaslic 
for s1ralegy lans and hislory·of· 
shipping enlhusias1s. bul olhelWise 
jusl a liMle bil dull from a visual aclion 
point 01 view. 

*** 
3D CONSTRUCTION KIT 2 
Domark £49.99 

AP2180%JD 
This is a games creation utility which 
gives you Ihe power 10 pullogelher 
your awn 3D environments and make 
games out of Ihem. This version 
gives you extra fealures not found on 
Ihe firsl, like Ihe ability 10 add sound 
effecls, support lor spheres and a 
disk lull 01 clip art. Irs quile hard 10 
gel into the programming. bul irs still 
a 101 easier than other languages and 
a neal way 10 get into creating 3D 

games. **** 
ABANDONED PLACES 2 
ICE £34.99 

AP27 58% TN 
Follow-up to (surprise, surprise) 
Abandoned Places I. this is fairly 
standard RPG fare. Irs big, it's easy 
to control and it looks greal, but in 
Ihe end, you' II find that the disk-

swapping and copy-protection-code­
demanding really get in the way 01 
your lantasy enjoyment. Competent, 
but hardly oulstanding. ** 

A·TRAIN 
Ocean £34.99 

AP24 82% RL Top 100 NO.81 
Slow-paced but Ihoroughly 
engrossing god sim, where you build 
up towns around a fledgling Irain 
network. Stunning graphics and 
gameplay so deep you'd probably 
break your ankle il you fell inlo It. A 
visually allractive stralegy game -
now there's something you don't see 
every day. 

**** 
ALFRED CHICKEN 
Mlndscape £25.99 

AP31 70% JD 
One 01 the top characters from the 
Ninlendo Game Boy survives the 
transition by becoming one of the 
Amiga's culest characters. He clucks, 
he struts, he dives headfirsl into lhe 
ground. buf apart from these 
amusing poultry manoeuvres, 
Alfred's stuck firmly in predictable 
platlorm land, where bad guys hale il 
if yeu jump on their heads, and spiky 
balls Iwirl around on Ihe end 01 long 
chains, Fun? Well yes, but in a fainy 
traditional sort of way. * * * 
ALIEN3 
Acclaim £25.99 
AP22 85% GP Top 100 NO.38 
Not a 10lally accurale represenlation 
01 the Ihird in the Alien saga, bul it 
does capture Ihe feel of the Alien 
lilms in general and, more 
importanfly, it's a greal game. A 
platlorm blast-'em-up Ihat's not 
particularly original but provides 
loads of fun and almosphere. Good 
sluff. (I really liked fhe film. bUI no­
one else seemed 10. - Dave) **** 

THE ANCIENT ART OF 
WAR IN THE SKIES 
Microprose £34.99 

AP27 65% CW 
Wide-ranging World War I air 
combat and slrategy sim, moslly let 
down by horrendous disk accessing. 
You can swap between an overall 
view 01 the bailiefield, and sitling in 
with your bomber and lighler crews 
on missions - bombing runs are 
greal lun. while doglighls, er, aren·\. 
It adds up 10 an entertaining and 
challenging wargame thaI's tricky 10 
recommend unless you've gal a hard 

drive. *** 
ARABIAN NIGHTS 
Mirage £34.99 

AP25 83% LB 
I know whal you're thinking, punk -
"Oh no, nol another cule platform 
game". Up 10 a point, you'd be right -
Arabian Nigh/s has all the hallmarks 
of a good old scrolling romparound, 
plus cryptic puzzles, maSSive buill-in 
cuteness factor, and extraordinary (if 
occasionally Iruslraling) high speed. 
Great fun. 

***** 
AV·8B HARRIER 
Domark £39.99 

AP22 47% JD 
A Harrier sim that's so accurate iI's a 
chore. For anyone without an A 1200. 
lorgel ii, it's 100 sloVi. It's still dull on 
Ihe A 1200, with uninspired graphics 

and very lillie entertainmenl value. 
Could be the mosl accurale Harner 
sim available (on the A 1200 thai is) , 
bul not a game to gel excited about. 
** (*** lor A1200) 

B17 FLYING FORTRESS 
Mlcroprose £39.99 

AP2583% IT 
Remember the 111m Memphis Belle? 
Well . if you've ever wanted to take on 
Ihe roles 01 the entire crew of a B 17 
stralegic bomber, then Ihis is Ihe 
simulalion lor you. It's a li ttle short on 
high-speed graphic aclion. but more 
than makes up for it with allen lion 10 
delail and seriously noslalgic World 
War 2 ambience. 

**** 
BACK SIDES 

AP2720% JD 
The anoient game 01 Olhello has 
mesmerised mankind for centuries. 
And now (allasl), it's been brought 
bang up-la-date - in this new 
version, the more liles you IUp. the 
more you get to see of 'attractive' 
young ladles in various states of 
undress. Now, you might expect this 
to be poorly programmed, bedly 
playtested, lacky old rubbish - and 
you'd be right. It's also pretty good at 
playing Olhello, though. Damn. * 
BARD'S TALE 
CONSTRUCTION KIT 
Eleclronlc Arts £29.99 
AP2362% JD 
It's a construction kit for The Bard's 
Ta/e, isn'l it? Does the job well. but 
you'd have to be a reallanalic to 
plough through Ihe unfriendiy and 
unforgiving interlace it uses to do it. 
Then again, if you were thinking 
about buying Ihis in the first place, 
that's exactly what you'd be. So, er, 
Ihat's alright then. *** 

BATTLE ISLE '93 
Blue Byte £25,95 

AP27 86% CW 
NO/ lhe long-awailed BaWe Isle 2 
(due out In eany t 994), bul pretty 
much the original BaWe Isle selin 
space - on a moon, to be more 
specific. Including alilhe stuff that 
made BI such a favourite (p lus, 
unlortunately, Ihe anginal's 
occasionally annoying slowness), this 
is a wargame that would entertain 
many an arcade fan wilh a good hour 
or so to spare. **** 

BEAVERS 
Grandslam £25.99 
AP26 71% SC 
Adequate cute platformy anlics, 
fealuring a beaver. Nalural history 
devotees may be disappointed by the 
lack of allantion to dam-building. 
while Ihe rest of us have to put up 
with dodgy conlrols and loads of 
disk-swapping. Engaging enough 

THE BOTTOM LINE 

while it holds your attenlion. but 
really nolhing all that special. 

*** 
BILL'S TOMATO GAME 
Psygnosis £29.99 
AP21 81 % IT Top 100 NO.43 
Bill wrote it. Terry and Tracy Tomalo 
star In il and you play it. Totally 
bizarre and Ihoroughly original 
gameplay gels you to propel a 
tomato across the screen using fans. 
Irampolines and jack-in-the-boxes. 
Wilh a hundred levels involving all 
sor1s at puzzles, this will keep you 
going for ages 

***** 
BLADE OF DESTINY 
US Gold £39.99 

AP30 67% (A1200 75%) RP 
It might look like another Legends Of 
Valour, bul don't be fooled -Ihis 
,RPG IS dull. badly-designed. a major 
pain to play withoul a hard drive, and 
stupidly, greedily, ridioulously 
expensive. Don't bother. 

*** 
BLASTAR 
Cor. £25,99 

AP31 37% CW 
Hailed by some as Ihe future 01 video 
gaming, Blas/ar's an unfo~lJnate 
mish-mash 01 tired game genres 
thrown haphazardly togelher with lOIS 
of gorgeous graphics. Flying around 
and shOaling thfngs was rarely so 
nice-looking yal complelely ledious, 
and ttle whole expe ,ence is slightly 
less enjoyable Ihan \·,atchtng re-runs 
01 the cult Auslralian '70s TV series 
Canoe Squad. * 
BLOB 
Core Design £25_99 

AP29 88% SC 
Get Ihis - you control a Irtendly blue 
blob who bounces up (out 01 the 
screen) and down (into the screen) 
onto little lIoaty platforms hanging in 
space. Oil-beat? Definitely, and 
playing this puuler's even more 
bizarre Ihan reading about it. For a 
plain round thing, the blob's so cule 
it's practically illegal. and watching it 
plummet to its death is a sight that 
can reduce even grown men to tears, 

***** 
BODY BLOWS 
Team 17 £26,99 
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AP24 89% n Top 100 NO.53 
The Amiga beal-'em-up Ihal Street 
Fighter 2 should have been. Ii's a 
gloriously slick lighllest where you 
can actuaJly control your character 
wilh an amazing degree of lei hal 
accuracy. The only downer is how 
long you can bash your males before 
it gels a bil boring. * * * * * 

BURNING RUBBER 
Ocean £25.98 

AP3079%SC 
A curiously dillerent drMlg game, 
ooncentratIng more on 8 near­
realistic rallying notion than oub1ght 
,hlgh-oclane drtvtng thrtl\s, and tumlng 
out all the better for H. Irs technically 
8 bit shabby, to be honest, but Irs 
surpOslngly good fun. **** 
CAESAR DELUXE 
Im~£29.98 
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AP3068%RP 
81m ~ue strategy wargame 
type 01 affair, wtth more to do than 
the original (thafs both the ortglnal 
Ga8S/ll and the original, 81m CIIy), but 
no partlcularty interesting ways to do 
any at H. Not bed, but H doesn1 
transcend Hs setting for non-Roman 
Empire fans, *** 
CAITLU2 
InIefpIay £3U9 

AP2944%CW 
Ifs every boy's dream to grow up and 
be the ruler at 8 small European 
province ~ the years at 1337 
and 1453. At least thafs the messed-
up head-tIl> the programmers of this 
must have been on when they 
launched CssII6s 2 on the 
unsuspecUng ,",88588. Grainy 
monochrome movie fooIage falls 
entirely to take your mind on the slow 
pace and shocIdngly poor battle 
sequences of this listless strategy! 
battleloonquest game. 

** 
CHA'MPIONSHIP 
MANAGER '93 
Domark £25,99 
AP27 80% TN 
Excellent footy management sim, 
and a big improvement on its 
prequel, wilh (iI's claimed) 37 
additional fealures. Astonishing 
atlenlion 10 delail makes it ideal for 
the more cerebral strategists among 
you, but there's slill no on-screen 
foolball aclion - if you wanllo see 
your iads giving it 101%1 out there em 
Ihe pilch, go for Graham Taylor's 
instead. *** 

THI CHAOI INGINI 
RenIgIIde £25. 

AP22880/0 SCTop tOO No.14 
The BItmaps ret!Jm wtth an abeoIute 
COIker at a ahoot-'enHJp. A croee 
~ Gauntl« and $peedbftI12, 
lilts Iooka, feels and playa like a 
dream, wtth bund!es at Idrno6p/lenI 
and gcxgeoua graphlca too. Moet 
Importantly, 11'1 great fun to play, and 
the twc>-pIayer modi II Iven monI 
brll. UnmIaaabIe. 

***** 
CHUCK ROCK 2 -
SON OF CHUCK 
Core £25,99 

AP24 83% CW Top 100 NO.66 
Chuck's son Junior battles against 
some of the biggest, cutest monsters 
of all time to get his pot-bellied dad 
back_ Formula platform material is 
spiced up with funny and playable 
sub-games and high-class cartoon 
characters. 

**** 
COHORT 2 
Impressions £29.99 

AP2652%CW 
Roman battle sim that works either 
as add-on for Caesar. or as a stand-
alone slralegy wargame. By 
Ihemselves, the baHles lend 10 be 
confusing rather Ihan enthralling, 
while the fact that you can win 
w(lhout giving a single order is a little, 
er, suspicious from the tactical 
involvement point of view. 

** 
COMBAT AIR PATROL 
Psygnosis £29,99 
AP23 88% CW Top 100 NO.59 
SpiHing fllghl sim wilh the emphasis 
heavily on the aU-action shooting 
aspecl. Really good fun, and Ihe 
most enjoyable flight sim since 
Knights 01 The Sky. 

***** 
CREATURES 
Thalamus £25,99 

AP24 20% SC 
A cUlesy, platlormer Iype of affair 
where the only real entertainment 
comes from the single-screen torture 
scenes. Pixel-perlect jumps prove 
tiresome, and come to think of it, so 
do mosl of Ihe olher fealures. Nol al 
ali a fun experience. * 
CRYSTAL KINGDOM 
DIZZY 
Code Masters £19,99 
AP23 25% SC 

Issue 23 was a bit of a nightmare for 
over-priced software, and this was 
possibly Ihe worsl oHender of all. 
Even Ihe Dizzy fans 'n Ihe office 
(well, Stuart) Ihoughllhis was Ihe 
worst·designed and most annoying to 
play Dizzy game 10 dale, so making il 
cost three limes as much as the rest 
has 10 be a bn of a mislake. * 
DARKSEED 
Cyberdreams £34.95 

AP22 88% CW Top 100 NO.61 
!3iger-designed graphic advenlure 
that oozes class and sophistication 
and creates a world all its own. A 
truly original game with masses of 
atmosphere and sick and slick action. 
Nol for Ihe faint of slomach. 

***** 
NAY 
US Gold £29.98 

AP2954%n 
The largest ever see-borne invasion 
at history Is boiled down Into 8 sertes 
at vaguety amusing but Pf8tIy 
poIntIesa sub-games_ Land your 
paratroopers on targeI, bomb brtdgee 
In 8 3D polygon flight 81m secIIon, 
attack farmhouses In an Isometrtc 
oombat secIIon. And so on, 

** 
DOur ITWIKI 
Electronle Alta £29 .• 

AP2592%TT 
One 01 the belli gameo on the $NES 
and Mega DrIve lUll got I whole lot 
belief. Naturally enough, the AmIgB 
v8lSlon of this Isometrtc heIIoopter 
gunship daasIc haa got better 
graphics. better 9pIoeIon8 and 
ganereIIy all the stuff you need 10 
tum your puny oonaokl-ownlng 
frIend8 LammJIIQHaIr~ wtth 
errvy. The gameplay's a bH simple, 
but there'a plenty of mIssIona and 8 
brmIant Gutf-War-feel all round (1f 
thafs your cup (If lea). 

***** 
DlGGIRS 
Millennium £29-98 

AP308O%CW 
Near-lntere8llng strategy arcade 

effort (the first ever AP CD32 review, 
IrMa fans), but almost entirely 
scuppered by 8 thoroughly hon1ble 
control system. Irs maaslve, but 
you're not going to be able to suffer 
the controls long enough to see 
much of 8 percentage of It. *** 
DlQQUI A1200 
IIIll1nnlum 234.111 

DlINIABLI: HIROII 
GrImIIn £25 .• 

AP3177% CW 
The ~ reIIIm of the 
hoItzontaIty aaoDlg shooI-'em-up? 
Wei, lady not, for although ~ 
Heroes fealuree acme 01 the most 
apIenddIy aweeome graphIca eYe( 

seen, the chanoee are thai most 
people are never going to see SIIY at 
thevtdloo ~ ~ and 
Ie8th thallltler the IeYeIa. wtr{I Wei 
Ire all &qlIdIy cIIIIcUt, even on the 
euieet IMI, ao you'd have 10 be 
acme aort <II gameapiayhg mesaIaIt 
to p!8Iw this aver R-l)pe 2. 

*** 
DOGFIGHT 
IIIcroProM 234.98 

AP308O%CW 
A night aim without all the alrrHng, 
this Is 8 straight shoot-out In the sky, 
made all the more Interesting by 
being able to take on enemies from 
pretty much any point In Hme, wtth 
any plane d your choice. Ifs a bH 
slight for the price, maybe, but a 
whole lot of fun aI the same. **** 
DONK 
Supr.llion t2t.98 

AP31 76%SM 
Okay, so II's another pIalIonn game, 
but that'l the bed IIOWS aver wtth. 
DMltIaalurea not one, bill quIIe 
lIteraly a <lJo 01 SanuaI ~ who 
aptn and run their ¥m'/ through 
massive levels lor whatever raaaon 
pIatIorm cIIatacI8I8 do all that 
running and JumpIng about. All 
proIecIIon, he can don an egg aheI, 
to get Lnder low bits he can tum Inlo 
8 plait old rubber cb;k, and H you 
haven't got B f!tend, you can SIll play 
H 88 a ~ 0II81)Iayer 
pIaIformer, And there are loads at 
ClaP bllIkeIaIsd jokea IS weA. 

*** 
DRAGON'S LAIR 3: THE 
CURSE OF MORDREAD 
Ready Soft £34,99 C .... ___ _ 

AP22 24% n 
The Ihird ,nslalmenl ,n Ihe Dragon's 
Lair series has the usual mix of 
wonderlul animation and design with 
doses of cartoon humour, but sadly 
no game play worth mentioning. 
OHers no lasling enjoymenl * 
DUNE 2 
Virgin £30,99 -_.-.... 

AP28 91% CW 
Not really ·'more of the same~ , more a 
case of "more of someth ing else" -
the first Dune was a stonking desert 
planet strategy adventure. and this is 
a sort of Sim-Cily-meels-Batrie-isle 
wargame affair. And very hot it is too, 
with real-time combat action and a 
nice line in synthesised speech as 
you send your lroops olf 10 fight m 
the scorching spice-wastes. You 
build, you lighl, you harvest. you 
explore and, er, you f'ghl agam. Bul 
Ihen again, that's whal galacl,c 
domination is all about. 

***** 
ENTITY 
Lorlciel £25,99 
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AP25 74% SC 
The prehisloric plalforming 
adventures of an, er, generously 
proportioned young lady who gets 
her kicks by punching out dinosaurs 
and 01 her mythical beasls. Good 
Sialic graphics. slighlly dodgy 
animation. and a bit of fun while it 
lasls (which may not be 100 long). 
And phwoar, eh lads? 

*** 
FIREHAWK 
Code Masters £19,99 

AP28 45% TN 
Overhead-view hel(copter-vs­
druglords blasl- 'em-up Jazzed up wilh 

a weird skeet-shooting sub-game. 
The every-which-way scrolling action 
can get pretty franl lc at times, but 
Ihai's mainly because Ihe dodgy 
conlrol system makes it almos: 
impossible to tell wh ich way ycur 
chopper's poinl ing. Okay bul no 
Desert Sfrike. * * 
FLASHBACK 
US Gold m .. 

AP2592%CW 
Another AnoIhtJr World, only this lime 
the graphIca ara evan better and 
thenl'a a good deal more to the 
gamepiay. The axIr8or<hry If11lBrllO 
anlmallons have to be aaen to be 
believed, and the hon1flo arcade 
adventure playabHHy keepI yw 
coming back lor more. ifa Idnd at 
pricey, and acme 88CIIona are too 
frustrating, but FlBshbacJ(s alii B 
major mlieslone In Amlga gaming. 
Oohyee. 

***** 
FOOTBALL TACTICIAN 
Talldng Binia £22-95 

AP2961%SC 
Very much a bog-standard football 
management game, with few reasons 
to buy this one rather than one 01 the 
numerous other ones. You do get 
versions for most nationalities at the 
globe, and can play Scotland, 
England or even Italy, So thafs 
alright then_ 

*** 
GEAR WORKS 
HoIlyware £19.98 

AP30 60% SM 
AwUlookIng, but sneakily Intriguing, 
puzzle game based on connecting up 
gears In what looks like the Insides of 
8 clock. Ifs not an Instant hit, but 
persevere through the ftrst lew levels 
and you'll ftnd a pretty absorbing littte 
puzzler 8t 8 halfway-reasonable 
pr1ce. Nothing very excitlng, 
admittedly, but good stuff for (nghl) 
fans of pUZZle games, 

*** 
GLOBAL CONFLICT 
Quantum Software £t2.99 
(startup kit) 

AP28 53% CW 
Modern-day play-by-ma,1 world 
dom,na"on game. To play, you gel a 
map, a stralegic update screefl, and 
some reasonably effective sound 
elfeels 10 convey Ihe combal 
sequences. But can the vagaries of 
the British postal system compete 



withlhe up-to·lhe-minute tactical 
Ihnlls 01 modem link-ups? Our 
reviewer thought not. * * 
GLOBAL GLADIATORS 
Virgin £30.99 

Al lasl - a cule plallorrn shool-a­
rama with a difference you 'l l enjoy. 
Excellenl graphics. slick game play. 
lovely big levels. endeanng 
characters - you name it. you "gollC 
(as I believe Ihese modern lasl-Iood 
outlelS are saying nowadays). 
There's a few 100 many jumpmg-into­
emply-space-and-hoping silualions 
for entirely comfortable gameplay 
bul. medical experts agree. it's still 
the ideal antidote to 'planorm faligue·. 

**** 
GOAL! 
Virgin £30.99 

AP2682% IT 
Kick Off 3 in all bul court inJunclion -
Dina Dim once again dares to go up 
againsl lhe Icolbaliing mighl 01 
Sensible Soccer. and. the truth be 
laid. comes olf a lot better Ih is lime. 
Loads 01 opllons otter practically 
everything you could ask for in an 
arcade soccer game. with the 
poSSible exception of Sensi's super· 
intuit ive control system. But. hey. 
maybe that's whal you Kick Off lans 
preler (and deseoJe). ** ** 

GOBLIINS 2 
Coklel Vision £29.99 
AP2178% CW 
II's more fun 10 watch than most 
car100ns on TV today, and scores 
highly in lhe fun and huw",ur 
departments. The graphiCS and 
sound are wonderlul too, but puzzles 
that are unbelievably contrived and a 
lew annoying gameplay gli tches can 
make th is adventure tiresome at 
limes. Welll'lo~ h a go. **** 

GRAHAM GOOCH WORLD 
CLASS CRICKET 
Audiogenic £29.99 
AP26 80~. TN 
Del1nltely Ihe best Amiga cncket sim 
so lar. Though whether thai makes il 
a worthwhile game all-round still very 
much depends on whether you've gOI 
Ihe pat ience for ordinary cricket -
never a fast-paced IUJl -action SPOr1 , 
even at the best ot times. Loads of 
oplions. a good (if brief) 3D bil and 
crap sound. HO't/s that? 

*** 
GUNSHIP 2000 
MlcroProse £35.99 

AP2885%CW 
Apaches. Blackhawks. Super 
Cobras, Delenders. Kiowa Warriors -
if high-powered helicopter combal 
sims are your game Ihen Gunship 
20oo's probably your. er, name. 
Compared 10 the hugely popular 
original. this is very fast (even on a 

standard Amiga) with plenty of 
customisation optIons SO you can 
lallor Ihe lank-busling and chopper­
downing enler1 ainment 10 your own 
abilily. And even the exlenslve pre­
mission disk-swapping doesn't seem 
so bad. One of Ihe lop sims around. 

***** 
HIRIDelUNa 
PaygnoeII £21.88 

AP3088%SM 
After a waif so long fIlat n waan1 
even funny any mora, DMA DesIgn's 
toor-j)layer Dung90fI Master clone Is 
hn, and Irs a winner. Hired Guns Is 
big, Irs hard, III1d you'll have to be 
pretty damn deYer to make much 01 
an IIJ1l8CI on Its garganfIJan worfd. 
There's eomechIng here tor everyone 
- a damn good game. ***** 
HISTORY LINE 
Blue Byte £34.95 
AP22 87'. RL Top 100 No.20 
Wargames don't come much better 
Ihan Ihis. A World War 1 st ralegy 
game Ihal succeeds by having a 
wondertully easy con trol syslem. 
graphics galore and lighl gameplay 
which keeps you we ll Involved In Ihe 
action. An example of whal a good 
wargame can do. 

***. 

HUMANS - JURASSIC 
LEVELS 
Mirage £19.99 data disks, £29.99 
stand·alone 

AP2663%CW 
Anolher 80 levels for Ihe game Ihat's 
Irying so hard 10 be Lemmings Ihat il 
hurts your fillings. Puzzles lend to be 
Irustrating ralher than fun - il you 
liked Humans. you'lIlove Ihis. 
Olhen'lise. avoid. ** 
INDIANA JONII AND TH. 
FATI OF ATLANTII 
LucaAllllIId us Gold £3UII 

AP21 9O'lf. GP Top 100 No.57 
Graphic 8INentIn In Iho """'" "'*' 
as Monk8y /Bland, wtIh depCh and 
IIory IIJrpuaIng even the IIIms 01 
f1mea. BtfIllant In tMIIY I88P8d 
except one -the IWTII)I.I1t 01 !Iak 
swapping rendellllhe game IImo8I 
unplayable, but Ira aImoal worth 
buying a hard <hk Just lor 1t1la. 

***** 
INTERNATIONAL RUGBY 
CHALLENGE 
Oomark £25.99 

YOUR ESSENTIAL GAME GUIDE 

AP262% SC 
Internationally Rugbily Challenged. 
more like. * 
IIHAR 1200 
DID£2UII 

AP2984%DG 
You wan! good ~. you'W 
gOt 111 AI200, 1hIn ..... good 
10 a-1hII yuur • • 1hII .... III 
blll.- lhanyw ~ ~ 
aIIIiough III AI 2IJIIa" piIIII!e 
addI lO file pic:tIne, 11'1" file I8I1II 

~.fllell1t1Bl: 

ISHAR 2 
SlImsrlls £29.99 

AP28 79% JD 
Despile all your efforts in Ihe first 
inslalmenl. doom's sHIl slalk ing the 
land of Ishar - which is alilhe excuse 
you need 10 assemble a hearty band 
of adventurers and sel oN on a 
bizarre 3D l'Ialking-inlo-lhe-screen 
mission 10 collecllhe parts of a 
magical poem. Or somelhing. II all 
adds up to a Ihoroughly prolessional 
RPG that'll please Ishar and other 
fanlasy fans immensely. Fab 
graphics 100. * * * 
KRUSTY'S SUPER FUN 
HOUSE 
Acc falm £25.99 

AP2274% SC 
Bright and colourtul. this is a failhful 
conversion lrom the SNES. Plattorrn 
fun with some brain-tickling puzzles, 
it's only lei down by Ihe slighlly 
repelilive gameplay. Also the 
passwords for accessing levels are 
pllched 100 far apart. making il 
dillicull to dip into. A very good . but 
sadly flawed. platform puzzler. 

*** 
LEGENDS OF VALOUR 
US Gold £39.99 

AP23 88% MR Top 100 No.24 
Amazing-looking texture-mapped 
RPG. an absolule dream 10 play. bul 
al an absolule nighlmare of a pnce. 
Slill , with Ihis kind of thing you 
usually always gel a 101 of playing 
lime lor your money. so Ihat's sort 01 
alrighl. we suppose. 

**** 
LEMMINGS DOUBLE PACK 
Paygnoala £29.99 
AP21 80% TN 
If you've never heard ollhis Ihen 
where have you been all decade? 
The unavoidable all-lime classic 

game of rodenl rescue packaged 
logelher wilh Oil No! More 
Lemmings, which IS pretty much 
more of lhe same. Surely as many 
levels as you're ever going to want. 
but. given the age of Ihese games. 
the high price is a shame. 

**** 

UMMINGS 2 - THI 
lRf EI 
~£2U8 

APVt 92% SC Top 100 No.8 
Super lemmings, )et-pack lemmings 
and hunchda 01 Uny Mclerrminga, 
wtIeI rTlOI8 does a aequeI to ooe 01 
file most popular games of IIlI lime 
need? WIth 62 cllf8All1l1emrringa. 
_ game options and an actual 

8toIy1Ine, l..Bmmk1gs the Second risee 
aDove an already PI8IIY damn 
apIf!!ng~ 

***** 
LETHAL XCESS 
Eclipse £TBA 

AP25 70% CWISC 
Isn't It about time we had another 
ve~ical ly-sc ro ll ing shool-'em-up? 
Whal do you mean. "No"? Lethal 
Xcess is genuinely professional 
carnage along simi lar lines 10 SWIV, 
with some nice new ideas of its own. 
Where it lalls down is Ihe ridiculous 
level of difficulty which will sorely lesl 
all but Ihe most fanatical autofire 
fans. And it's just nol as good as 
SWIV. eilher. 

** 
LlONHEART 
T'halion £25.99 

AP22 88% MR Top 100 No.74 
The Amiga is pushed 10 its limlls with 
Ihe mosl amazing graphics and 
parallax scrolling yet seen. The 
game's nol bad either. being a 
platform slasher. and it's probably the 
best of ilS genre on Ihe ArJ1/ga. 
Large. dynamic and greallo look al. 
it \'';11 keep you busy for some time. 

***** 
THE LOST VIKINGS 
Interplay £29.99 

AP27 67% IT 
Original. Cute. Addiclive. Funny. 
Infurialing. Enjoyable. And 'brilliant' 
These are just some of the adjectives 
which Tim 'Mr Vocabulary' Tucker 
used in his review of The Lost 
Vikings. And with good reason - wilh 
37 levels of 3-charaCler action. Ihis is 
(al lasl) a platform-puzzler Ihal really 
does somelhing new for Ihe genre. 
The conl rols are a bit odd. and Ihe 
backgrounds could have been 
prettier. bur generally this is a real 
platforming'must-have' 
**.*. 

IIICRO MACHINEI 
Code ........ £2U8 

AP3088%SC 
FlnaJy anMng from Ihoae peaky 
oonsoIes, this Is cer1aInly fila most 
or1gnaI, and Juat as cer1aInly the 
best, overt1ead-vfew radng game the 
Amga's IMIr aeen. A wide var1eIy 01 
settings and vehIcIe8 with very real 
hancIIng dNleren0e8 means the 
chance6 of you __ getting bored of 

MIcro M8chInes are about file aame 
as of SonIc 1h6 Hedgshog gelling 
00I1V8rt8d 10 Iho Spectrum. 

***** 
MORPH 
Millennium £25.99 

AP27 86% IT 
Previously lilled Metamorphosis. this 
is a zany plalforrn-puzzler - with a 
twist. And a turn, and an impromptu 
lesson in thermodynamics thrown in 
for good measure. You're a collection 
of molecules Ihal can change Slate 
(into a sol id. gas. liquid. or whalever) 
in order to solve puzzles and then 
change slate again - and so on. 
Well-designed puzzles and cule 
graphics make il hugely addictive -
and Ihat's whal it's all about. Oi. 

•••• 
MOTORHEAD 
Virgin £15.99 

AP2171 % CW 
Loads of hack ing and slashing as 
you rock . roll and belch your way 
around the music biz. It's a 
Ihorizontally scrolling beal-'em-up. 
and it's not particularly original. but il 
has a nice dose of humour and it's a 
good price. Professional and fun. it's 
worth a look. 

*** 
NAPOLIONICI 
On-LIne £34.88 

AP3022%DG 

THE BOTTOM LINE 

Unutterably awtut wargame for 
dreary anaIly,reI8ntIve psyc/1opatha 
wtfI1 dysIundIonaJ peruonaIItIes. 

* 
NICK FALDO'S GOl.F 
Grandslam £34.99 
AP22 88% IT Top tOO NO.33 
Fasl. pretty and enormously 
salisfying to play. this is still the best 
golf game for your Amiga. wilh only 
PGA Tour Golf coming anywhere 
near i1. There's a very accurate golf 
feel 10 Ihe game which will please 
fans of Ihe reallh ing bul nol deter 
01 hers. and Nick himself is on hand 
10 give you handy advice if you need 
it . If you don'l yel have a golf game. 
get Ihis - you' lIlove it. 
* •••• 

AP2934% RL 
~ the Department 01 the Environment 
weill to form a select commntee to 
lay down a national standaId 'or 
plallorm games, and govamment­
approved progratnmel1l were then 
employed to program It, then the end 
reeun would be NIcky 2. Ws got most 
1hInga - hidden bonus .Ievels, tlyfng 
shool-'em-up 1lIts, JOOlPing on the 
t-ss 01 bad guys. On the other 
hand, n only lacks a .ew 1aoeIB, like 
excllement, surprises, pace, 
playablty - that sort of thing. 

* 
NIGEL MANSELL'S 
WORLD CHAMPIONSHIP 
(ENHANCED 1200 
VERSION I 
Gre",lIn £25.99 
AP25 5 SC 
Not really very enhanoed al all Silli 
quick to get inlo though. 

* 
NIPPON SAFES 
OMI £29.99 

AP26 85% IT 
Imagine Monkey Island. programmed 
by lIalians. set in modern-day Japan. 
and with a unique a-way multi-
character 'parallaction' system. And 
without any monkeys or islandS in il. 
Now you're getting close to how 
much fun Ihis lasly cartoon-style 
graphic adventure offers - great plot. 
reasonably Iricky puzzles. and quite 
a few laughs 100. The high price and 
5-way disk-swapping are Ihe only 
real problems with it. 

** ••• 
NODDY'S PLAYTIME 
Jumping Bean Company £24.99 
AP21 75% RL 
A children's game which parents will 
also enjoy. it's easy 10 play and gives 
lois of learning oppo~unilies. Heavy 
disk swapping makes il hard for kids 
to play on their own, but it is 
professionally done. highly enjoyable 
and should succeed in appealing 10 
Ihe younge r children it's aimed al. 

*** 

OSCAR 
FWr£2U8 
ml e6'X.CNi 
vee ancU1er game fhaI'. hypng ...,., 
as TIE game 01 the year, whIdl 
_ thilli'. gOt nuh IUr1heI IO 
tal wilen you knoctc ft ollila perdt. 
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ONE STEP BEYOND 
Ocean £19.98 

AP2987%CW 
QUAVERS star, Colin 'QUAVERS' 
Curly Is !he only character In Ihls 
plaUonny puzzler type IhIng fealuring 
BIking plaHonns and QUAVERS. 
You may feel that having QUAVERS 
In a game Is a tad needless and 
merely an excuse to advertise 
QUAVERS, and you'd be rtght 
However, QUAVERS aside, It's stlla 
groovy and fun and funky and taxing 
and, and ... lots of oIher Good Things 
sort of puzzle game lhat n-m you 
to IhInk AND react quickly. Oh, and 
did we remember to mention 
QUAVERS? ***** 
OVIRDIIIVI 
T .... 17£25.98 

AP3146%SC 
The game W s bean hyped as !he 
rno4I1er of I overhead ndlg garres 
turned out to be a tad medocnI and 
not reaIy worth the walt. 11W 
lIIcIckJsIre~from TMIl\17 faI9II e __ becauae of !he 

sheer~ol MIcro 
1.IactibJs, which bMIa ft on rw«y 
count. Hande down. 

** 
OVERKILL 
IIlncIacape £19.98 

AP3084%SC 
Fast and sexy A 1200001y DefsndBr 
dertva1lvelor BlIgh1Iy more exciting 
anaIIy-retentlve psychopaths with 
dyalunctlonal personaIlIlea. 

**** 
THE PATRICIAN 
Daze £28.98 
AP2954%JD 
All those 01 you out IIlare who are 
really Into lila HansealIc League 01 

rnerohants who traded acroaa Europe 
In !he 13th and 141h CentuJ1ee are In 
lor a real traaI with Ihls one. Although 
you trade aaoss!he wortd, IIl8ITY lor 
status and money and fight 011 
plretes, all !he action seems to be 
lIxed In Europe, and !he lntr1cately 
animated graphics don't really detracI 
from !he big question - Is !here 
anyone out !here who's going to be 
Interested In Ihls? ** 
PINBALL FANTASIU 
2111 Century EnIIo1IInInInI £28,98 

AP1989% SC Top '00 No.8 
More brIDIant plnballlng action In the 
fo4lovMJp to !he legendary PtnbalI 
C>reem&, buill's 81111le less 
oona/st8m than Its predeceeeor and, 
ecandaIou8Iy, £5 more axpenaIw. 
S1lII, the bee!1Bbfe Is astourd~ 
good, and pIIIdIcaIIy worth the cash 
by Itself. pretty daIlVl lab BlIWId. 
but Ihere'. IIIU enough room fa( 

~ lor IIOmeOnII to wr1te 
!he abeoIu1eIy delfnlllve AmIga 
pInbeIl game. 

**** 
PIRACY 
ICE £29.99 

AP23 34~, IT 
Trading game wilh crap beal··em·up 
secl ions and pseudo·3D maze bils. 
Rudimenlaol graphics. nol a 101 of 
deplh (allhough al leasl Ihere's 
plenly 01 vanely). and generally 
nOlhing you'd really want 10 spend 
any amount of time playing . 

* 
POOL 
Virgin £25.99 

AP19 82% SC Top 100 No.18 
The lollow·up 10 Snooker bull'lilh an 
improved conlrol syslem and game 
engine. II's nol aillhal dilferenl, bul 
poollans are bound 10 love il. II 
probably isn'l worth buying il you 
already have Snooker. bul it you 
don'llhen gellhis Inslead. 

**** 
POPULOUS 2: THE 
CHALLENGE GAMES 
Electronic Arts £14.99 
AP21 49% GP 
Even al £15lhis IS 100 much 10 
spend on whal is basically an exlras 
disk 10 Ihe originat game. 500 new 
worlds and 42 challenge games, bUI 
Ihere's lillie Ihal you couldn'l do 
yoursell wilh Ihe cuslom game 
oplion. For Populous perverts only 

** 

PREMIER MANAGER 
Gremlin £25.99 

RESULTS SERVJ:r::E 

, ..... -.- .... _ ..... 
,,, ... -...... .. , .. __ .,-

=====-=-. ;iii;;iiiiii;;liii~ 
AP2280% TI 
Excellenl lOOlball managemenl game 
from Gremlin that's not too complex 
and is enormously salislylng. Slart as 
Ihe manager of a Conference team 
and work your way up 10 Ihe giddy 
heighls 01 a Premier League club. 
And all wilhoullhe Ihreal 01 a 
nervous breakdown in the process. 

**** 

AP189O% MR Top 100 No.28 
One of the Amlga'a nneat and moat 
u1!Bfty aIlIy moments yet. The ioIdI1g 
can be a bit 01 a pain buI"""'YI"ing 
aile (eepecially the IIOUIld and Uncle 
Tad) Is wooderfuI. System 3 have 
puDed out allIla IIDpe on IhIII one to 
give you morela~ fa( your money 
than any other game 8I'OUI1d. 

***** 
RAGNAROK 
Mirage £34.99 

AP23 74% IT 
Nice version 01 an ancient Norse 
boardgame. slickly presenled and 
engrossing 10 play. bul hampered by 
cne 01 the most ludicrous price tags 
we've seen In months. 35 quid for 
Viking chess? We Ihink nol. 

*** 
RAMPART 
Domark £25.99 
AP21 66% SC 
Greal fun in Ihe l\'Io·player rmde. bul 
spoiled by sluggish conlrols. II's 
overpriced for a conversIon that isn't 
as good as either the original or other 
format versions. * * 
REACH FOR THE SKIES 
Virgin £30.99 

AP27 80% DG 
Shockingly expensive bul surprisingly 
accessible WW2 flighl Slm - wilh Ihe 
added bonus 01 a slralegy seclion 
Ihal's aClually worth playing. Top· 
nOlch high-speed flying sequences. 
with nol too much realism to gel in 
Ihe \'lay 01 having lun. 

*** 
ROBOCOD ENHANCED 
1200 VERSION 
Millennium £24.99 
AP28 84% IT 
Now. depending on who you believe. 

Robocod is ellher "THE platform 
cui 10 beal all platform culies' (Tim 
Tucker) or just "»relly damn duW' 
(SlUart CampbeU). Eilher way. only a 
fOOl would try to de thai 
verst has loads e colours. 
I ;lier backgrounds nd five uS 

vels. By all accounts. Is £25 
well spent ~ you don'l ready va 
!he oreMary Robocod game. bul 
probably no; worth II il you do. Or if 
your name happens 10 be SlUart 
Campbell. say. 

*** 

IE I UIOCC 
'I'fI3,EASON 
~£25"lIMCHIone 
1£3.85 upgra 

m , 94% SC Top 100 No,I 
The ~ was wtad the beet 
AmIga game fMK by you readn, 
and IhIIIIs even better. 11'. more 
reeIlsIIc, !here 818 red and yellow 
C8Ida oow, !he goaI(aepers are 
bailer and !he I8amo' etcIIleveIs have 
bean tweekad, maldng the game 
tolJ!j1er. Just ~ the bee! game In 
the wortd fer lila Amga. 10 K you 
haven1 already got It: 1. Why not? 
and 2. Get ihIs one kIsteed. 

***** 
SIll CITY DELUXE 
~£28.98 

AP2S92'IIo SC Top 100 No." 
The one truo god among god .... 
now repICkBged In Ihls special 'OekDce' _ , which jueI rn88r18 

you get !he ortgInaI game pIua lila 
T enaJn EdIfor and A/!;h1l!lc/UnJ f 
edd-oo cIIl\lI fa( your IhIrty quid. Yes. 
IhIrty qlAd - and Wa our ""*' 
objection. The game'a as marvellous 
as ~ _ was. but tranIdy ovar-prioed 
In Ihls fonnat. 

***** 
.111 LIFE 
IIncIacape £34.98 

AP295O%JD 
Imagine a game that perIectIy 
captures lila excitement, high tension 
and 1aat'j)8Ced drama 01 watdllng 
~ protoplum evolve rNer 
hundreds 0/, millions of Y88J8, and 
you'H have a good Idea of how edge-
oI-lh&-seal tMlling 81m Ufe Is. It 
really can1 decide whelher It'B 
auppoeed tl be a game or an 
educatlonaI1OOI, and only taachee 
you what you already kOOw-1het 
asp a1ttera get eaten. 1I'819!1oue 
and rNeroomp!lcated, and these are 
juat some of Its good points. 

** 

SINK OR SWIM 
Zeppelin Premier £25.99 

AP2668% SC 
The sea-going plallorm·puzzling 
adventures of 'KeVin Codner', in 
't.'hich he rescues 'Dim Passengers' 
Film·relaled puns aside. Ihis is a 
good 60 levels of beller·lhan·average 
culesy anlics. handicapped by very 
unlorgiving conlrols. And allhis price 
poinl . nOI a palch on Lemmings 2. 

** 
SLEEPWALKER 
Ocean £25.99 

AP23 84% SC Top 100 NO.97 
Gorgeous Lemmings-meels-Sonic 
arcade puzzler. made alilhe bener 
by being in aid 01 Comic Reliel. Don'l 
buy il lor Ihal. Ihough - buy il 'cos iI's 
a corking lillie game. Ocean 'S beSI 
for ages. We like il. 

**** 
SLEEPWALKER A1200 
VERSION 
Ocean £25.99 Top '00 No.97 

AP24 84~' IT 
Pretty much exactly lhe same as Ihe 
'1Ormal version'. only ... irn 24 colours 
used in Ihe game ins lead of 18 Oh 
yeah, end "'ere's ~6 colours In Ihe 
opening sequence. pparenliy 
Oooooh~. 

.*** 
IOCCERKID 
KrtMlla £29.10 

AP2988%SC 
A game about a Idd who Ilkea soccer 
could only really be called one Ihlng, 
and quite unsutpl1slngly Ihls Is It 
Annoying music Is lila only Ihklg lhat 
spoils IhI8 graphically gorgeous 
plaUorm romping laJe 01 8 boy'B 
aI1ernp1 to rebuild lila Wol1d Cup. 
The UnkB between Ihls and AtBbIBII 
Nights are lalrIy obvious, but by 
reducing lila Inertia on Ihe main 
character and gMl)g him 8 football 
(with loads 01 special shots) those 
KIIaaJ8 boys have Improved on their 
previous Far Eastern IrOIle. 

***** 
SPACE CRUSADE: THE 
VOYAGE BEYOND 
Gremlin £24.99 (stand alone) or 
£14.99 (data diSk) 
AP23 80% DG Top 100 NO.98 
LoadS more scenarios lor Space 
Crusade. very well dcne ",ilhOUI 
offering anylhing signiflcanlly new. 
II's a dala disk. basically. 

**** 

IPACIHULK 
EAt24.98 

AP3176%TI 
An IImOIp/IeIIc conYlll8lon 01 !he 
popular Gamet WOIIcIhop boerd 
game ihal pita a load 01 hea'IIy 
armed and annoured apace rnat1nea 
(you) against 8 fW8I'II'IIng mass of 
evil 'GenasteaIe~ IIIIene (lila 
COfT'4lUI8r) aboard dacaylng apace 
ships. II's a IOrt 0I 1IrIIegy combat 
III"'l', where you plan your assault 
on an 0'I8I!leed map view, and then 
aeep 8roUId !he oonldors In B ftrat­
per.IOI1 DI.#>gIKIn Masfer'ltew. II's 
derivative 01 haJf+Oozen games. but 

I fun and playable. 

*** 
STREET FIGHTER 2 
US Gold £27.99 

AP22 74% SC 
The coin-op conversion that 
everyone was l,',lailing for, SF2 is the 
second-best beat-'em-up - after 
Body Blows. The conlrol melhod 
works. Ihe graphics are lalrly lailhful 
to the arcade version (l,\Iith a few less 
colours of course) , and there's 
enough speed to give you a gcod 
game. A briUianltwa-pJayer game, a 
lillie less fun lor one. 

**** 
SUPER CAULDRON 
Titus £25.99 

AP27 26% SC 
A major let-down after the earlier 
Cauldron games, and, indeed. some 
genUinely good sluif Irom Ihe Tilus 
crew. What's wrong with II? Well, 
prelly much everylhing. in lacl. You'd 
have more fun playing with a real 
cauldron. 01 soup. 

* 
SUPERFROG 
Team 17 £26.99 

AP26 78% CW 
First of a 'new generation' of heavily 
console-Influenced Amiga games, 
this is a super-smooth, super-fast, 
super·cule plalformer wllh no need al 
all 10 men lion Sonic The Hedgehog 
(I menlloned il once. bulllhink I gal 
away wilh II). There's no denying ils 
Ihorcughly slick and prolessional 
presenlalion. bul. lor alilhal. 
Superfrcg jusl seems 10 lack a 
certain something in terms of -charm. 
Come on, Team' 7, we just knew 
Ihal you can do beller 

*** 



IUPIR IPORTI 
CHALLINGI 
c..£2U8 

AP2939%DG 
A sports game thai doesn't requtre 
you to waggle your joyatIck to death. 
We repeat, there's no waggling In 
INa game. The JoyatIc:I<B Of The 
Wortd breath a ~ 01 relief, and a 
hundred thoUBBnd arootIy Inrundo 
joKae are laid to real, but the game's 
IlV1OV8t1ve (they ctUn 'revolutionary') 
-W-ba8ed control ayatem lalla to 
IrleCIlKe Into tan dull track and field 
events that are only really Intereetlng 
tor the flrst lew goes. 

* 
IYNDICATI 
ElIctronIc AItII £34.111 

AP28 91% (93% on A12OO) TT 
Four super paIa have an axd1Ing 
time ~Ing In the cities 01 the 
lulure, a golden land 01 oppor1IJ'lfty 
and 1dYanture. 011, and I guess I 
IhoukI aJao mention the cybo!ga, the 
a1me syndIcatee, the horIlIytng 
aeIectIonof~ft_ 
and the aJmoet arr.m- opportunItIaa 
tor r1dbJIoIJ8Iy eadIatIc 'I1oIence. Y..." 
BU/IrQg have hit the 11*11 again wtIh 
an eXlraordln8J11y abaortJIng 
strategy/god alm'ahoot-'~, 
Ilorro>omg heavily from every1IW1g 
from Blade RlW1eI' (the ftlm) 10 30 
Ant A/IaQIr (on the Spednm). And 
doee ~ wor1c as a ooherenI whole? 
You betdla. 

***** 
TEARAWAY THOMAS 
Global Sol1ware £25.99 
AP22 79% n Top 100 NO.92 
A console·bealer in lull glory. Ihis is 
aboullhe laslesl you'lI see your 
Amiga go - and boy is illasl. Good 
lun 100, il in a ralher simple plallormy 
way. Take Thomas learing through 
Ihe levels 10 collect gems and jump 
00 bad guys' heads - you know Ihe 
score. A bit more deplh would have 
made il an Amiga classic, but as it is 
it's a good romp and lois ollun . 

**** 
THUTRE OF DEATH 
Payg.-la E2UII 

AP3161% OO 
There'81Ot'1181hklg \MIllO ~ 
wrong wtIh !hie oontroHquadHI-
1tIIHoIderHround-end ~ 
otherijltil game. Maybe Ifl the 
aw1rNard feometr1c graphIc8 thai 
make .1oClk 88 K aI the roacIa go 
upNI, maybe 11'1 the annoyr,g 
control ayatem thai nYIlMMI 
IWIIchIng beIwgen map ICIMflI and 
battle .,.. fMIIY lew aeoonde. or 
maybe 11'1 the amatauiah glrIfIre 
effecj that'l Ittle more than a line 
drawn ber-.the IOIdIer and the 
target There'a plenty 01 heevy 
waaporoy and gore 1pIead_ 
toada 01 tlftarent pIayklg areu, but 
II's no Cannon Fodder, Ie ~ *** 

TINY SKWEEKS 
Lorlciel £25.99 

' . ... . . 
. '. c r~ : ':::'. 

••••. • oJ I~ = . ' .·+: 
• • •• " t ,.-. "1 

AP19 68% RL 
Previously previewed as The 
Brainies, this is a sweellinJe puzzler 
which'lI gel your mind luming 
somersaulls, bul won 'l really gel you 
excited enough 10 want 10 plough 
Ihrough all to I levels. One olthe 
bel1er games in Ihe genre. Ihough. 

**** 
TOM LANDRY STRATEGY 
FOOTBALL 
Merit £44.99 

AP2677% n 
Excellent American FOOlball stralegy 
game, second only 10 Ihe combined 
slralegy/aclion angle of Ihe mighly 
John Madden (01 course). Alilhe 
facls, figures and Slals you could 
ever need are here, piUS some pretty 
funky animal ions of players following 
your plays. and uninhibiled advice 
Irom Mr Landry himsell. Shame 
there's no league lable, bul 
otherwise excellent end-zone 
entertainment for all you gridiron fans 
out there. 

**** 
TRANSARCTICA 
Slimarlis £29.99 

AP2364%CW 
Siralegy affair wilh a greal plot , bul 
.. , down by a lack of gameplay deplh 
and some serious slowness. A bit of 
a disappoinlment. Brr chuff. 

** 
TRANSARCTICA 
ENHANCED 1200 
VERSION 
Slimariis £29.99 

TROLLS 
Flair £25.99 

YOUR ESSENTIAL GAME GUIDE 

AP2183%CW 
II brighl. cule and cheertul plalform­
Iype games are your Ihing Ihen Ihis 
has 10 be Ihe one for you. Everylhlng 
aboullhis is so fluffy and nice Ihat 
you wanllo hurl. and Ihere really isn'l 
really anything bad 10 say aboul it. 
The only Ihing Ihal bealS il for sheer 
cuteness value is .. , 

**** 
TROLLS (ENHANCED 
1200 VERSION) 
Flair £25.99 

TURRICAN3 
IIenagIde £2U8 

AP31mc:w 
NIh, they're not fooling anyone Yt1th 
INa one. 11'1 TunfcIJn 2 agekl, orrty 
wtIh a funny ~ rope attachment 
thai aJlowa you to IWfng from 
pIatIonna and leap boI1ornIeea 
ravlnee. ~you liked TW7fcan 2, then 
the char.- IIf1I thai you'U lite tille, 
becauae H'lthe same gIlrM. " you 
...." UItB Turrlcan 2 then you'I hale 
thlller all the 88ITI8 reaaona. 

*** 
URIDlUII2 
RMagadI £25.18 

AP3176%SM 
Ndtew IInIybrook's cfuIIIc game of 
eIIoo4fng the hell out 01 monster 
apaceehlpe juII got thal lttIe bit 
beller, and that's about aI really. The 
dllferenoae ~ INa new veraIon 
and the OIfgInai era mlnlacule, wtIh a 
erraJI amomt 01 vertical acroIIIng, 
and an llkotxld IIcker leeI, and 
aIIhou!jl thn'1 a new 8Ib-game 
once you're Inaide the ahlp, 11'1 lalIIy 
Ureeorne and dUI and not really 
worth the eIIort. Not 10 rooch a 
Hquel aa V8IIIon 1 point 2. 

**** 
VEKTOR STORM 
Inova Games £29.99 
AP2360% TT 
Scrully-Iooking version of beauliful 
arcade game TempesI, prone 10 
speed-up and slow-down and sticky 
conlrol. Tempeslwasgorgeous. bUI 
Ihis is mediocre. and 30 quid 10 boot. 

What a shame. 

** 
WALKER 
Psygnosls £29.99 

AP24 85% CW Top 100 NO.58 
Sirut around in a huge melallic blue 
chicken and kill praclically everylhing 
Ihal moves in Ihis needlessly 
graluitously violenl game. Mowing 
down masses 01 attacking troops 
lrom Ihe comfort of your bedroom 
never seemed like such a great idea 
in Ihis graphically wondertul (bul 
somewhal repelitive) blasler. 

**** 
WAR IN THE GULF 
Empire £29.99 

AP2885%CW 
Yup. iI's Ihose lank·driving learaways 
from Team Yankee and Pacific 
Islands again. Ihis lime laking Iheir 
very own brand of armour-plaled 
jus lice to a future war in the 
lucralively Oil-producing Persian Gulf. 
There's a marvellous overhead-map­
view stralegy aspecl. a 3D looking­
ouHhe-lurret shoo t- 'em-up view, and 
simply loads of high-powered lank 
wartare lealures 10 keep you 
Ihoroughly enlertained - l'Iell alleasl 
unlillhey gel around 10 lelevising Ihe 
nexl episode ollhe reallhiog. 

**** 
WAXWORKS 
Accolade £34,99 

AP22 70% JD 
A horror game Ihal fails 10 really 
Irighlen bul does oller some good 
entertainment with macabre twists. 
There're maybe a biltoo many 
mazes for its own good, but there are 
also some puzzles and some fighling 
to be done. Well worlh a look for 
horror tans. 

*** 
WEEN 
eoklel Vision £29.99 
APIg 81 % LE 
A bit on the overpriced side, and a bit 
lilchy. bul a nilly lillie puzzle-based 
advenlure Ihing alilhe same. A 
brilliant conlrol inlerlace 100. bullhe 
game needs a linle more 10 ilia 
qualify lor classic slalus. 

**** 
WHALE'S VOYAGE 
Flair £29.99 
AP2759% CW 
Hugely sophislicated RPG/ 
adventure, sometimes similar to the 

Eye 01 The Beholder/Dungeon 
Masrer school. bul sel in a spacey 
sci-fi scenario (Ihe 'Whale' of Ihe lille 
is a spaceship. by Ihe way). Nicely 
pullogether (despite being 
fruslratingly hard 10 gel slarted wilh). 
but somehow lacking in sparkle. 

** 
WING COMMANDER 
Mlndscape £34.99 

AP21 55% MR 
Everything Ihal was on Ihe original 
PC version is replicaled here. which 
means Ihal the slandard Amiga is so 
bogged down with dala Ihal il runs 
hopelessly slow. far 100 slow 10 make 
il playable. On the A I 200 Ihough. Ihe 
3D sequences run lasl and smoolh. 
making Ihis Ihe benchmark game for 
lulure A I 200 shoot- 'em-ups 
**** (forlhe ... A1200) 

WlZ 'N' LIZ 
Pay",-,,£2UII 

AP31 SC78% 
DeIlerIIIeIy aimed at the, 8l1li, youth 
end 01 the marf<eI. W1z 'N'LJz's 
oonfrontaIloo-fnIe gamepIay tendI to 
leave you --.dering where exactly 
the aduaI gameplay Ie. WIth no 
badtIea, and thetvIore no-one to fell 
Of be IdIad by, you play a IIOII:8fW 
racing to fnIe bumlee, Yt1th ttme 
being your only enemy. Free the 
buMlea, ooIIec:t worcIa to form apeOa 
Ind, WIllI, that'l' redy. but a 
~ two-pIayer opIIon and • 
tantaatIcaJIy apeedy pace make " 
quite fun. SiIpIIUIgIy. 

*** 
WIZKID 
0cNn£26.18 

AP15 91% MR Top 100 No.1S 
A relreahing game thai mtxse 
paychedeIc arcade adventure, 
fooIbaII, and bed joKae Yt1th an:ade 
gamea IIaI BI88kDut and Pengo. 
WIth Ita perfecI control aystem 11'1 aa 
rooch fun to play aa " obvfouaIy waa 
to write. The beat game ever 
(beginning wtIh the leiter W atleasl). 
U you don1 buy v.fzirkI, your life 
reallywfll be 8 lot pooreI_ 

***** 
WOODY'S WORLD 
Vision £25.99 
AP2670%JD 
'Tradilional' platformer bearing a 
more-Ihan-passing resemblance 10 
Super Mario Brofhers. Coincidence 
or magic? You decide. Anyway. 

THE BOTTOM LINE 

Ihere's plenty of running. jumping. 
and banging Sluff wilh your head. bul 
nOlhing 10 lifl il above the croVid. 
Unless you happen 10 be really in lO 
running. jumping and baoging Sluff 
wilh your head. Ihal ls. 

*** 
WORLDS OF 'LEGEND 
Mindscape £25.99 

AP26 81 % CW 
Well. Legendwas. er. legendary r an 
RPG Ihai's gol everyone in Ihe AP 
office playing In - and Ihis is more of 
Ihe same. More specifically. ii's 
exaclly Ihe same game engine. only 
Ihis lime wilh a differenl advenlure 10 
play Ihrough - one wilh a dislinclly 
oriental flavour. The game's as 
absorbing as it ever was (which is 
Very absorbing', il you musl know), 
which. ironically enough. means Ihal 
you 're better off buying Ihe original 
Legend (now out on budgel. 
economy fans) unless you've already 
played Ihe firsl one 10 dealh and 
wanl more like il. 

**** 
YOI.lOEI 
Hudlon Soft 22U8 

AP2891% SC 
GorgaouaIy IlII8nIIve platfomter', 
fealurtng tile wfd&.IangIng 
adventur1141 01 the fIPOI1Y!IlOUI Joe 
and hie fI1end Nal Juatlke Hudaon 
Soft'l pmtoua hIgI>quaIJIy output. 
the whofe lhIng'a cIlareder1tIed by an 
astonishing atIenIIon to detaIJ, wtIh 
beauIIuJ~ IeYeIa, axoeIIent 
eII8ct8, loads 01 excaftent WMpons 
(lndtdng a chaInaaw and cI1uckabIe 
Molotov ooddaIIa) plus 8 
~ IwIrjlIayer mode -11'8 
no! perfec:I, but 11'. nice to _ p8OI)Ie 
trying. AItantIon to detail, _1 Thal'1 
the key to a good game. Yee. 

***** 
ZOOL ENHANCED A1200 
VERSION 
Gremfin £25.99 

AP24 78% TT Top 100 No.7t 
ColOurlul pa raliax scrolling 
bilc\<9rounds makalha 98/11e 
aid Plelfial, bul also cl lIer il U 10 
an nllhallhay hide on-SCreen 
baddieS. 01 so much enhanced as 
larted UP and you ooLJkf wejl lind that 
you prefer Ihe original. Still. some 
opinion in Ihe office DOES hold Ihat 
Ihis Is a big improvement on Ihe 
original. so al least Iry 10 have a look 
al ii il you've gal a 1200. 

**** 
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JUST LOOK AT ALL THE BENEFITS YOU GET WHEN YOU SUBSCRIBEI 

• You save lime • You save .oney • You guaranlee your copy 
• You gel il clellverecl • You .el one of Ihese fantaslic ga.es free! 

YES! Please enter my subscription to AMIGA POWER 
Indicate as appropriate 
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D EUROPE £67.80 0 REST OF THE WORLD £96.85 
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expires 0 0 0 0 
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Address _ ___________________ _ 
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Please tick here if you do not wish to receive direct mail from other companies 0 
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THIS COUPON IS VALID UNTIL 31 DECEMBER 1993 AP/MAG/1293 



WhIIt do you believe In. 
The fact that there must be better thing. far me to be spending 
my time on than the things I actually do ........ my time on. 
Something I'm feeling quit. strongly at the ........... actually. 

What wa. the tlrst thing you uId today? 
"Who'd like a cup of coffee?" 

Who'. your fav urtt hlat I figure? 
Like Martyn Brown, I have a anaeklng regard for Davey Crockett, 
though TE Lawrence has a certain charm too. 

hav you got in r pockets? 
Ball of string, Swiss Army knife, some toffees, a catapult ancl. •• 
what? You don't believe me? Alright - £26.25, plus 20 centimes 
for some Inexplicable reason. 

Doe. ev hlng you t h tum to gold? And does thl. 
lema? c u_ any unexpect 

Only magazines. Hem hem. 

H you could reA up 
ouId It be? 

..... , 
K,lIe. WIthout a doubt. She's the on I, female pop star t ...... is. 

Are video pop .Ic? 
Oh come on. Everyone knows pop music keeled over and diad of 
Its own accord. 

What's your fllvcutt ........ aong1 
'In Your Room' alwap haId a certain 80rt of poignant charm for 
me (but the dancing In Walk LIIle An Egyptlan' was the best). 

...., - that's a bit fIf a atupId ......., ...... 1t1 
No It'. not, it's dIatIncIIve end great. (And II doesn't aound 
anything like 'BIIberry'., 

What's your fllvcutte ...... 1n the ... .,..... (...-t 
from ..... '? 

I can ... why you put .... '..-rt from .... ' 
provl8O In - otherwIM enryone would have 

picked that, end II would've got ..... 1' 
boring. wouldn't It? 

Actually, would you ...... If I 
c ........ a bit ......... _Id that..., 
faVOI8'ita ...... Ien't exactly an 
official planet at a.., but a moon'To 
be sp.clftc, It'. TIa.n," ofthe 

moons 01 Saturn (I think). The ...... 
l'v. gone far ..... Is thai 'a) .... _ .... a. 

a small planet, 80 II aImoat counh on 

Pet hate.: Rude gits. 
Favourite games: Lots of Nintendo stuff (Mario, Zelda 
and so on), but Amlga classics Sensible Soccer and 
Stunt Car Racer are stili hanging in there 
Worst games: Hoo boy, you're asking now, aren't you? 
Sim An t did m y head in. 
Favourite thing about the softw .... IncIudry: The ace 
people and parties. The fact that i get to invent new 
things every year or two. 
Worst thing about the software Industry: The fact that 
loads of people In it have got Porsches (and better" 
and I haven't. 
Thing. I've _mad .Ince I started: Never do yourself 
what you can get a staff w riter t o do for you. 
How I got where I am today: Luck, and one very 
unwise employment decision about five years ago. 
Since I got my toe-hold in the industry, nobody's got 
around to kicking me out ... 

that score; and (b) thai I .... In 1lOIII8 old acIMce fiction book 
that 11'. the place IIIOtIt ftely to be capell •• of .....,una life in 
.. 801ar .ptam (apart from EMIl,. So, If I had to pick 
.............. ct-... a ..... a pIaoe ........ W. poe •• Ie. might be able 
to live would ddnItaIy be A Good ...... 

Who would...., rauln a ....... f1f ....... , 
Iteve IIcQuaen wouldn't have been bad (wilen he w_ aliva). 

How do rau .... tMI AlUM POWER ... ~I.d IIInce 
,...1eft1 
A certain pHowiah ...... It used to exhibit ...... to have 
.... app • ...., but apart from thai It ain't at all bed. 

.... do bIrda .... d.n:. ~ time you .. ....,., 
AM you taking the ..... ' 

.... fOIl..., amIaIIIoI ..... to r •••• ' 011,... 
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