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one of the most compulsive pieces of
computer entertainment you are ever
likely to encounter... sound is

Can you make it through 100 levels of EHEiAr.nEFEr[;?i“"- ONCE PLAYED FOREVER Lo
joystick wrenching action as you attempt i £
to avoid and destroy a screenful of Overall score: 91% R
bouncing rocks?

CU AMIGA: “Furiously oddictive... o
highly entertaining original game that
will have you returning to it time and
time ogoin.”
CU Screenstar: 85%

o
_..nil('

Featuring SNAP's top ten smash hit as the
backing sound track - Ooops Up will have
you hooked the moment you ploy and

won't let go! ———
Sos & bl o il al i @© 1990 Demonware Softwarehaus e ."
mogasins had o say P Gmbh. All rights reserved. B B lnwhrunyafﬂnse gnm,sur urther d
i : ~ please coll or write fo:
T Available now on Amiga - £24.95. e S
TT:‘ umﬂ‘: FI:: " Coming soon for all other computer ; . The Software Business Limited,
TR - h ’ k formats. - Hrmklmdu“m *
NPT much playability
L TR b St e Hontingdon,
. <4 i Combridgeshire,
e PE1T 4BG.
1 . Tel: 0480 496497 Fox: 0480 495605
Access ond Visa un:emed_
"I
f ; J' L //f:"" e Y P
¢ 7 Chusiness



Take a journey fo o mystical land where
Arch Mages bottle for supremacy of
"- mogical new worlds - battle to become
the LORDS OF CHAOS.

Produced by the designers of Laser
Squod, Mythos Games have packed
excitement and strategy into o gome
bursting with features: 1 - 4 players can
bottle against each other or highly
intelligent computer opponents, make
potions, cast p to 45 different spells, s “Megagame”, Amstrad Action “RAVE"
collect treasure ond fight mysticol  Commodore Format “CORKER"
creatures in this multi-level

adventure. Available on: Spectrum, Amstrad, (64
Coss £9.95, Disk £14.95.
(oming soon on ST, Amiga ond PC -
£19.95 - ST, £24.95 Amiga/PC.
N

An outstanding playable shoot-em-up -
Liriax will have you battling your way

through 4 gigantic levels of non-stop

. action. Parallox scrolling, hundreds of

% sprites, superb music ond effects -

i e has large floppy
foystck disintegrating action! ears, lovable face
: 3 and he’s got o talent for flying. Brilliant
0% loystick “Megostar”, arcade action will have you addicted
R . Amiga Kickstart *1 from the start and plenty of extra
or forer detais . > "ted, 90% Amiga Joke - these ore just weapons, 6 levels and o variety of action
/:" some of the occolades Ziriax has + wil keep you hooked.
e received so for
7 “Bomber Bob ploys briliatly - | wouldn'
. Available for Amiga only - £24.95, PSSy ;

be surprised if it oppeared in coin-op form
- its THAT good... graphically top class...
instantly lovable... 3 cheers for original
produci!”
(U SCREENSTAR B8%

Available for Amiga only - £24.95,




EDITOR
Steve James

ART EDITOR
Andrew Beswick

DEPUTY EDITOR
Dan Slingsby

STAFF WRITER
Mark Patterson

ADVERTISING MAMAGER
Tom Glenister

SENIOR SALES EXECUTIVE
Tina Zanell

CLASSIFIED/ PRODUCTION
MANAGER
Remzi Salih

PUBLISHER
Garry Williams

EDITORIAL ADVERTISING
071-251 6222

CL AMIGA Offices -
Prigry Court, 30-32
Farringdon Lane, London
EC1R 3AU
Tel: 071 251 6222
Distribution - BBC Frontline
Limited, Park House, Park
Road, Peterborough PE1 2TR
Tel: 0733 555161
Subscriptions - PO Box 500,
Leicester LES9 DAA
Enguirenies - Tel: 0858 -
410510
Order Line [ answerphone)
0858 - 410888
Back Issues - P.O. Box 500,
Leicester, LES9 OAA.
Tel: 0858 - 410510.

IS3 0265 -721X

[ ABC 2.

Hemher of Audit ﬂumu of Circulation

| WA

"':I"!'F hh =

Psygnosis’ Shadow of the Beast 21l
hard game to crack. Turn to page 108%
the definitive playing guis

Future Detroit iz under threat from striking cops, the highly addictive
Nuke drug, and OCP's attempts to privatise the city. Only RoboCop can
save the day. Tumn to page 50 for our review of Ocean's RoboCop 2.

-'\-—-" e —

Rainbow Arts’ frenetic follow up to the excellent X-Out
proves to be every bit as good as its predecessor. For a full
review of Z-Out turn to page 62.

140 DEMOS SPECIAL 4 pages of the very bestin PD software
and check out the results of our fabulous demos competition. Who's

won the top prize in our Electronic Arts’ sponsored compo?

157 AGENDA Take o holiday from reality as Agenda takes o
peek into the future of computer gaming. Tog up in the latest
Cyberspace techsuits, strap on a Virtual Redlity visor and step into a

computer generated fantasy world.

REGULARS
18 BACKCHAT

102 ARCADES

131 GRAPHICS DIY

137 MUSIC DIY

157 AGENDA

165 ADDITIONALS

173 DEALER DIRECTORY

It's raining Lemmings. Try to halt their
relentless march to doom in Psygnosis’ 4
level playable demo on this month's disk.

“AUT 084 1IN 00
nlmimmllmmhnm't“ - | '



Arnie the car

revs up for fun IS @
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" = glol=rr.1 —uE—-—-q' | s
International’s great adventure fo
b a new Spiderman remember fram ;
game. More details, Accolade. Screen : -
e 108 for 79 5 l 1
e 3. cene starts on !
g guide. s s _‘1 il { p
page 49. 1. 1A -
HERE IS THE NEWS - AR
. s ” b
Want the scoop on all the hot licences and new games which are on their way for the '
new year? Look no further. This issue we've got a staggering 13 pages of news, pre- R E VI E W S

views and in-development features.

FIRST IMPRESSIONS

First in an occassional series in which CU takes a look at upcoming games from the top
software companies. Find out about future hot games first with CU.

ROBOCOP EXTRAVAGANZA

"You're in truubbble!” Not only do we have ol tinhead on our cover disk, but we've got

reviews of the new Ocean game and blockbuster movie as well as a special behind-

the-scenes feature on the making of RoboCop 2.

COMICS ROUND-UP
With a number of comic book licences about to be released, CU reviews Ranx Xerox,
Spiderman, Buck Rogers and Rogue Trooper. In a special CU report we also list our fop
ten comics of the last year and spotlight Flaming Carrot Comics, Deadline, Aliens and

|+'IE new TEI"I'I‘I-II"!GJIDT ](DUF'CC'lDUI" wcrnd&rs.

READERS SURVEY 50 ROBOCOP 2
It's your chance to tell us how we're doing. Fill in the form, clip it out and send it in and

you're in with a chance of winning £300 werth of top games. You ¢an also fell us what 56 NITRO

you really think of Mark Patterson.

108 PLAY TO WIN 60 GOLDEN AXE

The full solution to Psygnosis’ Shadow of the Beast 21 What more can we say. There's - 62 7-OUT
also a full playing guide to US Gold's Mean Streets and a one-level guide to the Bitmap

Brothers and Mirrorsoft's Cadaver as well as the regular Helpline column.

65 CAR-VUP

68 FINAL CONFLICT

THE DISC \ 7::cornantoms

RoboCop 2, the hottest licence of the

year, blasts onto our disk in o 77 RANX XEROX

F::-it:!}-'ca;ﬂe demo F'JI:;EL:{:f:J with beat ‘em

up action and platform fun. Our sec- 79 SPIDERMAN

ond great playable demo features 4

complete levels of Psygnosis’ great

new game, Lemmings ‘Stop the 83 ROGUE TROOPER

world, | want to fall offl’

86 BUCK ROGERS

Robojustice! Shoot first, ask questions later. 98 ELVIRA
Play RoboCop 2 on this month's disk.
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c I BE Rco N I I I Ricardo Pinto, design guru behind the

highly rated, Carrier Command, has been hard at work developing a new 3D strategy shoot
‘em up. Cybercon Il is set in the far future. Mankind has perfected the ultimate defense
shield, a multi-billion dollar cybernetic system with an artificial consciousness capable of
directing all military operation on a global scale. With pico-second reaction times, the
Cybercon defense system erected an impenetrable defensive wall. Scientists continually
refined the system until it was all-pow-
erful. Suddenly, and without warning,
Cybercon IIl turned on the populace
wreaking nuclear holocaust and destroy-
ing nine-tenths of humanity. The few
survivors have banded together and
launched Mission Nemesis, a plan fo
infiltrate the secret and heavily
armoured base which houses the living
brain of Cybercon. Only a single opera-
tive can be sent, but kitted out in a suit
of power armour he or she might just
stand a chance. With over 350 individu-
ally designed rooms to explore it's only
going to be a slim chance, though. New
from USG in the new year.

MURDER MOST FOUL ocionine want to whisk you back to the 1920 for
their next Cinematique interactive adventure. Cruise For A Corpse takes place on board a luxury yacht
nwmd by a Greek shlpmng magnate. In the game, you take the role of Inspector Raoul Dussentier

. who's managed to blag himself a free cruise on the Med. In true
Apatha Christie-style, it's not long before someone cops it. The host
has been murdered and his body
removed. lt's-up to the inspector
and player top shed some light on
the crime and capture the murderer
before it's too late!

The muusﬂ-dmn Cinematique system has been updated for the
new game and allows you to have conversations with characters and
even overhear dialogue. Will you be able to prevent further murders
or even solve the crime? Find out in the new year from US Gold.

FILM NOIR

Sam Raimi's pulsing thriller, Darkman, has been snapped up by Ocean for conversion.
The film revolves around a scientist, Peyton Westlake, played by Irish actor Liam Neeson,

.
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who is hideously disfigured by a
bomb left in his laboratory, He
rebuilds his face using synthetic tis-
sue and sets out to avenge himself.
The material he creates his face
from has a very short lifespan - it
begins to decay after a couple of
hours exposure in daylight, so he is
forced to hide in the shadows and
mave at night.

The plot has similarities to early
Swamp Thing, and the film
acknowledges its debt to comics in
its styling.

The game is only a storyboard
stage currently and its release is
scheduled to coincide with the
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PROJECT MOONBASE
Infarmally billed as ‘Sim City on the Moon’,
Mindscape have snapped up the rights to
Moonbase, a sim which lets you create a self-
sufficient colony on the moon. Having to juggle
multi-billion dollar budgets, construct space
hotels, mine natural resources, maintain com-
munications, and build fission or solar power
stations are just some of the tasks that need to
be undertaken as you race to complete what us
technos call a ‘closed loop environment'.
Establishing a base and then managing its
growth into a full-fledged, independent colony
is not as easy as it sounds. Not only do you
have to adapt to a harsh physical environment,
but also compete in a highly-charged political
arena against a backdrop of economic cutbacks.
The decisions you make early in the game will
limit the options that are available to you later
on. Developed by Wesson International, in con-
junction with NASA lunar experts, the Amiga
version will be heading your way sometime in
the new year.

PACK

LEADER OF THE |

BARNES SIGNS
TO KRISALIS

Liverpool and England ace, John Barnes, is
set to star in a new
computer game from
Krisalis. Apparently,
word got to the
Anfield star that
Krisalis's
Manchester United
was a blinder, so
Barnesy gave the
Rotherham-based
softcos the nod. The
game’s at a very
early stage, with
Barnes actively keep-
ing tabs on the game’s development by
helping with the storyboarding. Expect the
game to be more arcade orientated to
emphasise Barne's flair rather than opting
for a strategy angle.

e
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BAD“ND’S PETE You play the meanest six-

gun cowboy ever in Badland's Pete, a roofin’, tootin® arcade adventure
set in the wild Wild West. You must find and rescue the Governor’'s
daughters who've been kidnapped. Watch out as Indians, bandits,
rustlers and mountain men all try to stop you. Take nothing for granted
as even saloon gals, little old ladies and squaws can turn against you.
Featuring harizontal scrolling, 3D graphics and Strip-Amation, where
buildings disolve away as you pass through them, Badlands will be out early Novem ber.

@ ST R' KE R + Driginally endowed with the less than

e e
aalict Sl

rivetting title Young Soccer Player , Impressions make the impres-
sive claim that Striker is a ‘totally different soccer game'.

To quality for the first team you'll have to prove yourself in train-
ing like a real player. Practice heading, volleying, taking penalties,
throw-ins and a host of other skills before taking to the piich. The
reason you do this is probably the game’s most realistic facet - to
garn big money. Striker is released this month, price £19.99

CYBER MSA“‘T There's no news in 30 filled

polygon flight, tank or car sims these days, but how about an accurate repre-
sentation of the human figure? OK, who said male or female?!

Cyber Assault features a complex exo skeleton humanoid called TRAX
displaying over seventy faces. TRAX can run, jump, and walk through a 3D
universe, but can he make a good salad dressing? No, he hasn't got time!
He's been entered in the world's most viclent sporting event, a deadly obstacle race. The
geometric geezer makes his screen debut in December.

HM'I'H Rl.l STA Hewson make a wel-

come return to the softshops with a title inspired by the
classic 64 game, Thrust, by Kevin Smith. Zarathrusta pits you
against the evil Empire. Linking up with the Resistance,
you've managed to capture several dreadnought-class star-
ships. Unfortunately, before you can use them in the planned
offensive against the Empire, you need to locate Klystron
Pods, an essential power source for the ships. In a suped-up starfighter, you must search the
planet for energy pods, hook up with a tractor beam and thrust away! With 32 colours, multi-
directional scrolling, 50 levels, watch for this one early in the new year.

RI.IBICOII May 2011, Koala Island...news reaches

the outside world of an accident at a Soviet nuclear power-
plant._initial reports are sketchy, but indicate thousands have
died. Radioactivity has swamped a 300 mile radius. Nothing is
heard for several months, until strange and terrifying mytations
are discovered in the area of the radiation leak. Highly danger-
ous and near stavation, they must be disarmed before they can
use their mysterious powers. Programmed by Keith McMurtrie
with graphics by Mark Jones, the game features two layer par-
allax scrolling, 8 levels and 32 colour graphics. A December
release from Hewson.

LR ]

~ DAMOCLES MISSION DISKS

If you're one of those whizzo types who's been every-
where and solved everything in Damocles, Novagen's
superior graphic adventure follow-up to the Mercenary,
get ready to pull it off the shelf again.

Two brand new mission disks offer players ten new
missions based in the same environment. The disks
have a novel structure combining special game ‘saves’
and text displays for mission briefings and solutions which
reveal many features in the gameplay which had been
previously undiscovered - perhaps because programmer Paul Woakes only discovered them
himself recently!

Mission | should be in the shops now, with Mission Il to follow in January both priced at a

tenner.
ARMOUR-GEDDON 11 iatest in state-

of-the-art blasting is on the way courtesy of Liverpool software house Psygnosis.

A beam weapon capable of obliterating everything's that's left on an earth
that's already undergane a holocaust through nuclear war threatens to finish the
job completely. The only hope is to deploy all the armoury left at your disposal in
an all-out assault. Take control of tanks, bombers and helcopters and use the
sophisticated array of weapons and defence systems at your disposal.

Armour-Geddon features fast vector graphics, a massive play area and a serial
link which allows you to link your Amiga with a friend's. Bad puns notwithstand-
ing it'll be in the shops after Christmas. ;
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CYBERSOUGHT

The race is on to license Richard Stanley's critically acclaimed android
thriller currently showing around the country.

The low-budget debut concerns a dismembered Mark 13 cyborg, a
killing machine which begins to reconstruct itself from domestic appli-
ances before going on the rampage.

The film is currently under consideration with several companies, though sources sug-
gest that Mirrorsoft may emerge as the most likely contender.

— it KICK START

French software house Loriciel has created a new label for
simulation and strategy games and its first release if based
on the no-holds barred sport of kick-boxing.

The game licences the name of Andre Panza, the world
champion, and has been produced by digitising hours of him
in action. Train during the day before proceeding to compete
against eight computer opponents in front of a capacity
crowd.

ADS, an acronym for Advanced Destroyer Simulator, is
also set to appear around the same time. Programmed by
the creators of Sherman M4, the game is set in WWI1 allow-
ing players to re-enact battles from the Mediterranean, the
North Sea and the English Channel.

SMASH A“D GMB Ocean have stumped up § RS

the readies and signed up Smash TV, the hit Williams coin-op. Set in the
near future, game shows have taken on a much more violent appeal. If
you thought appearing on the Generation Game was tough, wait il you
see what you have to do on Smash TV! Locked in a room, you've got to
fight it out with a gang of baseball bat wieding boot boys who have one
single aim: to beat the hell out of you. While a state of out-and-out war is
going on around you, the player has to collect prizes, credits and power- g A
ups without getting pasted. No wonder this game has taken more 50 pences off the CU crew than
any other coin-op in recent memory. And all this for the chance of owning a Made-in-Taiwan
fondu set! Look for this one in the new year.

LET US PREY

Predator |l returns to you monitors next year with the
news that Mirrorsoft have licensed the sequel to the
now-you-see-it suspense thriller featuring the man-
hunting alien.

Predator Il continues the theme, minus
Schwarzanegger, in downtown LA in the midst of a
violent dug war
between Columbians
and Jamaicans. Bodies are piling up everywhere, but
some of them are motiveless and violent beyond
belief.

In the game, to be released on the Imageworks label,
you play a cop called in to clean up the streets and
solve the murders via the slightly uninspiring method
of a 3D scrolling shoot'em up.
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System 3 are recognised as Europes leading True life animation arcade quality backgrounds.
original game publishers. This is a 4 double sided disc product — giving the
player the ultimate challenge for a martial arts
arcade adventure.

IT'S PERFECTION.
5‘:".‘-]TE-'.F~:’I 3 SOFTWARE LIMITED

- Blenheim House, | Ash Hill Drive, Pinner, Middlesex HAS 2AG
lelephone: 081-866 5692 Facsimile: QB1-866 8584

Last Ninja Remix has the best graphics yet seen
on a 16 bit machine.
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SIM CITY
GRAPHICS

Maxis Software have developed two
add-on graphic sets for Sim City.
Ancient Cities and Future Cities lets
players build cities using the archi-
tecture and technologies of six
different times and places. Choose
from the Wild West, Future Europe,
Ancient Asia, Medieval times,
Future USA or a Moon Colony. As
Maxis commented when contacted
by CU, ‘Why settle for being a
measly mayor when you can be a medieval monarch, or live on Earth when you can plan
your own utopia on the moon?’. Also, the sets can be used to superimpose each of the
six new locations on Sim City’s pre-built cities opening up possibilities such as Medieval
Detroit or Wild West Tokyo. Out soon from Infogrames.

CRIME WAVE

The President’s daughter has

S.T.U.N. RUNNER

Domark's conversion of the

high-speed  Atari  coin-op been taken hostage by a
is approaching fast. STUN ruthless and powerful crime
stands for Spread, Tunnel, syndicate. As the country’s

top agent, you're called in to
smash the criminal organisa-
tion and rescue the girl.
Kitted out in state-of-the-art
shoot ‘em up technology, you
must face wave after wave of
psycho gangsters. Mortar fire, bazookas, machine gun fire and
ninja stars are only some of the weaponary you'll have to face.
Originally developed by Access in the States, the Amiga version
has been developed by the Code Monkeys from Blighty, and fea-
tures digitised between-level ‘motion graphics’ which help
illustrate the story so far. Arcade action from US Gold, out soon.

PRINCE
OF PERSIA

If the old Sinbad films are
your idea of classic movie
action then Prince Of Persia
could be right up your disk
slot.
Author Jordan Mechner who
G A0 wrote Karateka way back in
the mists of time, has produced animation fight sequences for this

Underground, MNetwork which
neatly sums up the constituent
parts of this breakneck arcade
racer. Created using the same
3D system as Hard Drivin', the
places you in the seat of a vehicle with the object of racing through
a network of tunnels avoiding collisions and destroying opposition
gangs bent on stopping you.

S.T.U.N Runner could well repeat the critical and popular success
of Hard Drivin’.

['f.__,_,l W SPEEDBALL 2

M The Bitmaps last game for Mirrorsoft
SN promises to be even bloodier than its
predeccesor as the violent future
sport makes a welcome return in
Speedball 2. The player acts as both
B player and manager and can select
i individual players to build the best
&3 team possible. The sequel features a
f host of new weapons, points for nob-
bling the cpposition and bonus points
for hitting targets other than the goal.

b M ke A,

Ak Pk

Designed by the Bitmaps, with graph-
ics by Dan Malone and programming
by Rob Trevellyan, Speedball 2 is out
in December. Read the review next
month. :

mystical Asian adventure working from hundreds of old movie clips.
The results, Domark claim, are awesome.

In true heroic style you have to rescue a beautiful princess from the
clutches of an evil, ‘sexually deviant' (that's what it says here) Grand
Vizier. Well it's nothing if not original...

BIG GAME FISHING

Ask people to name the most boring sports
simulation possilbe and they’ll probably
say fishing. In fact fishing produced possi-
bly the greatest big name tie-in in the
history of gaming when Jack Charlton's
Match Fishing appeared some years ago.
This version, from Italian software house
Silmunodo, lets you taste the thrills of life
as a professional fisherman, and if it

OBITUS Lost in an alien world, you must fight your way
through a kingdom divided by war into four shires. Trolls,
dwarves, knights, wizards and kings abound and all are out for
blood! With 400 in-game characters to interact with and a game
area featuring mazes, caves, castles, abbeys and dungeons,
expect a few late nights with this one. Mixing role-playing adven-
ture with hack ‘n’ slash action, Obitus is out now on the Psygnosis
label.

CAII'I'HAGE You play Diogenes, commander of

proves too
. much of a the Carthagian forces ranged against the full might of the
& strain, you'll Roman Empire. Mixing arcade action and strategic warfare,
be able to Carthage requires quick thinking, strategic planning and
take a ‘simu- expert chariot skills if you're to fight off the Roman army.
lated Using fractal graphics to display the African territory and con-
vacation’ on trol screens, the screen can be flipped to a third-person 3D
a South Sea view of Diogenes' chariot races as he clashes head on with
island with Roman charioteers. Written by David Worrall, of Lombard
the money RAC Rally fame, Carthage is available now.

you win. 13






;. I-‘our M1 Abrams Tcmks ‘Fou.r soldiers in eqch *’!'hut’s Fnur Tcmks
- Sixteen Men And ?ou control theygmle shoohng mcrtc:h

» i v
ek } ¥
£ B SR »  Strategic nnd iﬁcitcﬁl
R A Liw command. Plﬂn your: h-.rinmng-:--'
-.’:f . ﬁ: ¥ ‘strategles gx"wmg orders to your
A e - plateon  ofwtanks; «calling -in -
- [~ airstrikes and artillery. At cmy
T NG AR moment you can Jump'.into the - 8
T L, thick of the action, iqking ovexx :
direct control, as cnmmnnde;
; : g‘unner ordriver of any tcmk !

b e Leqdersmp Ecmmﬁ the 16 men

o m Your temk platoon has his own
el pattletield skills r:md abilities . - hills, ridges cnd buildings to hide
iR Improving - with | eXperience’ - your femks, ‘acress the huge: 16,000

=« “spromotion and decorations, youwr: ocre 3D battle zohe, just | hkec: nen}

Make use of richural cover, such as

g i gear Plﬁtpon pecome bgttle _’ ,,; : ‘o
i "h hmdened e ‘High-tach ‘war -
it e o SR

Laser

‘artilléry make M1 Tank Platoon

date simulation. of arfaoured land
. warfare available for YOour hame

ﬂuuughmmtuttanﬁnnmdetﬂtnme
' 4 of the best manuals I've seen in along
~ #im#&. The compse should watch out,
... as this one's going to take some
3 beq.'tlng" "'"’“PCI.EisumSpring'm

.&.

7 ffs definitely MictoProse's miost

mxpmhausive simuleation yet" 87%
' c&vG Hpv 89

u Rialislii: Bnﬂleiiald tarmin..

" chanced, of suCeessincrease as ¢ tank commarider, P e

' Iangeimders depleted uranim ..
SR ARV At pecpgtmtms Wwire-guidéd rhissiles, -
4 redetive crmpouy, air suppeort and

“’the most comprehensive, up-it-

# cc-mputer
> mmmmmwusmmtmm. ;
o . H:cump::uh{anmchirmmmmhm &
Lo s TR Tl 14999 o
' : IWSCREH‘IH-[D’[‘S,JHDW AC'IWEH':"'I"? 'Iﬂmmhtﬁ SuTEI?EXCEUEﬂmﬂ:ﬁS
Bl ARy - MAY VRRY one: it's all there, from superb playability

‘*lp:m"tmulwiuult ‘M1 Tank Platoon as’

i E.'ndlass variety. Plght during.

Jthe day. at night; m%paw mud;

gain or ‘claar. weather.. With
thousands of beftlefields ond

" ‘millions of situations’ and you get -
Decide - "%

endless EH]GWIIEBT

CEl

" between single ]::r.:rttles or Gn ‘entire
Dt::rm:'t'_‘ﬂ:r;m1L~ : s




v
v

DUNGEON MASTER
(REQUIRES 1 MEG)

WINGS
(REQUIRES 1 MEG )

FLIP- IT & MAGNOSE

WOLFPACK
(REQUIRES 1 MEG )

N L

FALCON

VY ONLY FROM ONE OF THESE ... ..

Adams World
265 Station Road
Harrow

Middx

HA1 ZTB

Adams World (3ot € ;_f{’ﬁi'..;"?

Morth Finchley il

London il . 'F“*‘.““'

N21 8JY

Adams World

41 Church Street
Enfiald

Middx EN2 BAJ

Barkman computer Services
1st Floor Cardinals of Kingston
6/9 Markeot Place

Kingston Upon Thames

Surrey KT1 1JY

Bits M Bytes
8-12 Dial Lans
Ipswich
Suffolk

Bits & Bytes

Unit 18 Central Station
Ranelagh Street
Liverpool

Merseyside

L1 14T

Bits & Bytes

| 112 Bridge Street

Warrington

Chips Computers
Clarkes Yard

Darlington

County Durham D13 TGH

Chips Computers
151-152 Linthorpe Road
Middlesborough
Cleveland T51 4AG

Computer Shop

121 Market Way
Arndale Centre
Greater Manchester
M4 ZEA

Computer Shap
T High Friars

Eldon Square
MHewcastle Upon Tyne
Tyne & Wear

ME1 7TXG

Computer Store
40 Trinity St Arcade
Bond St Centre
Leeds LS1 1HS

Computer Store
10 The Square
The Woolshops
Halifax HX1 1RU

Game

Pavilliona Shopping Centre
Birmingham

West Midlands B1

Games Etc

8-10 Lower Bridge Street
Chaster

Cheshire

Games Etc

B-10 Lower Bridge Street
Chester

Cheshire

Judya Computers
7/9 Exeter Road
Exmouth

Devon EX8 1PN

Microbyte

109 Upper Broadwalk
The Broadmarsh Centre
Hottingham

Hotts MG1 TLL

Microbyte

20 Cleveland Street
Doncaster

South Yorkshire DM1 3EF

Micro Centre

15 London Road
Morth End
Partasmouth
Hants POZ 0BG

- Micro Shop

271 Dunbarton Road
Patrick

Glasgow |

Scotland G11 GAB




AND GET ONE OF THESE

CINEMAWARE
BASEBALL CAP

IMAGE WORKS
T-SHIRT
CINEMAWARE SPEEDBALL 2 T-SHIRT
CLAPPERBOARD
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T-SHIRT %
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Shekana Computers Walsall Taunton
2 Gladstone House West Midlands WS1 1QG Somerset
: —— Software City Star UK Computers
igh Road
Wood Green 59 Foregate Street 383 Union Strest
London N22 Stafiord i
Staffs ST16 ZPR Scotland
ot Software Plus Think Plan
5/6 Broad Street 122 Eastgate Strest 3 Riverside Walk
Banbury Gloucester Bishops Stortford HNO PHOTOCOPIES ACCEPTED
Oxon OX16 8BN Pt Herts CM23 3AJ
Soft Spot Software Plus Virgin
4 Lincoln House Inshops 157-161
Turl Street Regent Strest Western Road
Oxtord Brighton
| r:::on Super Mare East o
I Software Circus
The Plaza On Oxford Street Virgin
Software Plus 18 Merchant Streat
15 S Liberty Shopping Hall
London W1iHN 9DP ¥ . Bristol
East Square Avon
Software Circus Basildon
282 High Holbarn Essex 5513 Virgin
London WC1 Unit 4
Software Plus Lewis’s Buildings
Software City Unit 44-45 Inshops Edinburgh
1 Goodall Street Paul Street Scotland
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DULL GAMES

il

| have owned an Amiga 500 with 1.2 Kickstart s
upgrading was that | thought the games w
more and aren't half as much fun to play.
Bluth games. To cure this rapidly spreading disea

1 Convert more of the old 64 games like Neme
know that if someone was to release Nemesis The Warlock on the Amiga I'd bu

pay.

2 CU can take its responsibility towards
The readers could send in drawings and text
other talented development team to do the programming.

R 0 F

software houses, as the games could become massive hits!
| have been reading CU since 1986, and you have improved my English no end, so please try to help me with this as well.

Bjorn Augustsson, Trollhattan.

| agree that it would be nice to see some of the older 8-bit games on
teams from employing new ideas and breakin
Green Beret, Uridium, and Typhoon making t
ment houses, | don’t think they need it! None of them consciousl|
waste up to eight months developing atitlein the va

g new ground. However,

Bullfrog, and The Assembley Line are all working on new products that look stunning,
newer stuff to hit the Amiga is destined to be looked upon as classics one day.

A lot of the 64 games haven't survived the test of time. | still own a
games in my collection look very dated. The perfect sol

they were really worth full price (which many aren’t), and

sales, costing the software house a packet. Still, a few
(Ocean are preparing an Amiga version of the classic Head Over Heels),

ution would be to release the

Warlock — which didn’t exactly set the 64 world alight — to make it to the Amiga.

LENGTHY LOADING

Mark Patterson's review on
Wings is accurate, but one
thing he didn't mention about
the game is the amount of disk
changing you have to do whilst
playing it. I've had Wings for
about five weeks now and
really enjoy playing it
However, | just seemtogetinto
it when | have to change disks.

When a game gets a good
review, we should also be told
about any bad points, such as
disk swapping and slow load-
ing. After all, we are the ones
who buy these games which
are ranked so highly by Mark.

Mick Walker, Morley.

When Mark reviewed
Wings, he used a machine
with two drives, so this
meant that the swaps were
not noticeable. However, he
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did spend some time with
just the basic Amiga set up
with one drive, and whilst
the swapping was annoy-
ing, he didn’t think that it
detracted from the game-
play that much. Still, | have
to agree that Cinemaware
games aren’t quite as enjoy-
able with only one drive, but
the team is making a con-
certed effort to minimise
unneccessary swapping in
the future.

DIY GAMES

| have been reading your mag
for months, and find it keeps
increasing in quality with
superb reviews and lots of

additional features. Now to my
main point, | have created a
wonderfully wacky and tute
character called LiloBibo and |
have bought the AMOS sys-
tem and would appreciate a bit
of advice. | would love to write
a game starring my character
using AMOS, so can someone
tell me how to get started?
Also, once | have written my
game where would be the best
place to get it published, and
how would | get it copyrighted?
I'm sure that there are thou-
sands of people out there in the
same boat as me, so please
answer my queries.

G. Qldham, Sheffield.

WRITE TO CU, 30-32

FARRINGDON LANE
LONDON EC1R 3AU

M

O Nl

ince 1987. and before that | had a C64 for three years. The prime reason for
ould be much better on the Amiga. They certainly lo
Examples of dull games on the Amiga are Rotox, The Lost Patrol, and all of the Don
se of ‘nice game shame about the gameplay’ | can think of two cures:

sis The Warlock, Warplay, Paratrooper, Who Dares Wins, and River Raid. |
y it, despite the silly price I'd probably have to

ok and sound better, but they cost

the games playing community and start a competition for the best game concept.
ideas to give an overall idea of the game, then you could get the Bitmaps or some
| would have thought that this could be a real money-spinner for the

the Amiga, but only if it doesn’t stop development
it would be nice to see the likes of Combat School,
heir 16-bit debuts. As for your comments on CU giving advice to develop-
y writes a bad game, and I'm sure that they wouldn’t
in hope that a complete no-hoper would sell. Peop

64 and use it quite frequently but most of the
older games on budget unless
the developement costs probably wouldn't be cover ed by its
software houses are re-releasing or re-writing the older stuff
but don't expect games such as Nemesis The

You've got off to a good
start by buying AMOS! And
all | can suggest is that you
read the manual to explain
why you're stumped. As for
publishing the AMOS-writ-
ten game, don’t expect the
likes of U.S. Gold, Ocean, or
Mirrorsoft to take them, as
their games are coded with-
out the likes of AMOS and,
besides, to tell the truth, it
couldn't measure up in
terms of technical ability.
However, Database soft-
ware, the makers of AMOS,
run a competition to find the
best AMOS-created games,
and by sending your com-
pleted LiloBibo game to
them, it may appear on one
of their compilations in the
future, earning you a few
quid in the process. If you
used AMOS to create your
game, you could only copy-

le like the Bitmaps,
and you have to admit that the

e ——————
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right the character’s name,
because the actual coding
was done using Database’s
system.

TOO EASY?

| have only just started reading
your magazine. For months |
read one of your competitors,
which was okay, but didn't
have quite the depth of games
coverage which CU has.
Anyway, getting to the point, a
few weeks ago | purchased
Midnight Resistance from the
normally superb  Ocean.
Within a week, | had rescued
all six of my family and sat
through a rather drab end
sequence. | do not consider
myself to be an excellent
games players, and | have bat-
tled hard with games like
Xenon Il and Nebulus getting
nowhere fast — but | keep
returning. Because | am at
school, | cannot afford to shell
out twenty odd quid a month for
games that won't last very
long. Why do so many soft-
ware houses produce games
which are relatively easy to
complete?

Wayne Smithies, Chelmsford.

Software houses don't
deliberately release easy
games. During its develop-
ment, it can be very hard to
judge a game's difficulty
level. Most of the houses use
testers to play the games for
hours looking for bugs and
defects. The testers are usu-
ally fairly good gameplayers
and are quite proficient in
spotting mistakes. What a
tester considers to be too
easy could be impossible to
you, so a happy medium has
to be struck. If possible, try
to test out games before you
buy them, as this will save
you a lot of money. Many
softshops  will gladly
demonstrate a game for you,
and if they won't, take your
cash to somewhere that will.

CUT PRICE QUERY

| have just bought an Amiga
after months of solid saving,
and lam seton buyingas many
games as possible. | have
recently bought Rainbow
Islands, Escape From The
Planet Of The Robot
Monsters, and Kick Off Il, and
| am very happy with them.
However, because | don't get
a huge amount of pocket

money (I'm still at school), |
can't buy as many games as I'd
like, so | have started buying
budget games to boost my col-
lection. There are some good
games out there, but most of
the cheap ones are rubbish
and not worth the disk they
come on. | have bought Out
Run, Bionic Commando, and
Leaderboard which | am very
happy with and would probably
even pay full price for, but some
of the games | have bought are
awful, and a waste of money.
Please start a budget column
soon to inform us of what
cheap games are worth the
dosh. | want value for money,
and I'm sure that I'm not the
only person who would like to
know what's hot in the world of
budget games.

Peter Skinner, London.

No sooner said than done!
As of next month, we'll be
providing the definitive low-
down on budget software,
with reviews on the best bud-
get titles in the softshops.
How's that for efficiency!

AN OZZIE WRITES...
| would first like to comment on
a problem | have with the
incompatibility of 1.2 and 1.3
machines. | have two Amiga
500s — lucky me. They both
have a 1.3 ROM, butthey come
with different versions of
Workbench. | think this means
| have an early and up to date
version of the 1.3 ROM.

Some demos | have will only
work on the machine with the
outdated ROM. On top of that
they will only work if copied on
the outdated machine. | have a
couple of games — such as
Double Dragon Il — which will
only work on the early
machine. Why am | having
these problems? Who is to
blame for them?

| would also like to comment
on the sale of Amiga games.
My friends and | find it really
annoying to find certain games
on top of the chart, just
because of the strength of their
names. Robocop certainly did
not deserve to be in the charts
for 18 months, and neither did
Chase HQ merit a spot in the
top ten. Most of the large soft-
ware companies can afford
financially to put out a mixed
bag -of conversions and

licences. Games which | think
should do well are ones like
Ninja Warriors, Bomber and

READERS’' REVIEW

Have you ever read one of our reviews and
thought, ‘What a load of tosh’? For The
Record lets you put the record straight and
win a free game, worth £25, into the bargain.
If you’ve bought a game and think it’s scored
too highly or marked too low, write your own
review and send it in to BACKCHAT.

OUT PLAYED
| cannot believe how Player Manager scored only 94% in the April issue
of CU, | think it should have received at least 4% more

For a start each team is unique with unlimited numbers of randomly
created players. Their individual atfributes range from pace, resilience
and stamina to shooting, tackling and goal keeping abilities. Age ensures
no man lasts forever, yet there's always the possibilily that a new 18 year
old can fill the boots of a retiring star player.

Being able to influence each player and mould him into an essential
part of the team is fantastic, and one of the most satisfying features of the
game. You get to know each player's characteristics and they almost
become friends, the realism is really that great.

Of course no management game is complete without atransfer market,
and this one is very lively, ensuring you must act quickly to gain the best
deals. Place your has beens on the list, but selling them may involve

" months of waiting and changing their fee

Keeping a player happy involves more than just winning maiches.
There are injyries, contracts, disciplinary points and training which can
make or break a new player. Treat him well and he'll live a life of devation
to the club, otherwise he'll request a transfer or refuse to sign a new con-
tract!

Endless team tactics can be created within minutes and, as each leam
is different, you're sure to need them. All the computer teams use a variety
of strategies from long balls to the if in doubt, chop him down’ type play.

The game falls into the ‘must by’ category. It's well worth the asking
price of £19.95 and | must have spent over a hundred hours playing this
brilliant piece of software!

Forget all the others, this is THE management game to buy and one
of the best Amina litles ever created.

Stuart Hardy, Sheffield
Praise indeed from Stuart. Player Manageris one of CU’s

fave footy games, too. Andy, our designer, has been
known to play this one for ten hours at a time.

Stunt Car Racer. Games like
these are true works of art
which programmers take
hours polishing.

Thanks for the great mag
and keep up the good work.

Kyne Sedgman, Australia.

A lot of ROM problems
stem from developers writ-
ing on outdated systems
and making clever use of
their specific ROM. This can
then lead to problems on
machines that may have cer-
tain facilities missing, and
this means that you get
incompatibility between
Amigas. For the most part,

these problems are solved
during play testing, but if a
deadline is tight it may slip
by and into the shops.

As for your comments on
licences, | think that you're
being a bit harsh on Ocean.
OK, so Chase HQ isn't that
great, but games like New
Zealand Story and
Graftgold’s brilliant conver-
sion of Rainbow Islands
more than make up for them.
That said, yes, games like
Stunt Car are good, but you
get more than your fair
share of awful unlicenced
games, too - | could name at
least a dozen off the top of
my head.




. A A NEW DIE
&/ SOCCER SM!

sl - BLISTERING PACE
- PIXEL PERFECT PASSING
- SUPERB TACTICAL

GAMEPLAY

KICK OFF 2 gte atly enhances the gameplay of KICK OFF, winner of the THE GAME OF THE YEAR in the

UK., and similar awards right across Europe. A host of new features have been added to the ones that

enthralled players the world over.

+ Full size mu i-directional scrolling pitch with the players, ST ACTION - The best game ever to grace the ST. Highest accolade
markings etc. in eorrect proportion. | | can give,

* 1 to 4 players optio: lﬁmignnndgl'unl\v} i AMIGA USER INT - The best computer game ever 97%

.« 2 X o 2 ' : THE ONE - Ultimate soccer simulation. 96%
Hm""i""* 13_!]! option wmnh f‘" m“‘p“‘“lml i';':gt""?“ THE ACE - Brilliant. Buy, Buy, Buy. 930, '
attributes m etc.) and (passing, mm AMIGA FORMAT - Best footy game to have appeared on any machine. 94%
tackling, etc) - %%SI FOR - What a game! Gem to play. Magic. 90%

* Instinctive Kick Off joystick controls to dribble, pass, shoot, p winning material. 95%

head or chip the ball and do sliding tackdes. g AM " '_'-.'fl‘m"zablvlhebest msan:e ?:L gﬁ: '
+ Set piece. FREE KI( including dummies ability OMM USER - No other footie game can touch it.

the ball or bend the mnm:&lﬂm o AMIGA ACTION - Surpasses all other football games. 93%
* 9 types of comer kicks with full control of shot - POPULAR COMPUTING WEEKLY - Nothing short of brilliant,

and short throw ins. L A NEW COMPUTER EXPRESS - Computer football event of

. Imﬁ;?:ﬁonﬁ'ﬂlﬂll&mdﬂflﬁnﬂ:hﬂﬂﬂimﬂdu hamac.
tactics. :
et o e[S 00 B RMGR1%
and sudden death penalty shoot outs. . :
= Fﬂdﬂl‘f to view, edit M the Action Rﬂph'!r! and create EBH 6‘4 - SPEC]..RUH - AHSTRAD Eg.gg, £149

* Facility to load Player Manager teams and tactics for a single or league gime.

- Redﬁwﬂmmds. 16 different referees, ll:ﬁwgumundahmtnffemtnmeanmnmpha:e fora game whichis
real to play. 1

An International class p[awriakes charge of a third division club as Player Manager. His briefis simple
-Bring Back The Glory Days.

His success depends on his playing skills on the pitch and managerial skills in devising winning tactics,
aquiring the right players from the transfer market and building a team worthy of the highest honours.
* Unique facility to design and implement your own tactics.

* Ower 1000 individual players, each with a unique combination of attributes and skills.
* A lively transfer market. Haggle for the best deal.

* 4 division muemaampmwmmmmmm

The Player Manager bri every realities of z 's li
player, his m‘r?mp%fs gnng S‘sﬂfa%ures m‘fg‘; sharp FC ' 'anagers e his vy '1
ST. ACTION - A stroke of pure genius. e
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Judging by this
early version, you
may be lulled into
a false sense of
security by the
sight of a calm
open road. Oh,
and watch out for
wandering gnus.

With so many ribtickling games to his name, you'd be forgiven for
wondering why Chris Gray is doing a motorbike sim. Tony Dillon slips on
his biker's leathers and enjoys a spin along the prototype

racing bike simulation
is something that
hasn't been attempted

in quite a while, not since TT
Racer from Digital Integration
appeared five years ago on
the Spectrum. Mindscape
hope to kick the whole thing
into touch with The Ultimte
Ride, the first true 16-bit, over
the handlebars bike racing
sim.

In production
for the last 16 months, the
game is very close to com-
pletion at time of writing.
Already guite playable, it is
based on the pretext that
‘anyone can play a Super
Hang-On type game where
you can take every bend at
top speed. Ultimate Ride is
for the game player that likes
to exercise their skills.
Designed and coded by Gray
Matter Inc., authors of
Fiendish Freddy, TUR is the
baby and brainchild of native
Canadians Kevin Hoare and
the infamous Chris Gray

22

{author of the classic
Infiltrator) and playing it at
this late development stage, |
have to say | quite enjoyed it.

LLNEN As with any

simulation, a hefty amount of
research has to be carried
out to make the game as
authentic as possible.
Obviously in terms of straight
facts it's simple to recite a
string of numbers, but making
the simulated bikes handle
like their real counterparts is
another story. Gray Matter
have spent three months so
far purely on generating the
right feel for each bike. By
extracting vital information
from magazines, interviewing
racers and riders and running
test runs with the six bikes in
the game, the authors were
able to build up a near per-
fect picture of how each bike
performed. The factors used
to calculate the overall han-
dling characteristics included
the adhesion (how well the
bike holds the road), engine

SPLACEMENT : 1000C¢
MAXTMUM SPEED: 170 MPH
L+ MILE: 1068 SEC AT 130,00 MPH

Rather than present you with an endless and pointless stream of techni-
cal information, Ultimate Ride just tells you exactly what you need to
know about the bikes, such as how fast it can go and how well it handles.
And, as you can see below, if you want to play with a pal, it gives you the
option to play a two-person simullaneous game.

- F_' ﬁ. e




The start of the lap and you're in fifth place. All other infor-
mation is displayed on the dashboard of the bike which,
incidentally, is an exact copy of the real thing.

In The Ultimate Ride you'll be given a choice of six
bikes, a variety of tracks based upon real-life courses
{which can be customised), and even a choice of tyres. . . .

ning in motion video mode.
Each of the sprites is also
drawn at nine different

i angles, to match the tilting
MASPURILERIEN Obviously,  effect of the horizon when you
the graphics play a very strong turn a corner.

role in creating realism and
authenticity in a game like this,
and Gray Design's graphic
designers — namely Nick Gray,
Rob Anderson and Dennis
Turner — seem to agree, judg-
ing by the fact that the
graphics in uncompacted
mode take up 15.5 megabytes
of memory. To create a real-
looking 3D environment, all
objects, such as roadside
items and other vehi-

cles, are sprite based
positioned on a polygon
landscape. Each of the

power through the red line and
Torque curves and overall bike
mass.

NOISE POLLUTION

To get that
‘gutsy’ motorbike roar, a digi-
tised sample was used.
Apparently, Chris Grey
borrowed a friend's

Suzuki GSXR-1100 and
raced down Oakville High
Street at 143mph at 2.30
a.m. with a tape recorder
strapped to the exhaust. Some
people will go to any lengths for
authenticity!

ey * || [ETREET | THORRAL
e !_____. EET | Jl IRORAAL |

2 J + | |iTRAEK || T

70 sprites in the game is LA
software scaled in real : i

time to give an impres- e )

sion of distance and is __MINJA ZXID | T

rescaled 24 times ;AR -

between horizon and H = 3

near view for a more _&sx-rueon | | FI0E (P

fluid movement effect.
All of the sprites can be
turned into silhouettes
to speed up the screen
update, taking it from
around 10 frames a sec-
ond to a speedy 14 —
faster than a CD-I run-

The first of the two-player menu screens
(above) is for track selection , and the second
(below) lets you choose which of the six
death machines you want to race with.

FIR wOD

PATRIOTS ANONYMOUS

As well as the obligatory world tour of race

tracks, there are six national street races,
complete with landmarks and roadside
objects typical to that country. For example,
in Japan, don't be too surprised if Godzilla
wanders onto the scene. Completing each

race presents you with an attractive anima-
tion complete with that nation's
stereotypical character. Complete the race
in England, and you'll see your biker go into
a curry house and buy a Tandoori. Of course,
in England it tends to rain guite a lot...

RACING FACTS

1 The first itwo-wheeled vehicle powered by a petrol
engine was invented by Daimler and Maybach. Their cre-
ation was called the Einspur and was patented in 1895.
2 The first official bike race was held in 1904, Britain
eniered three people and the race was held in the Isie of
Man. The winners of this contest went forward to the first
international race held a year later in Doudan. The organis-
ers were the Autocycle Club of France.

J By the end of his career, Barry Sheene's legs had been
almost totally reconstructed. Thanks to the addition of
metal pins and braces, Sheene could actually walk when
others would have been crippled for life.

23



IN DEVELOPMENT

TRACKSUIT

MANAGER
LEAGUE

Goliath Games look set to écnre yet another goal with their latest
management simulation. Tony Dillon blows the whistle.

oliath Games have
G established quite a

name for themselves in
the field of sports strategy
games, and Tracksuit
Manager League - not to be
confused with Tracksuit
Manager ‘90 - promises to be
their finest hour,

The obvious question to
ask is how do you improve on
an already near perfect prod-
uct? TSMwas acclaimed as
one of the most accurate
football management sims.
Simple, you add some great

24

animations and increase the
game's statistics. For exam-
ple, TSML has a full national
football timetable, plus
European and Nations cups.
There are 88 English league
teams, 50 non-league teams,
fifteen Scottish cup teams
and over 235 European
clubs. As well as keeping
track of these, the game also
has detailed records on over
1600 individual players.
Phew.

DELRNEEY The idea to

develop a new TSM

game came from an

earlier product by

Goliath director,

Doug Mathews. The
Double was a

national league man-
agement game but,
although well

designed, ran too

slowly to be enjoy-

able. Going back to

the drawing board,

Goliath decided to develop a
football game combining the
best features of The Double

with the speed and presenta-
tion of Boxing Manager.

Some novel features are




TOP FIVE POTENTIAL LICENSES

1. Lou Macari's Casino

2. Way of the Exploding Fists (Arsenal - Man United co-license)
3. Brian Clough’s England Manager (FRP)

4. Wimbledon's Missile Command

5. Paul Gascoigne's ... nah!

The whole football management scene began six years ago with
Football Manager from Addictive Games. It was quite basic with
simple strategy and unrealistic results. But it was new and original,
and fired the industry into creating a dozens of clones, one of the
best being Foofball Director from D+H Games, awarded a Screenstar
four years back. So where does it go now? Multi-player managerial
games seem to be the next step forward.

| A view from the start of the game. The players run out onto the piteh in time
| honoured tradition. One of the new graphic treats.

Again, the new graphic features come into effect. The players, looking

uncannily like the Beatles, climb aboard the coach which then drives off to

an away match.
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Elton Welsby he isn't, but this is how the scores from other matches
will be presented. A tad more interesting than watching the teleprinter

on Grandstand.

also going to be incorporated,
like the ability to resign from
your club. Yes, that has been
done before, but you've
never been allowed to con-
tinue in the game and look for
another club. Applying to
manage another club results
in a full interview and eventu-
ally you might be offered the
job. That's just one of many
new options but, of course,
we can't give them all away.

DESIGNS ON REALISM [pPesters
of the game began over six
months ago, just as
Subbuteo (also by Goliath)
was nearing completion. This
time has been taken up
mainly with research into
team line-ups and perfor-
mances to ensure that
League is as accurate and
realistic as possible. When
we ‘bench tested’ TSM
against ten real matches, it
got the correct score for
seven of them, and predicted
the correct goalscorers on
three. All this is possible with
the incredible Mathew's
Artificial Intelligence program
that can play complex game
strategies which take into
account team and individual
player statistics to make the
game as realistic as possible.
To accompany the Al Goliath

ARTIFICIAL INTELLIGENCE

The Artificial Intelligence system employed in League is nothing more than a
revamped version of the original TSM system, but brought up to date. In the match
section of the game, the system originally ran in one dimension (the ball could only
travel up and down the pitch). Now the game runs in three, allowing for movement

up, down, left and right, as well as bringing the height of the ball into consideration.

As Doug Mathews explains: ‘Previous football games have never been totally real-
istic. As we intend to run the text commentary with a full graphic display of the game,

we need an authentic system to work with.’

Your office, with phone, diary-
cum-address book, files and
intercom.

are also adding more detail to
the text commentary that
runs with the match.

PLAYING FOR LAUGHS Ry
gameplay will be similar to
Boxing Manager, with all
menu screens depicted
graphically such as your
office screen — a close up of
your desk with a notebook,
files and telephone. There
will also be stacks of ani-
mated sequences, such as
the players climbing into the
team coach. Goliath are hop-
ing to create several
animated highlights of the
matches as they happen, to
illustrate the on-screen com-
mentary. Quite how the
graphics will fit in is unde-
cided as the game isn't far
past its initial development
stages.

IN THE MEANTIME Tracksuit

Manager League will hope-
fully appear in February, but
just in case you can't wait
that long, TSM ‘90 is now
available from Electronic Zoo.
It's an updated version of
TSM, complete with full *90-
'91 stats, priced at £8.99.

Using your brand new push button
phone. Ominous, isn't it?
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since the appearance of
Way Of The Exploding Fist,
one of the first home computer
karate beat ‘em ups (the first
being Bug Byte's tedious Kung
Fu — complete with wire-frame
characters!), and arguably one
of the most influential home
computer games ever. Not
only did it spawn a host of
clones (including International
Karate which was also by Sys-
tem 3), but almost every type
of martial arts spin-off imagin-
able. Only a year later, the first
Last Ninja game appeared
from System 3, combining
strategy, armed and unarmed
combat, and some of the best
graphics ever seen on a C64,
setting a new precedent for
graphics on the machine.
Through complications, The
Last Ninja was never released
on the Amiga, but that didn't
stop Ninja 2 from appearing.
Programmed and marketed by
Activision, it was still released
under - the System 3 label to
average reviews from the crit-
ics. Ninja Remix is being
created to redress the bal-
ance, restoring System 3's
reputation.
Ninja Remix is based very
loosely around the
original Last Ninja
game, taking a
few of its
best
ideas
and inte-

|t's been over five years

NikJL
REMIX

improved version of the original concept in the form of Ninja Remix.

The Amiga ver-
sion of The Last
Ninja has been a
bigger ‘on-off’
affair than the
marriage of Jack
and Vera Duck-
worth. Now,
however, System
3 are set to
release a vastly

Left: You need to combine different
jumping styles to cross the river.

The river's too wide 1o scale in on

leap so you'll have to jump

from stone to stone.

Below: System 3 claim to be
‘extremely pleased’ with the dun-

geon stage. It was also one of the

hardest levels to put together. It will

include things like rats scurrying

about chewing on severed limbs.

Below and Bottom Left:

Sketches are used to plan the
look of each bad guy. The graph-

ics would then be transferred

onto the Amiga. The next stage

invalved animating the charac-

ters, which proved extremely

ditficult and tooke a long time to

perfect, depending on the com-

plexity of each character.
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grating them with a host of new
ones. Level one is the Waste-
lands. Here the main problem
is overcoming a large oriental
dragon, located right at the end
of the level, which is easily
recognisable to anybody famil-
iar with the 64 version of Minja
1. However, the new features
and problems will stump peo-
ple who regard themselves as
experts on the original 8-bit
Ninja games.

THE PLOT

The island of Lin Fen is home
to the Shrine of the White Minja,
a place where Ninjas gathered
in safety and where the sacred
Koga Scrolls were hidden from
the rest of the world. One night
the island fortress was invaded
by a treacherous band of
assassins who slaughtered the

Ninjas and captured the scrolls.
It's been ten years since you, a
young acolyte, escaped the
slaughter and now you crave

Though he might not appear in the game,

this sketch of a Barbarian is very detailed

when you consider it's only a rough that
will probably and up in a bin.

The same goes for the priest. The sketches have
“ 1o accurate for the graphic artist to get a sense of
proportion on the characters, as well as making
them as interesting as possible.

vengeance. Setting out to
avenge the deaths of your
brothers and regain the sacred
Koga scrolls, your task will not
be easy.

Remixwill contain six levels,
each one containing between
twenty five and fifty screens.
The first, the aforementioned
Wasteland, will have roughly
cut paths which leads to the

sprawling cliffs of level two, the
Wilderness. At last, the palace
finally comes into view, and the
first step to reaching it is
through the gardens, which are
full of enemy troops. Entrance
to the palace is through the
dungeons which run beneath
it, and these dank rooms con-
tain skeletons and half-eaten

BACKGROUNDS

One of the outstanding features of
Ninja Remix are the backdrops. A Lego
style system of graphic building blocks is
used to create these. To begin with, a
rough of the screen is sketched out. Then
several types of each object - trees and
bushes, for instance - are created and
added to landscape. Obviously, if this
was done on every screen things would
start becoming repetitive, so some
screens are individually tailored depend-
ing on content. This means that some
screens can take several weeks to put
together. Quite a task when you consider
the game will contain up to two hundred
different locations. Also, to make the
game more visually appealing, the yteam
have added small animations into the
backdrops - n fountains, rivers and fish,
for instance. While the content of the

*other levels is still be decided on.

corpses. The last two levels
centre on the massive palace
and inner sanctum — the |atter
only be accessible through a
hidden passage.

When you enter a screen
any object that's present will
flash briefly, indicating its loca-
tion. Some objects such as
weapons and apples (which

restore energy) will crop up
frequently during the game,
whilst other items need to be
hunted down. In addition, nin-
jas can pray for guidance in
special shrines wherethey can
pick up tips on the nest object
to collect.

INSPIRATIONS

As with the other Last Ninja
titles, it seems as though inspi-
ration for the graphics have
been drawn from Japanese-
style movie making. In
particular, Akira Kurosawa,
whose films include classics
such as Ran and Yojimbo,
proved a useful reference
source. The palace gardens
and the fortress levels bear
testimony to this. The gardens
are neat and clipped, but with
a variety and colour that make
for an original style. The
fortresses are decorated with
huge vases and complicated
wall designs.

The foreground graphics
are based on characters and
clans from Japan's history.
There are barbarians, who are
slow and strong, priests who
are fast and fight well, and
about a dozen other charac-
ters who make up the
impressive opposition
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NINJL
REMIX

THE ART OF
THE NINJA

Thi—' pr|rr‘|.-_1r'.,' rulu of the Ninja

a assin. Not
surprisingly, tm:r ore, the art
of Minjutsu has always been
shrouded in mystery. Devel
oped before 400BC, it's only
now that this shadowy martial

art has started to be studied in
the outside world. Now, the
of Ninjutsu

leading expc

It's unlikely thatan '_y"t;ﬂﬂ y
ces ThF or rr:r.fnal' ;anr-ii—'-nt

In thc? gam
start off rel:
but by using a combination _.If
the joystick movements and
the fire button, he can perform
a number of kicks and

T o ward off any bad
guys. During the game there
will be swords, staffs, nun-
chaku, shurikens,

s and other items fc
, all of which make y

DESIGNS ON AN INTRO

The first thing you'll see on Ninja Remix is the intro
sequence. This shows your ninja wending his way
to the fortress to tackle whatever lies within (this is

also to display the credits). The first step is to come
up with the concept, and in this case it borrows from
the intro to Last Ninja 3 on the C64. Then the
sequence reaches the planning stages. Here the
ideas need to be jotted down on paper along with
a rough storyboard outlining the sequences and
animation. Next, the graphics are skelched out,
and this helps the programmer get a sense of pro-
portion and an idea of how the characters will look
and how they shoule be animated. Finally, all this
is transferred to computer, with the animated
sprites being overlaid on the background, in much
the same way that cartoon animators work.

"B b e,

task slightly easier. Likewise, zef
the black-clad heru can a

leap variable distances, which

will come in us

uI as the early
swamps and

-..h cannot be

start of

Left: One of the roughs
for the intro sequence. On
the right of the sheet is a
story board outlining the
approach of the ninja
towards the fortress of Lin
Fen. The main portion of
the sheet has the rough
of the castle as well as
some sketches of a close
up shot of the Ninja.

x is out at the
gember, g

These hand positions
date back to the earliest
origins of the Ninja and
are used to invoke inner
force, a major part of
most Martial arts. These
are still used in modern
Ninjutsu, during warm
ups and when the ninja
needs to focus himself on
a difficult task.
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It’s been just seven months since
the release of Midwinter, and
already its sequel, Flames of
Freedom, is entering the final
stages of development. Midwinter
couldn’t put a foot wrong with the
reviewers, achieving 96% and a
super star in CU. Almost as soon
as it was released, the games cre-
ators, Maelstrom, started work on

the sequel.

Comic strip panels such aa these will be used to keep you updated on the
action, using up to five pics at a time.

el EIINY The first task for
Maelstrom was coming up with
a sequel that would be original,
rather than borrow ideas and
routines from the previous
game. Eventually, it was
decided to set the game sev-
eral decades after the events
of Midwinter, in adifferent loca-
tion with the Earth now
warming. The game is based
inan archipelago of 42 islands,
with you controlling just one
character, rather than the multi
person team of the original
Midwinter. As a special agent,
it's your job to go to the enemy
controlled islands and help lib-
erate the enslaved population.

=Nl The first part of

the game a player will come
across is the hero design kit.
Here you choose your charac-
ter's sex, as well as designing
his or her face with an identikit
routine which allows for most
of the character's facial fea-
tures to be altered and
repositioned. The character's
personality will include charm,
bribery, sex appeal, authority
and his/her ability to threaten
people. These can be altered

34

DATA STORM  Entering the data for nearly two
thousand characters, dozens of vehicles, and
generating dozens of graphics would take for-
ever. So to get around this, programmer Mike
Singleton created several time-saving utilities.
The first, for creating characters, is very sim-
ilar to the hero construction routine, though the
characters attributes can be altered as well.
Designing the graphics also posed a problem.
Most of the CAD (Computer Aided Design) pack-
ages he used proved to be to inflexible. To get
round this a graphics design and movement rou-
tine was created allow superior control over the
graphics, and as some of the more complicated
objects will have up to seventy polygon faces.
An expanded version of this routine plays sam-
ples while rotating anm object, so the
programmer can tell how much the game will
slow dowm once the sound effects are added.

but they're all interconnected.
For instance, the higher you
set your threatening ability the
lower your skill in charming
people becomes.

Transport between, and on
islands, will come in many
forms. Underwater transport
will have mini-subs, normal

subs and scuba diving among
others. Trains, jet skis, hover-
craft, jeeps, biplanes, cars
and tanks will also be added
to a list of ground-based vehi-
cles which totals over twenty
in all. A single island mission
can be divided into several
sub-sections. You might be

o] --- :
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required to assassinate the
local police chief and destroy
a base, for instance. Some of
the tougher islands will contain
over half-a-dozen individual
missions which will have to be
completed to free the land. You
need to work fast, you only
have twelve months.




You've been locked up and imprisoned. Here the player has chosen to try and overpower the

guard, without much success. The beating will lower your energy and force you to rest up.

You attack al-Hamik.
Al-Hamik overpowers you

In reward For your efforts, you
are beaten and tortured

Left: This map outlines the supply routes to
the various islands. By cutting of the line of
supply to an island it has no cheice but 1o sur-

render to you.

Below: A jeep is just one way of getting round
an Island. Once you're in a vehicle you can still
attack enemy troops and vehicles with your

hand weapons, but it will be tricky.

IEEETERTE] The main bulk of Flames Of
Freedom’s graphics will be made up from
polygons using the same distance fading
techniques that were used in Midwinter.
This system has the polygons fading as they
reach the horizon, giving a greater impres-
sion of speed and depth. Comic strip-style
panels are also included to give an overview
of the action during jail and communication
sections, giving the player a better idea on
what’s happening around him.

The bulk of the coding is done on the ST
and 68000 development machines, as
they’re easier machines to use. Most of the
data will be ported across to the Amiga,
though changes will be made to make good
use of the Amiga's superior qualities.
Flames 0f Freedom is currently having it's
component parts joined together, and the
Amiga version will be completed early next
year, with a proposed February release.

COMMUNICATIONS A large part of the game
is based around interacting with other peo-
ple. Forthis, nearly two thousand individual
characters were created, from enemy
guards to resistance leaders. You'll be able
to use any of your psychological skills to
try and convince somebody to help you,
and successfully winning a person over
means they will help you in any way they
can. A high ranking character could, for
instance, supply you with forged docu-
ments, while you can send low grade
characters out to make contact with other
resistance leaders, or carry out one of your
mission objectives.

Sl Set twenty or thirty years after
Midwinter, the lIsland's government has
decided to send expeditions to seek out
other bands of survivors. On their travels,
they come across an archipelago off the
coast of Africa, roughly where Cape Verde
used to be. Here, forty-one of the forty-two
islands are under slave rule, and the gov-
ernment of Midwinter has become aware
of a proposed invasion of this archipelago
which will take place in six to twelve
months. As a Midwinter special agent,
you've been sent to Agora, the only inde-
pendent island, to free the other
neighboring lands to help you fight the
invasion when it comes.
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ON YOUR DISK

Lemmings.
rom Psygnosis
we have four lev-
els of what must
rate as the silliest
game ever to grace your
Amiga screen. We proudly
present Lemmings, an
icon-driven game which is
like nothing we’ve seen
before. Can you save the
cute furballs from their
certain (self-inflicted)
death?

Robocop 2.

A definite contender for
the hotly-contested
Christmas number one,
Robocop 2 is an eight-way
scrolling shoot 'em up in
which Detroit’s finest cop
once again takes to the
beat - this time battling
against drug-dealers AND
his would-be replacement.
Our demo covers a huge
chunk of Robocop’s beat,
and is guaranteed to whet
your appetite for the full
game.

E.S.W.A.T.

One of U.S. Gold’s biggies
for the Christmas chart
battle, E.S.W.A.T. is a one
or two-player beat 'em/
shoot ’em up with you tak-
ing control of a member of
the crack team. Our
rolling demo shows you
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: sy Fully equipped, the two
 EE E.5.W.A.T. members
== come face to face with
i two porky end-of-level
= guardians.

At regular intervals,
small caches of ammo
appear allowing you to
top up your ever-

s decreasing supplies.

E.s.w-A-TI

Supplier: U.S. Gold. Price £24.95.

Converted by Creative ‘Rotox’ Materials from the impressive
Sega coin-op, E.S5.W.A.T. is a multi-stage horizontal beat and
shoot 'em up along the lines of.Dragon Ninja and Rolling Thunder. As a member of the
E.S.WA.T. team of the title, you and a friend have been sent on an important mission to
clean the streets of drug dealers. However, to thwart your endeavours, the drug dealers
are out to stop you, and along the way your progress will be impeded by their many gun
and weapon-toting hoods. Initially, you must face these odds armed with a puny gun,
but along the way you can pick up special E.S.W.A.T. suits which protect you against
enemy fire, along with extra ammunition supplies.

Our demo takes you through one of the game'’s levels and shows you what the
members of E.S.W.A.T. have to face and what you can expect to fend off in the conver-
sion. As they punch and shoot their way through the ranks of the drug-dealers cronies,
they come face to face with two of the larger henchmen who appear in various guises at
the end of each level.

LEMMINGS

Supplier: Psygnosis. Price: £24.95. Controls: Mouse.

With two of the most impressive Amiga shoot 'em-ups already under
their belt, DMA Design return to the Amiga game scene with some... er, a
little bit different. In case you're not not sure what a Lemming is, it's a |
tle furry creature which has a disturbing habit of throwing itself off high
buildings and generally trying to throw a seven. In DMA/Psygnosis’s
newie, you have
been given the task
of protecting this
rapidly-diminishing

' race. However, bear-
ing in mind the many
dangers that sur-
round you, it isn't
going to be easy.

.

Each level spans roughly
three scrolling screens,
and this is automatically
scrolled when your mouse
pointer reaches the right-
hand side of the screen.
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We’ve put together some good disks before,
but we’ve surpassed ourselves this time. This
got demos of three of the hottest
games you're likely to see this Christmas,
group of suicidal Lemmings

to a trio of heavily-armoured dudes...

month, we’ve

ranging from a

ROBOCOP 2

Supplier: Ocean. Price: £24.95.
Controls: Joystick.

Easily a contender for the Christmas number one, Robocop
2is an all-out fight between our tin hero and the ever-present
evils of Detroit. Set a few years after the first film, Robocop
2 sees the manipulative OCP Corporation unleashing what
they consider to be the new future of law enforcement — the
Robocop 2 of the title. In addition. a new all-powerful drug
by the name of ‘Nuke’ is gripping the nation in the throes of
its addiction, and Murphy/Robocop's first duty is to smash
the ring behind this lethal narcotic — namely, a pusher by the
name of Cain. In the end, and thanks to the unlimited cun-
ning of the corrupt powers at OCP, Cain is tracked down and
disposed of, only to have his brain power Detroit's new cop.
However, a Nuke addict himself, Cain's addiction seizes con-
trol, unleashing a force more powerful than Detrojt could
possibly deal with.
Except for Murphy, that is...

Special FX's game follows the film’s scenario from the start. with

" Thugs appear regularly,
and should be taken oul
as quickly as possible.
Hits from them or their
guns reduces your energy
drastically (shown at the
bottom of the screen as a
Coke can), and when fully
depleted one of your threa
lives will be lost.

L S S Y

The demo comprises four perilous screens which you
must guide a predetermined number of Lemmings safely
through. They begin their Journey dropping from a trap
door, and you must lead them to the exit on the right of
the scrolling level. The demo is mouse-controlled, and
you can indirectly control the Lemmings via the icon box
at the bottom of the screen which, amongst other things,
allows them to build bridges or dig holes through seem-
ingly-impassable obstructions (see panel for full details).
As you only have a limited number of each, the various
skills should be used carefully. To add to your worries,
all this must be done within a strict time-limit. A one or
two-player game, the final version of Lemmings will con-
tain a hundred screens of suicidal action. Until then, our
compulsive demo should keep you going until only a few
tufts of hair are still attached to your scalp.

Floater - well-timed umbreila

]
& ™ F ,’fﬁ, f antics put a stop to his fatal high-
o % diving!

Plummet - unfortu-
nately, most of
the Lemmings \,
will be like this
one to begin
with.

|
; ) Digger - comes in three varieties and can dig up, down and through the largest of objects.

Extra
weapons
come in the
torm of
small
caches
which are
scattered
randomly
throughout
" each stage,
once col-
lected, your
gun will
benefit from
three-way
fire or rapid
fire.

Robo traversing three scrolling levels, stopping only forthe
numerous arcade sequences which punctuate the action. Our
exclusive demo lets you see what to expect in the first level, and
allows you to get used to Murphy's controls before you buy the
full game. As in the first game, Robo is controlled via the joy-
stick, with the directional cantrols prompting him to kneel, walk,
jump, and the firebutton activating his gun. In addition, to boost
your chances, extra weapons, such as three-way fire, can be col-
lected along the way. Our demo features roughly half the first
stage, so prepare to walk the means streets of Detroit and clear
up those criminal-laden streets.

ORTANT CONTROLS
The control panel is the key to solving Lemmings and its

many problems, but your supplies of each oplion are
extremely limited, so be careful!

1+2. Slow down or speed up the rate at which Lemmings
appear from the trap door.

3. When used on a falling Lemming he or she will float
slowly down and land unscathed.

4. Blows up any unwanted Lemmings.

5. Prompts a chosen Lemming to stop in his tracks and
blocks his followers from passing - when he’s served his
task, blow him up with number 4.

6. Builds a bridge to span the bottomless pits. =3
1. Dig down into the ground. .9' J
8. Dig through large hills or mounds.

9. Dig upwards. -
10. Pause (useful for thinking out your moves).

11. Nuke the whole lot when you've failed miserably!



The first of an
occasional series
in which CU . » S Wl
assesses whether (= : B
or not there’ll be 5 ; - . ‘ |
success for the top -7 ~pirFs
games of the not- : s
too-distant-future

TURRICAN 11 [

SEQUEL to classic shoot ‘em up programmed by
Julian Eggebrecht, published by Rainbow Arts.

GAMEPLAY:: Easily one of the best shoot'em-ups to
appear on the Amiga, Turrican is at last going to be fol-
lowed up. The unimaginatively Turrican Il offers more
of the same, with our armour-clad hero, leaping, rolling
and blasting his way through all manner of enemy-filled
levels. No longer are your troubles caused by Morgul.
Instead a massive computer known only as the
Machine is extending its tyranny throughout your home
system, and you are the only being up to thwarting its
plans for domination.

e PLUS POINTS: The
- ~ rough edges Turrican
pS sported have been

improved. Turrican II's

five planets, play host
to twelve levels, within
which are two :
megabytes’ worth of graphics and a wide range of stunning sound effects - with no less than
twenty tunes to accompany the frenetic action, and fifty suitably loud sound effects. In addition
to this massive array of sound, the programmers have even manage to squeeze in some
sampled sound - and

this is used to god effect during level four where

Turrican intones: “make my day!”

ANY QUESTIONS? At the moment at least, the
gameplay is pretty much the same as that of the original
Turrican. Could depend upon whether you do like too
much of a good thing.

FIRST IMPRESSIONS: Improving on the original
Turrican isn’t an easy thing to do, so programmer
Julian Eggebrecht has played safe by not changing
a great deal. The new worlds may add variation, and
the new weapons are as effective as the old ones.
More of the same, but could be even better than the
original.
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WIZBALL II

ODDBALL puzzle game, pro-
grammed by Sensible Software,
published by Ocean Software

GAMEPLAY: Wizball was one
of the oddest and one of the ear-
liest Amiga releases. Involving
painting several plan-
gts strange colours,
your unenviable task
was collecting the

T |

.,

A

Instead, Sensible Software have
created Wiz-Kid, son of the origi-
nal game’s Wizball space ship
(which, contrary to popular belief
was female rather than male!).
Wiz-Kid still bears the familiar
green pea-pod head of his

stirring distributing colour.
However, one puzzle is linked to
another and if you aren't careful
you can progress through the
game without seeing half of it!

ANY QUESTIONS? One of
life's greatest disappointments
was the Amiga conversion of
Sensible Software's colourful
shoot'em-up, Wizball. The fol-
low-up has a lot to live up to. . .
and a lot to improve on.

PLUS POINTS: Sensible,
who were responsible for the
brilliant 64 Wizball, are back in
the reins, supplying the know-
how. And there’s still enough cult
interest in Wizball to make this
popular.

FIRST IMPRESSIONS:
Again, although only in its very
early stages, Wiz-Kid is already
showing signs of being one to

mother, but also
sports a child's
body, and using his
youthful limbs he

paint needed to s can runand jump  watch. Although leaving the

complete the i@\ throughoutthe  novel painting action of the first
job and then od )l \3\\ many worlds in ~ game behind, it still manages to
distributing it at e g the gama. look original and the puzzle ele-
the right time. i M I\ Furthermore, ment seems just-as addictive as

Anyone expect-

ing a similar

sequel, though, is in
for a major surprise.

Sensible's John Hare:

something differant™.

VIOLENT arcade game conversion by Sales
Curve, published by Ocean Software.

GAMEPLAY: Eugene Jarvis ensured his
name would be remembered in the arcade hall
of fame thanks to his two shoot'em-ups,
Defender and Star Gate. Emulated but never
successfully reproduced by others, Jarvis was
renowned for his incredibly loud and fast
blasters, and he recently made his return to the
world of arcade machines with NARC which is -
you've guessed it - a fast and furious shoot'em-
up. A one or two-player game, NARG involves
you and a friend guiding a couple of Miami
Vice-style cops through eleven horizontally-
scrolling stages. Your aim is to clear each stage
of the vicious drug-dealers that have overrun
the area, and to do this you must cut a path
through them with whatever weaponry comes

"this time, we wanted S0IViNg object-related
puzzles, rather than

Wiz-Kid's adven-
tures now involves

world painting.

Sensible Software.
Sensible Software became cult

heroes with 64 owners, thanks to
the likes of Wizball, Microprose
Soccer, Galaxibirds, and the
Shoot'em-up Construction Kit.
They recently debuted on the
Amiga with Palace's 3D

International Tennis and now
return to it with the long-awaited
sequel to the game that made
them popular - Wizball.
Consisting of Chris Yates,
Johnathon Hare, and music
supremo Martin Galway, Sensible
have been working on Wizball 11 -
Wizkid for a couple of months.
Work is scheduled to finish for
April, and there are no definite
plans as to what they wish to
work on after that - although
there are rumours of Amiga
Shoot’em-up Construction Kit Il -
written for the Amiga by the boys
themselves.

to hand. You are initially armed with a rifle and
a number of rounds of ammao, but along the
way these can be upgraded. Each of the cops
can withstand a number of hits, but too many
results in death and the loss of a life.

PLUS POINTS: With their reputation for
producing quality conversions, The Sales Curve
ought to do a classy conversion. What's there -
whilst looking rough around the edges graphi-
cally - remains true to the coin-op, and if it
plays at the same speed as its arcade parant,
Ocean could have a sizeable hit on their hands.

ANY QUESTIONS? With Narc nearing the
later stages of development, most of the levels
are in and running, but there are a few tweaks
and additions which need to be added before
the game is anywhere near reviewable. A lot

depends on the speed of the final product . ..
and will the violence be toned down?

FIRST IMPRESSIONS: At this stage of
the game, graphically, Narc is looking a little
crude. but every thing else seems to have been
converted successfully. If the programmers
manage to keep the speed of the original, this
will make up for the drab appearance, but stay
tuned for next month’s issue for a full review.
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The next Dragon’s Lair

epic will boast atmo-

spheric screens

This time around, the continuing adventures of
Dirk won't owe its rich graphic origins to a laser

arcade game. Timewarp will be an original

DRAGON’S LAIR 1l

TIMEWARP

MORE in the way of graphic beloved and is planning to get  PLUS POINTS: As can be plays time will tell as, once

adventures, programmed by her hitched to something called expected, the game is going to  again, it seems set to use the
Readysoft Studios and pub- the Deathring. The main differ- be a graphical masterpiece, limited ‘move at the right time’
lished by ence between Timewarp and with Dirk’s antic displayed in system. Even so, poor ratings
Headysoft/Entertainments the previous two Dragon's Lair  stunning cartoon-style, but this  didn't stop the sales of its pre-
International. games, is that the new game’s  time there is more for him to do  decessors.

screens are completely original  with some fifty screens of
GAMEPLAY: Dirk The Daring - apparently, it was going to be  action standing between him FIRST IMPRESSIONS:
is returning! His hapless (actu- released as a laser disk coin-  and a showdown with the evil  Another graphical extrava-

ally, that should be useless) op but the previous disk witch. As can be expected of a ganza, with plenty to see - but
fiancee, the delectable machines - Dragon’s Lair, game this size, Timewarp will  how much to do? Dirk has
Princess Daphne, has been Space Ace, and Super Don cover six disks, but the fifty never looked so good, and the
whizzed away from under our  Quixote - didn't exactly take screens never repeat, unlike in  six disks are choc-a-bloc with
gormless hero's nose (again),  off, so the project was nipped  the original, making for a more new scenes, let's just hope that
only this time Singe the Dragon in the bud, only to reappear on  varied game. there's slightly more interaction
isn't to blame — a jealous old our Amigas five years later. than usual.

witch has imprisoned his ANY QUESTIONS? How it
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EXTERMINATOR

RENT-O-KILL shoot-to-kill pro-
grammed by the Assembly Line,
published by Audiogenic.

GAMEPLAY: Billed as a 'sort of
shoot'em-up’, Exterminator is an every
day tale of a pest controller. The
Exterminator of the title has been sent
out to destroy hideous bugs that have
over-run a street of seven houses.
Each house is broken up into a number
of key rooms, and you must tackle each
building a room at a time. The game is
viewed in third-person perspective, with
your disembodied hand floating around
in front of you. Using the joystick, you
must guide your hand over the screen,
crushing insects and collecting goodies
as you go. If something is attacking from
the centre of the screen, pressing fire
will prompt your hand to form into a fist,
making insect squashing considerably
easier.

PLUS POINTS: set for January
release, Assembly Line are currently
beavering away on the ST version, and
will transfer the graphics over to the
Amiga, making improvements as they
do so. In addition, the Amiga version will

CUTE platform-type game from
the Bitmap Brothers, published
by Renegade.

GAMEPLAY: The second
game from Renegade/the
Bitmaps is scheduled for an
Easter release and marks an
abrupt change in style. Magic
Pockets features the Bitmap Kid,
a street-wise young dude decked
out in baseball cap and DMs.
Qur hero has been gifted with
unfeasably large pockets (don't
snigger) but unfortunately he's
misplaced some of his favourite
toys in them which he's got to
find before space aliens can
steal them. Set over four levels,
Magic Pockets is a cutsie type
game designed and pro-
grammed by Shaun Griffiths, an
honourary Bitmapper with a
warped sense of humour. By
holding down the fire button, the
Kid's pockets swell to gigantic

shot increases. release the fire

buttan, and the full force of his
pockets will be unleashed.

44

Early Magic
Pockets. This will
be the first cute
platform game
from the Bitmap

ANY QUESTIONS? How cute
can the Bitmaps be? This style
proportions as the strength of his  of platform game marks a vast
departure in style; it's unlike any-
thing they've previously done.
Could this change be a sign of

boast better sound effects than the ST,
with the ‘Line making extensive use of
the machine’s better sound facilities with
the insect associated noises - especially
1MEG owners, who
will get a greatly
enhanced sound

I,t; track.

. ANY QUES-

« TIONS? If there

+ was a chart for the

« game with the

¥ Sscreen-most-

packed-

Paul Carruthers -  with-frantic-action,
now hard at work  Eyiarminator would
““’:S;Iisfhr:'“' come near the top. It
Assembly Line remains to be seen

whether the speed of

the original can be retained in the con-
version to the Amiga.

FIRST IMPRESSIONS: Graphieally,

the game is very similar to the Gotlieb
coin-op, but we can't tell yet whether the
lads can recreate the control system the
coin-op used. The mouse seems an
ideal method for control bearing in mind
the Operation Wolf-style gameplay, so

MAGIC MKHS alien intelligence used in the

.’Ijl-li,:I l ’ ,'rr l'p
S T S
,:p!:mrr

Brothers

grammers?

we could be in for a very close conver-
sion.

The Assembly Line.

The Assembly Line are famed for such
addictive hits as Pipemania and E-
Motion. In addition, they were also the
programming team behind the Bitmap's
biggie, Xenon Il. They have been work-
ing on Exterminator for Audiogenic for
two months now, and this is the first
conversion from an arcade board,
although Adrian ‘Interphase’ Stevens
wrote Donkey Kong for the Amstrad for
Ocean a few years ago. Their first task
was to get Blue Turtle, a graphics spe
cialist team, to sort out the messy
graphics they squeezed from the
machine. Martin Day then concentrated
on the game code, whilst John Dale, the
third member of the team, wrote the
effects. After

Exterminator,

the boys will be

writing

Cybercon for

U.S. Gold and

another yet-

unnamed biggy

for Audiogenic.

Bitmap's other upcoming game
for Renegade, Gods. Even so,
Magic Pockets will be a large
game, boasting a variety of tac-
tical moves and graphic styles.
Each alien has strength, vision
and motivation levels calculated
on a scale from one to nine.
That gives a total of 729 differ-
ent combinations and helps
determine an alien's strength,
how soon it locates you, and
whether it wants to beat the hell
out of you. There are various
power ups and an array of spe-
cial helmets to help the player.

FIRST IMPRESSIONS:

The game is only six months
into development, but looks
great fun. It's a little bit like a
console game (significantly, this
is @ market into which

Renegade's much publicised war Renegade are keen to move),
cry: ‘creative freedom’ for pro-

and reminiscent of Flood - but
seems like more fun. Some
slick touches and wry touches

PLUS POINTS: The game fea- make this a candidate for a CU
tures a simplified version of the

Screen Star.
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ON THE BRIDGE 'OF
SPACE SHIP THE ALIENS
ARE STUPVING A £m5
MONITOR. SCREEN..

“}'HE ALIENS WERE 6REATLY
REISEL BY RICK PANGEROUS




... IGNORING THE FAT MAN, THE ALIENS PROCEEDED TO
PISCUSS THE DETMHLED STRATEGY OF THEIE IMMINENT
TAKEOVER OF THE EARTH...

r . BUT YOULL HAVE TO UNTTE ME

HEY, ¥oull HAVE TD ELIMINATE HEST, |[F YoU WANT ME TO (o-

RICK DANGEROUS T0 HAVE Avv ) W _ooedare

.. EVENING JOSE THE UsSuAL B

TABLE, PLEASG. _

COS | KNOW EXACTLY, |
WHERE To FIND HIM .
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Welcome to Screen Scene, the essential
guide to Amiga games. Our reviews are
timed to coincide with the release dates of
the games themselves, so you won’t find any
out of date reviews here, only up to the
minute information from an experienced
team of joystick journalists.

SOUND rour channel sampled  OVERALL The most impor-
stereo rock or a Stock, Aitken and  tant of the lot. And here's CU's
Waterman drum track? The higher  rough guide to ratings:-

the rating the higher you run the

volume. 0- 29% Man, this stinks.
30-39% Phew, avoid.

GRAPHICS 1ot just overal 40-49% Below par.

prettiness, but animation, style, 50-59% Woarth checking

design and the way the visuals fit out if you're a

in. So it doesn’t have to be the fan of the game

prettiest game in the world to score style.

high here. 60-69% Above average,
but with a lot of

PLAYABILITY This rating lets room for

you into how easy it is to get into a improvement.

game, and once you start playing 70-84% Good but

whether it's addictive or uninterest- flawed.

ing dross. 85-92% ScreensStar,
recommendead.

LASTABILITY speaks for 93%+ Super Star, our

itself. The higher the rating the highest

langer you'll be loading it up. Ties accolade. Must

in closely with the playability rating not be missed.

AMIGA SPEC

Watch out for this addition to our
reviews. The Amiga is the finest
home computer that money can
buy, and if we really feel that a
game is pushing the boundaries of
the machine we'll tell you how and
why. Each and every Amiga soec
will be tailored to the review. Some
of the ratings are objective — eqg
number of onscreen colours, levels
gtc; others, such as an assess-
ment of the scrolling speed, are
based upon the considered opin-
ions of the CU Amiga team. All
such subjective ratings are marked
out of ten.

AMIGA SPEC

MEMORY REQUIRED 440K
SCROLL SPEED 6
COLLISION DETECTION 4
| COLOURS DN SCREEN 32
LEVELS 48
DIFFICULTY LEVEL 8
HOURS TO COMPLETE 67
NUMBER OF PLAYERS  2/4
GRAPHICS STYLE SOME
FRACTALS SYNTHESISED

SOUND + COIN-OP SAMPLES

- 5
5

Ninety-three percent and a
game's worth a superstar. We
hardly throw these around — but
if a game displays totally superior
qualities, it just might be in with
a chance.

The CU Screen Star is for games
scoring 85%-92%. If a Screen Star

is awarded then you can be sure
that the product will have reached
a high standard in gameplay, sound
and graphics, and that it will have
long lasting appeal.

STEVE JAMES
Genial as ever, big Steve's idea of
heaven is basking in the hot sun
of some far away land, stuffing his
face with bread, cheese and a
cow's worth of milk, while dis-
cussing deadiines(?) with a pal.

DAN SLINGSBY
Coming from the grim north, Dan
would love nothing better than to

be camped out on platform five
of Hull station, eyeing up some
tasty DS432 diesel locos,
munching on corn beef and
dripping sarmnies.

MARK PATTERSON
Mark has always wanted to come
back in a future life as a Double
Whopper with exira cheese top-
ping, large fries and a jumbo
coke. Failing that he'd like to
return as a malignant festering
growth lodged in his publisher's
groin.
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fter almost two years in
Athe softcharts, the origi-

nal AoboCop game has
been decommissioned only to
be superceded by a much-
improved and long-awaited
sequel. Developed by Special
FX, it boasts seven levels: three
platform shoot ‘'em ups, two puz-
zZle games and a couple of
hostage shoot outs. The game
loosely ties in to the film and fea-
tures digitised images taken
directly from the movie between
levels. Obviously, programming
began months before the film
was released, so the team had
to rely on a preliminary script,
character pics and rough cuts
from the movie.

The first level is a platform
shoot ‘'em up and involves the
player collecting canisters of
Nuke, an addictive drug, before
they fall into the hands of crimi-
nals. Ten need to be collected
before you can move onto the
next section. There are also a
number of hostages to free. If
you release ten of them you'll
also get an extra life.
Throughout the level, there are
numerous

50

/
Perps  running
8

around, armed to the teeth with
guns, bazookas and mortars
who need to be taken out.
Power-up icons are scattered
around the level as well as a
number of mystery icons which
may aid a player's progress or
cause real problems by revers-
ing the joystick controls, There's
also a time limit, and if you fail to
reach the end of the stage within
it, you are placed back at the
start of the level. Another obgta-
cle is a hover-board which must
be used to access higher levels
of the building.

The puzzle sections involve
RoboCop in a race against time
as he attempts to regain his
memory (robbed from him in the

Left: The three-way fire power-up
is useful if you want to go in blast-
ing. Boftom: The rooftop
confrontation with the human
Cain doesn't last long as he's
easily blasted to bits.
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film by a loopy psychologist).
Thisis done by collecting Robo's
memoary chips on a graphic rep-
resentation of a circuit board.
However, rogue chips block a
player's progress and you can't
double back or pass through the
same location twice. There are
four sections to get through,
each one harder than the last. It
works well, but once it's com-
pleted it's a bit of a pain to have
to go through the whole process
again.

Next up is the first shooting
gallery level which involves cal-
ibrating Robo's gunsights by
shooting criminals (but not their
hostages) as they appear at win-
dows. It's very similar to
sequences in the first game and
Is great fun although it's hard to
distinguish the shapes as they
appear at windows and the con-
trols are sluggish. The more
targets you hit, the less shots
you'll need to polish off the bad
guys in subsequent levels. If you
fair badly, though, you'll get a
second chance later on.

Robocanthen move ontothe
second platform game. Set in
the Tokka Gowa brewery, the

gameplay is similar to the first
level with more hostages and
Nuke to collect. There's also
acid baths te avoid, crumbling
floors, rolling barrels to jump
over, and electronic eyes set at
ankle height which trigger explo-
sives if activated. Thankfully,
there are a number of power-up
-icons to collect, including rapid
fire, scatter shot and three-way
fire. To negotiate the acid baths
the player has to manoeuvre
Robo onto an overhead crane
which is easy once you've got
the jump timed exactly right.
When the player has reached
the roof, it's a face off with the
human Cain who's easily blown
away.

After another puzzle section
and firing range shoot out, the
final level pits Robo against an
assortment of characters from
the movie, including Hob, a 12-
year old sadistic killer, ED-209,
and the eponymous RoboCop 2.
There's also heavy duty hard-
ware on display such as
minitanks, missile launchers,
cybermaniacs, and heat seek-
ing missiles. The ED-209 sprites
are great, and really look the part
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The hover-board is quite difficult to control at first.
There's a certain knack in guiding the board and get-
ting the thrust just right to avoid the falling canisters

which force the board back down. There are also
gunmen at each intersection.
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The drug's lab where Nuke is manufactured forms

the last section of level one. You have to shoot all

the hoodlums and then trash the laboratory, which

explodes in a pyrotechnic light show, before pro-
gressing onto the second level,

-

The Nuke Kids On The Block are out to total
RoboCop. It's your job to wipe "em out. You start
with three lives and a control system that allows you
to crouch, jump, puneh, tuim on the spot and use an
assortment of deadly weapons.
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Using movie samples such as Roba's foolsteps and
gunfire, Keith Tinman has also synthesised numer-
ous other sound effects such as barells hitting the
ground and acid dripping from overhead acid baths.
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In-game information appears in the botlom quarter
of the screen. A squashed can is used to denote
energy levels and a RoboCop head shot indicates
how many lives a player has left. If you lose a life
the image of Robo changes to that of Murphy.

SCREEN
SCENE

Top: Shoot the oil drum to reveal a canister of
Nuke. Left: Step on the lift, move your joystick

forwards, and the lift will move upwards.

Right: Listen out for the wailing hostages in the first
two platform levels — that's Keith Tinman, one of the
development team, crying out for help as he couldn’t

persuade anyone else at SFX to do it.

--------- -_ iy g e T g | 2 - Interestingly, the Amiga and
il ¥ gy, i o Y | 447 ST games will be vastly
ol A h r | 8| different as separate devel-
7 £ & sy opment teams have worked
. _;: AT . ."' i | on each format.
* " - =

Right: The RoboCop 2 sprite is a 1
disappointment. After fighting | |

'y 4
through to the end-of-game con- 1
i i ; = ) i [I]HI[I
frontation, you've a right to expect e - {'
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something a bit special. The sprite : i .1 - I N

is far too small, has precious little | 14 j“ = a2 i 7
animation and looks nothing like [ ¥

the movie's monster.

as they lumber acr

Unfortunately, the Ro THE TEAM Karen Davies, 30, handled the sprite graphics '

and animation. Trained s a grophic artist ond initielly spe-

dreadful. The sprite is ‘E.rT'Id“ static cialising in fexiles, Koren’s involvement
and looks nothing like the movie » with the software industry began ot
incarnation. After confronting the Jiet] Imogine and Denton Designs before she '
new, improved Cain, it's a matter 1% moved to SFX three years age. Previous -
of blasting him back through the games have induded Frankie Goes To
nd blowing him to pieces. Hollywoed, Fire Fly and Hysteria. %
a fair tjit of fire power, 'tﬂhl Rushbie, 26, wos respmih for the back- 4

grounds in hh&p 2. Although he's only been ot
SFX for o year, he's previously worked at Psygnosis -
with Terrapods and Arena to his credit.

Keith Tinman, 24, is the man with the music.
Using a Roland D-10 ond @ Pro Sound Sampler for the
Amigu, he's previously worked on The Untoudhables.

but there’s no great difficulty and it

comes as a massive anti-climax.
Although there's no in-game

soundtrack, the sor

than adequate. ':‘Jl'cipf"ﬁﬂ

the RoboC.p sprite moves in a Stitching it all »gethar is Jan Moran, the youngster of e

G TETE R G TR VR e IT I SIS0 the team at only 20 years old. Previous programming expe- o
part. The colour pale 5 B8 rience has been on rz:umm; and Midnight y
used and fairly impressive, with 16 JLCEHLLES

colours used on the RoboCop
sprite, and a further edonthe
backgrounds.

RoboCop 2 is a mish-mash of
game styles. However, the game-
pla'g,' addi- 3 ;—_‘Lr‘lr‘i thE

OCEAN £24.99

‘ Arresting platform
shoot "‘em up’

GRAPHICS
SOUND

LASTABILITY 17
PLAYABILITY 86

OVERALL 83%
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but |T 5 nice to

- dec duct up there

for once. The t licensed prod
uct of the year? You betcha!

Dan Slingsby
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The eponymous Robocop 2 was built using s c N E
insect-like dimensions for his physique. For
instance, the dangerously narrow waist allows
him to turn extremely quickly whilst support-
ing the massive bulk of his torso and powerful

arms.
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= - Weeks of stop-frame animation went into preparing what only lasted on the screen for y
a less than half an hour. b
here's no doubting hundred people busy as they
IIOBOCOP 2 - THE MOVIE that Robocop 2 is a worked exhausting forty-eight
RoboCop blasts his way back onte the silver screen in another hard- visual tour-de-force, hour shifts.
hitting futuristic thriller. Dan “Evening all’ Slingsby was at the scene of Steve Merrett tries to spot
the crime and took notes, the strings... IN THE BLUE CORNER
Ol tinhead returns in another orgy of ultraviolence in future Detroit, This It was destined to be THE The main problems that
time the city's in the grip of a crime wave as the police take fo the pkhﬂ fight of 1990. Forget ‘lron' Mike plagued the production of the
lines. A new designer drug, the massively addictive Nuke, has swept the Tyson. Forget James ‘Buster’ first film was the weight of the
lﬂlﬂHHMHHWthunlnﬂluﬂhhﬂnﬁm r.1h_|r If that Douglas or Thomas 'Hitman' Robocop suit that Peter Weller
jsn’ Iunwg!'l,fhh.lga Omni Consumer Products me y Hearns. This year, thereallolly had to wear. So the decision
the police’s wages are about to force the m.f to *ﬂu" o its h““nr was on the money spinning was taken early on to replace
“h control of the whole of Detroit. This is Thatcherism gone mad in the slugging match inthe'sequelto the cumbersome outfit with a
21 st century and it's not a pleasant sight. 1987's box office smash, more lightweight number —the
It's up to R and o handful of non-striking cops o patrol the city Robocop. However, behind main advantages being that it
and keep some ance of law and order, It's not long before Murph this scrap to end all scraps would take less time for Weller
comes up against the sinister Coin, a drugs | il Ihmer{ur went some four months of to getin and out of it, and the
Nuke, and his fanaticol tors. Alter 0 serdes of minior skir- preparation which kept over a lightness would mean that the
mishes, RoboCop gets |:;:5-““'W"rl us Cain sots about him actor could also perfr)rm for
with a pneumatic drill. Out for revenge, o new, improved RoboCop longer. As soon as the sequel

tracks down Cain and offs him in o !’ﬁﬂﬂuh cor chase. - ; was aruru:lurjc:ed: the film_'s pro-
Unfortunately, OCP decide the time's ripe for RoboCop MK Il and, : : duu::e_rs dEu:hded_ to reunite the
in their infinite wisdnm,m{uln’nhg -uddicted brain for the pro- r FX wizards behind the original.
H"[L. Predictably, Robo2 goes loco and the film dimaxes in i HUWE"'-'_'-_?E FX man H_Utl Euttl.n

royale between the two metal monsters. . ’ was already scheduled to work

(n-wrhun by comic book king, Frank Miller (Dark Knight and e T _' £ on the new Arnie blockbuster, "
Daredevil), the follow-up to Paul Verhoeven's original is short on N i Total Recall, so the main duties et
F"T but th on body counts. The action doesn’t stop and is : . T of organising the suits and i

irably paced by director, Irvin Kershner (The Empire Strikes : 5 genecal kA peaduction. weort
Iltkl' eas the original Verhoeven directed movie manoged to : e SUNE [ DS - 008D mECOU:
hit is satirical fargets with supreme ease, the sequel fends o -. N i g mand on the first film, Dennis
bash the viewer over the head with its vision of o future urban P e  Pawlik. :
vightmare and vears fowards campness on more than one occasion. .ol Pawlik supervised the con-
Still, it gets the thumbs up from the CU crew and is an action- W i :E'Fttmlshm't' of c:h"f;j d” ;” late‘"‘i
i : ¥ obosuit' and added severa
posiod swyle o b of 1t M. ! (i 8l modifications he deemed nec-
essary. For instance, the new —
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From the creators of the classic Super Sprint comes Badlands -
a fabulous conversion of the popular coin-op.

It's been 50 years since the nuclear disaster and a new sport has
evolved in the arid wastelands known as the Badlands. Sprint Racing
with a killing touch is the sport - a destructive battle between
armoured cars. It's all out war on the track as players blast the drone
cars and each other fo finish first.

Rggressive and dangerous, in the Badlands only the ruthless
live to tell the tale. Customise your racer with extra
- missiles, speed, tyres, turbo boosts and shields. Avoid
- oil spills and a host of hazards to race the eight
A unique tracks which become more
dangerous as the level of
difficulty increases.

/@)  Badlands: For one or two players
4% ¥V —its ruthless, destructive and great fun!




MICROTEC

$008° = ENTERTAINMENT i
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-ff\ - PRESENTS - AME i
’ In conjunction with Mutation Software -~ \‘u

Please rush me a copy of Bug-Bash/Nucleus
I enclose a cheque/postal order for £12.99

To order by Access or Visa
plus £1.00 post and packaging

RING

071-2819022

ADDRESS

POSTCODE _
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Also available from your local computer store

MICROTEC ENTERTAINMENT, &1 STROUD GREEN ROAD, LONDON N4 3EG.
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PREPARING FOR BATTLE

suit was shinier, but now
sported a blue tint to stop the
cameras and lights reflecting
and ruining a scene. The main
difference, though, was that
they concentrated on making it
easier for Weller and the crew
to slip the suit on and off,
thanks to the addition of velcro
fasteners, clips and unseen
metal buttons. The final result
was a bodykit which could be
slipped on in less than an hour
and off in less than half that,
saving the production team
over two to three hours every
time Weller was needed.
Despite these enhancements,
though, the basic bulky design
of the suit still caused its fair
share of problems as the hel-
met severely restricted the
actor’s vision, and the massive
boots he wore made seem-
ingly simple things like walking
down a flight of steps difficult
to perform.

For various scenes in the
film, Pawlik needed to produce
no less than nine different body
suits, each of which had a sub-
tle wvariation on them - a
scratch or a laser burn, per-
haps. To create each of these
suits within the four months
allotted, though, would have
been nigh-on impossible, so
Rob Bottin created four of
them, along with the fully pup-
peteered top half of the
metallic copwhich is seen after
Cain has cut him in half, And
the finished suits — all nine of
them - were built almost
specifically for the massive
one on one fight between
Murphy and the ftitular
Robocop 2.

IN THE RED CORNER

It may seem surprising that
Murphy had so much trouble
with Cain/Robocop 2 when
you consider that his adver-
sary was only fourteen inches
tall. With the exception of the
odd scene, all of Robocop Il's
action scenes were filmed
using a stop-motion technigue,
and for the scenes that
involved Weller battling the
giant robot, a full-size eight-
foot version was constructed
with limbs that could be moved
relatively easily. On the whole,
though, the full-size Robo I
was unwieldy and notoriously
delicate, which meant that too
much movement could send it
toppling over at the expense of

Although a full-size moveable Robocop 2 figue was built, it was
extremely delicate and couldn't withstand too much action without top-
pling over, costing the crew valuable time.

Although a
split-screan
technique was
used for a lot
of the fight
sequences, for
scenes like
this one, the
full-size crea-
ture was used.

severaldays' filming. Incharge
of Robo 2's scenes and the
many stop-frame sequences
used in the film was Phil Tippet
and his team of no less than
ninety members (some fifty-six

of these being animators).
Tippet's experience in the field
can be traced back to his

Oscar-winning  work  on
George Lucas’ Empire Strikes
Back, and at the start of pro-

SCENE

duction, like Pawlik, he was
given four months to work mir-
acles.

To mix the live action
sequences with the animators’
stop-frame scenes meant

some clever film editing and
the use of split-screen filming,
where live action would be
shown in one half of the
screen, and the film was
spliced to show some ani-
mated sequences onthe other.
Similarly, an advanced version
of C50 (Colour Separation
Overlay) was used with the
puppets filmed in front of ablue
backdrop with background
action added afterwards.

It was decided at the start,
that they wanted Robocop's
successor to look almost
insect-like, so Tippet made
sure thatfinal construction was
a massive and stocky beast,
but with a perilously thin waist
— a trait most insects share.
The next problem was getting
over the sheer strength the
machine possessed, and this
involved  maintaining the
speed needed to, say, knock
Murphy over a wall, whilst
ensuring it was relatively fea-
sible - a feat that needed
meticulous timing and several
takes. And the animators
made extensive use of story-
boarding to plot each part of
the all-important fight scene,
as a single continuity slip up
would have caused glaring
errors that could make the film
look as if it had been badly
edited. The result is a spectac-
ular ten minute on-screen
battle royale, the direct result
of months of intensive work .

THE FUTURE...

As you can guess, Robocop
lli is already on the cards,
with several scripts under
consideration by film com-
pany Orion. There are,as
yel, no specific details as to
which director may take up

the reigns or clues to the

eventual storyline, but
there are rumours that the
original Robocop - alias
Peter Weller — may not be
donning the suit of Detroit’s
favourite cop...
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itro is not an original
N game. In fact, when it

comes to adjectives to
describe the gameplay, revolu-
tionary isn't one that springs to
mind. The idea of a multi-player
game featuring cars that race
around a small track collecting
bonuses to improve their capa-
bilties is one that was
implemented many years ago in
the form of Super Sprint. Even
evolving the idea by setting the
track over a scrolling play area
against a backdrop of a major
city roadmap was tackled not so
long ago in Activision's Hot Rod.
So why give Psygnosis' effort
such a good mark? Because it's
well presented, damn well exe-

Racing through the empty
city streets. The course is
marked out with arrows,
although short cuts are
allowed, such as through
the hole in the railing, right.

56

cuted and a lot of fun to play.

‘The Champion of Champi-
ons' is the title of an annual race
where the prize is one million
pounds and losing results in
death. Set over 32 tracks, the
race takes you through busy city
centres, twisting forests and bar-
ren wastelands. Unlike most
racers, you aren't out of the
game if you come last. The only
way to lose the game is to run
out of gas.

As you race around, you can
encounter all sorts of traps and
pifalls, such as rocks, walls,
holes and patches of oil and
water. Colliding into objects
causes temporary damage to
your car, signified by smoke

E
E
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Each track takes the form of a 360 degree scrolling top view map
that centres around the human player(s). The route through the map
is marked with arrows, although you are allowed to cut as many cor-
ners as you like to reach the finish line. You are one of the four cars
inthe race, up to three of which can be human controlled. Obviously,
the more players competing, the better the game.

rings pouring from your engine
and the car begins to wobble
across the road rather than hold
a straight line.

Mot everything in the game is
bad, however. Tokens can be
collected that supply you with
points, gas or cash. The cash is
used between levels to upgrade
your car's engine and handling
capabilities, or to buy a totally
new one.

Graphically, Nitro is not
overly impressive. Nice smooth
scroling and  arcadesque
sprites give a fun feel to the
game, although the pictures of
the players displayed between
levels are a little suspect. Is that
really Clint Eastwood sat next to
Rambo?

Nitro is a great game to play,
even if it isn’t particularly ‘new’.
It plays well, and that’s where the
addictive gualities lie. It isn't a
game that you'll play into the
garly hours, but you will find
yourself loading it up over and
over again.

Tony Dillon

A couple of the introductory

screens that set the scene. They're
the only graphics that are
recognisably ‘Psygnosis’,
although the game is a player and

not a looker. . ..
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Everybody has a choice of threa
cars. Each vehicle behaves differ-
ently, depending on terrain. The
sports car is great for the city,
whereas the Turbo Buggy has an
advantage over the wastelands.

PSYGNOSIS £24.99

‘ A multi-player drive ‘'em
up = Nitro is fun to play ,

| GRAPHICS  80%
" SOUND 72%
| LASTABILTY ~ 81%
. PLAYABILTY  84%

OVERALL 82%
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6 BOND STREET, IPSWICH, SUFFOLK, IP4 1JE
OFI DEH ORDEH
5A DOG'S HEAD STREET, IPSWICH (RETAIL) 36A OSBORNE STREET, COLCHESTER, ESSEX, (RETAIL)
ST  AMIGA ST AMIGA ST AMIGA
*4TH DIMENSION 1689 1609 *GOLD OF THE AZTECS 16.80 1630 PHOTOM STORM 1308 1389
BEE ATTACK SUB 16.09 “GRIM BLOOD 1388 1389 *PANIC STATION 1389 1390
*ADDIDAS CHAMP TIE BREAK 1689 1609 *GUNS AND BUTTER 19.99 1999 "PYRAMAX 1388 13498
ANTS HEAD (DATA DISK) 12.00 *GOLDEN AXE 12,986  13.90 *AAMACD 1608  16.99
*ALPHA WAVES 1689 16899 HAMMERFIST 1688 1698 REACH FOR THE SKY 1699  19.99
*AMMIOS 13.99 *HARPOON & 10.90 *‘RALLY 1609 1690
*ANCIENT ART OF WAR 1699 1699 HARLEY DAVIDSON 19.88  19.99 AAINBOW ISLAND 1309 16.99
*ANT ARTWAR AT SEA 16.09 16.99 HERO QUEST 2493 2499 RESOLUTION 101 16.89 16.99
ATF 2 1689 1699 HERDES {COMP) 1080 1080 AOURKES DRIFT 1609  16.99
ATOMICS 1399 13.99 "HADRA DRVIN 2 16.99 16.29 RICK DANGEROUS 2 16.99 16.99
*ALCATRAZ 16,089 16.99 HALLS OF MONTEZLUMA 16.99 16,99 ROTOX 16.00 16.99
ATOMIC ROBO KID 16.99 16.99 HOLLYWOOD COLLECTION 19,99 19,99 "ROBOCOP 2 16.89 16.99
“ACTION FIGHTER 15.99 15.99 IMAMHOE 13.99 16,99 "AAIL AOAD TYCOON 16.99 16.99
*ADDIDAS CHP FOOTBALL 1689 1699 INT 30 TENNIS 1600  16.00 RED STORM RISING 1589 1599
ANARGHY 1383  13.99 *INT CHAMP WRESTLE 16.99 16.28 "RIDERS OF ROHAN 1609 1690
*ACIUAVENTURA 2489 24399 IMPERILIM 16.99 1699 SEUCK 1989  18.99
" AWESOME o 24,98 INFESTATION 16.99 1699 "SPEED BALL 2 1689 1690
* ARMOUR GEDDON 1600  16.09 *INTERCEPTCOR 1699 1690 "EWORD OF SAMUARI 1699 1690
*‘BARBARIAN Il (PSYGMOSIS) 16.09 16.09 ITALY 1990 13,99 13,90 "SECRET AGENT FLIES BY 13.09 13.99
BANKOK KNIGHTS 1398 1683 “INDYY 500 - 16,50 STORM ACROSS EUROPE 1889 1999
BATTLECHESS 1689 1609 IRON MAN 1390 1390 SPACE QUEST Il 1992 1990
*BAD LANDS 1689 1609 *IMMORTAL 1698 1639 "SPINDIZZY 2 1603 1699
*BATTLE COMMAND 1608 1689 IT CAME F' DESEAT 16,80 18989 "SILVER BLADES 1698 1698
*BATTLE MASTER 1999 1999 *JUDGE DREDD 1399 1399 “SIMULGRA 0ae - 1048
*BSS JANE SEYMR 1692 1699 KMIGHTS OF KRYSTALLION - 19,99 SHADOW OF BEAST 2 1609 2499
*BETRAYAL 1999 1898 | KICKOFFI 1289 1299 | STOS 19.0 =
BOMBER MISSION D'KS 1298 1299 KICK OFF 2 WGE 1699 1699 SHADOW SORCERER 1689 1690
BATMAN (MOVIE) 1250 1800 KICK OFF 2 {1MEG VERSION) 19,80 STREET FIGHTING MAN 1383 13.99
BLUE ANGELS 1698 1699 KICK OFF EXTRA TIME 099 999 SLY SPY 1399  16.90
"BILLY THE KID 1609 1699 | KICKOFF COMP 1699 1699 "STEPHEN HENDRY
“BAD BLOOD 1980 1999 et 1300 1900 CHAMPIONSHIP SNOOKER 1688 1690
BLACK TIGER 12300 1690 KILLING GAME SHOW 1699 1699 s 1690 1088
*BLADE WARRIOR 1500 1500 *LIGHT CORRIDOR 12,86  13.90 SHADOW OF BEAST 1 BO9  16.99
BUDAKHAN i 1699 "LIFE AND DEATH j909 1099 SHADCW WARRIORS : 3.89 :g-g:
*BUCK ROGERS 1698 1699 "LOTUS TURBO 1698 1699 g:fgﬂfm ,ggﬁ 16,99
*CUTIPD 1699 1699 LEGEND OF FAERGHIL 1689 1699 : :
CHASE HO 1399 1699 LEISURE SUITLARRY Il 2099  29.99 STAR FLIGHT AL = SR
CABAL 1380 1699 "LEMMINGS 1609 1690 SUPREMACY 1399 1390
SUPERCARS 1689 1699
CADAVER 1699 1699 *LEAVING TERAMIS 13.89 1699 ;
*CRIME WAVE 1699 1690 LAST MINJA I 1699 1699 HTLIN ALRSEA 1699 1699
; SPY WHO LOVED ME 1308 1389
| CAATHAGE 1580 1590 LOOM 1680 1698 o e e bt
1 CONQUEROR 1690 1690 LODT PATICR. B it ki “TIME MAGHINE 1699  16.99
| CORPORATION 1880 1690 "LAST STUNTMAN 1200 1290 Bt rimpdago S i B
| *CHAMPION OF RaJ 1699 1999 *LEGEND BILLY BOULDER 1689  16.99 e vid e 6 ety st
1 *CORVETTE 2 1999 MANIC MANSION 1699 1699 TOURNAMENT GOLF 1590 16.99
| COMBO RACER 1699 1699 “MAJIC FLY 1699  16.99 TRIAD Il (COMP} IV 900  19.99
! *CHESS CHAMPION 2175 1699 1699 MIDWINTER 1999 1999 “TEAM SUZUKI &89 1699
1 *CHUCHK YEAGERS AFT, 1600 1699 “MONTY PYTHON 1308 1390 bz i v e
| 1} COLARADO 1699 1699 MIDNIGHT RES'CE 1609 1689 TOTAL REBALL 1600 1699
1 CHADS,DUNGECN MASTER 19,68 “MYSTICAL 1600 18099 “TOKI 1699 1689
I | CHADS STRIKES BACK 1699 1699 *MURDER IN SPACE 1689  16.99 TNT 1999 1009
f *CHESS SIMULATOR 16099 1689 MANGHESTER UTD 1389 1699 TENNIS CUP st G s
DEFEMDERS OF THE EARTH 1288 1299 MATRIX MARALDERS 1809 1899 ety 606 1869
. DUNGECH MASTER EDITOR 5.99 5.09 *MEAN STREET 1689 1699 TUSKER oy kg
_ DRAGONS BREATH 1908 1999 M1 TANK PLATOON 1908 1008 THERERH a0 1080
"DRAGOM WaR 1699 1699 *MURDER 16.99 16.99 TV SPORTS BASKETBALL 1680 18.09
DAYS OF THUNDER 1909 1999 *MAGICIAN 1688 1608 A TRIATE DL oo e
DRAGOMN FIGHT 1998 19499 “MOONBLASTER 1699 1699 UNTOUCHABLES speug e
St 000 1990 § “MVIH 1699 1689 | ynivERSE M 1589 1599
*DUSTER 1650 1809 MEW YORK WARRIOHR 1389 1309 oINS I it
“DYNAMIC DEBLI'ER 1598 1589 MUCLEAR WAR 1699 1609 ULTIMA V 1685  *19.09
DYMASTY WARS 1698 1699 “NAVY SEALS 1660 1608 *UP AND AWAY it s
*EAGLE RIDER 1690 1699 “NARC 1600 1609 ook AEs 1800
*ECSTASY 1399 1399 NITRO 1690 1689 VENUS FLY TRAP 00 1309
E-MOTION 13.99 16,949 *NIGHT BREED 16.90 16.99 “VEMDETTA 16.99 16.99
EMLYN HUGHES INT SOCCER 1698 1898 NORTH AND SOUTH 1580 1509 EBULLIE 3 pape Sl s
*ENTERPRISE 13.98  13.99 MNEUROMAMNGCER ok 16.99 VOODOO NIGHTMARE 1689 16.99
“EDITION 1 (COME) 1999 1999 OP STEALTH 1699 1699 WARHEAD 1683 1699
*FLASH DRAGON 13.88 1398 *OPERATION HARRIER 16.90 1680 “WELLTRIS 1689  16.99
"FINALE {COMP) 16.99 16.99 *QUTBOARD 16.99 16.99 "WaAHR YEEP 16.99 16.940
*FOOTBALL SIMULATOR 12.88 1380 ‘0OBITUS 2499 2499 WOLFRACK 1699 19.99
F29 RETALIATOR 16.99 16.99 ORIENTAL GAMES 15.89 15.94 "WHEELS OF FIRE 19959 19.99
F19 STEALTH FIGHTER 1999 1999 *BARANCID 80 1689 1699 WINGS 1999 1999
F16 COMBAT PILOT 15.99 15,99 *PANG 16.99 16,90 “WONDERLAND - 19,99
FALCOM 16.09 19,90 ‘*PLOTTING 16.99 16,99 WORLD CHAMP 500 1300 16.99
FALCOM MISSION 2 13.80 1290 PROJEGTILE 1690 1690 "WLF 1689  16.99
FLOOD 1600  16.80 PINBALL MAJIC 12,806  16.90 WAR MONGER 1899 1699
*FUTURE BASKETBALL 1689 1680 *‘POWER MONGER 19.80 1990 WARF 1200 1200
FIGHTER BOMBER 1989  19.89 "POP UP 13.88 1399 XENOMORPH 1608 1889
*FLIPPIT MAGNMOSE 1600 1690 POLICE QUEST Il 1689 24909 *YOLLANDER 1699 1690
*FLIGHT OF INTRUDER 1689  19.99 PLAYER MANAGER 1299 1299 ZONE WARRIOR 16.06 i
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AMIGA 500 CHEETAH .. . 7.99
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he Amiga conversion of

Golden Axe has been six

months in the making and,
to Probe and Dementia’s credit,
it looks and plays extremely
closely to its arcade parent and
the Megadrive version. A one or
two-player game, Golden Axe
involves guiding three ncble
warriors across five horizontally-
scrolling stages, whilst
systematically slaughtering
hordes of evil Orcs and warriors.
The reason for your trail of
destruction is an evil warlock
called Death Adder, who, in the
process of seizing control of the
surrounding land, killed each
hero's family. You, of course,
must avenge their deaths and
free your country, but before the
guest can begin you - must
choose which of the three
heroes to take into battle. Each
of the trio — an EIf, an axe-wield-
ing Conan lookalike, and a
female warrior - have different
battle and magic attributes, and
what one makes up for in
strength, he or she will lose in
magical powers — thus, a nice
balance between the two should
be selected.

Once this has been done, the
game begins with our heroes
walking or running from left to
right. As you progress, the
twisted servants of Death Adder
start to attack in groups of two or
three. Using a combination of
the joystick’s directional controls

60
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Each character's magical powers vary, with the physically weak female war-

rior coming out tops in terms of spell strength. Pressing either of the Alt keys
casts the spell, and you can sit back while the enemy are knocked for six.

Your
strength
and
magical
ahbilities
can be
topped up
courtesy

of the small goblins that scurry around. &
By giving them the occasional kick they :-Z"__

relinquish both food and spells, and
they also appear between levels to pre-

pare you for what lies ahead. ggaastanyd o il

and the firebutton, each charac-
ter can perform a number of
easy-fo-use aggressive moves,
which include shoulder barging,
throwing and, of course, using
whatever weapon you are hold-
ing. Each enemy must be

knocked down several times
before they will give up.Too
many. hits from them will reduce
your character's energy and will
eventually cost one of your three
lives. Making your task slightly
gasier, though, are the afore-

Every now and then, a larger
adversary will stroll along and a
fight to the death will ensue. It's
wise to save your magic for
these encounters, but another
trick is to hack away at them
before they appear fully on the
screen. This way they don't get
1o take a swing at you.

mentioned magic abilities,
which, when activated, summon
a hellish force which kills or
weakens everyone in the vicinity
and is an impressive visual
showcase.

Therg's no doubting that
Golden Axe is a good conver-
sion: the graphics, animation
and sound are almost identical
to those of the coin-op, and it
even sporis all the arcade
machine's  intro  screens.
Despite all this, though, the
gameplay is its main stumbling
block. and whilst it is fun to play
— especially in two-player mode
— and the initial urge to explore
is great, its lasting appeal is
dubious. A good conversion, if a
little short in the longevity
stakes, but definitely one for die-
hard fans of the coin-op.

Steve Merrett

E Hack your way through a
guality coin-op conversion J

GRAPHICS 83%
SOUND 77%
LASTABILITY 74%
PLAYABILITY 83%

OVERALL 78%
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€s of each sIdE. futl le attacks are suicidal. 50 any
offe : are, by necessity, "behind the lines” actions performed by
: lﬂhm I‘l'l ‘specially designed vehicles. The Mauler is the latest such machine
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Level three's Aliens come complete with snapping jaws, eggs and even the odd squid or two.
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Graphically and sonically, Rainbow Arts have really excelled
with Z-Oul. Each stage has its own tune which suits the
action parfectly, and they even get louder when you reach
some of the nastier creatures. They haven't skimped on the
graphics front, either, and the levels range from seemingly
peaceful countryside to a flooded cavern - complete with rip-
pling water.
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As you approach the half-way point of each
level, the music ominously fades out and you
are left to face a larger adversary before you

can progress.

ne of the better shoot
o 'em ups of last year was

Hainbow Arts' R-Type
derivative, X-Out. Boasting a
catalogue of add-on weapons
that put both Blood Money and
Xenon Il to shame, and some
of the best end-of-level
guardians the Amiga has
»seen, the game won all sorts
of critical acclaim - and right-
fully so. Thus, and following
the likes of the film industry, it
was inevitable that a sequel
would be in the offing, and at
long last—and with surprisingly
little pre-release hype — it has
finally arrived. Z-Oufs sce-
nario picks up where X-Out left
off, with your race celebrating
the success of the X-Out mis-
sion. Interrupting the jubilation,
though, comes news of
another attack. Moving
quickly, the government
recalls you into action and
briefs you on your mission:
destroy the invaders home

Even with a heavily armoured craft
thera's still some very tight gaps to
get through. No weapons can help
you here.

from a number of recent

play draws from Irem's
R-Type the most. The most

protective nose cone which

ahead with a quick prod of
the space bar.

Z-0ut borrows a lot of ideas

shoot'em-ups, but its game-

blatant example of this is the

can be sent to clear the path



planet, and end their menace
torever.

Aesthetically and techni-
cally, Z-Outseems very similar
to its predecessor as both
games sport six horizontally-
scrolling levels each of which
has a massive guardian wait-
ing for you at the end of it.
Likewise, whilst X-Out took its
cue from a classic coin-op , Z-
Out borrows guite heavily from
its follow-up. However, despite
its stale storyline and its similar
facade, Z-Out is an extremely
playable shoot'em-up. Okay,
so it doesn't offer a great deal
over X-Out in terms of new
gameplay features, but the
graphics have been improved
upon and now sport impres-
sive organic and hi-tech looks
in the style of H.R. ‘Alien’
Geiger, whilst the enemy for-
mations are faster and
deadlier than those of the orig-
inal.  Similarly, the most
important addition to the tried

and trusted gameplay is a two-
player mode which allows a
friend to join in and share the
blasting.

The horizontally-scrolling
action begins with your piti-
fully-equipped ship evading
numerous enemy fleets.
These take the shape of both
air and ground-based ships
that spew numerous bullets as
they pass, and the almost obli-
gatory guardians who now
appear both during a level as
well as at the end. As can be
expected, these are lethal, and
contact with them or their bul-
lets results in the loss of one of
your five lives. Making your
task easier, though, and
replacing the shop system X-
Out favoured, extra weapons
are scattered randomly
throughout the levels in the
form of coloured capsules
which appear when certain
species of aliens are shot.
Once collected, these endow

your ship with all manner of
strange but deadly devices,
ranging from the ever-popular
‘probe’ device that protects
your ship from oncoming bul-
lets and can be sent ahead of
you, to zig-zag bullets which
penetrate even the most thor-
ough of defences. The most
impressive display of
weaponry, though, are the
side-mounted cannons which
not only can withstand con-
stant hits from aliens ships, but
effectively triple your arma-
ments the only major
problem, though, is that if you
lose a life, all your collected
weapons are lost.

Whilst not offering anything
particularly new, Z-Outis a fast
and furious blaster which puts
most of its competitors to
shame. The variety and quality
of the graphics are, on the
whole, excellent, with the
Giger-inspired level three
deserving a particular men-
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SOUND

BLASTING EFFECTS

AMIGA SPEC

MEMORY REQUIRED 512K
SCROLL SPEED 8
COLLISION DETECTION 9
COLOURS ON SCREEN 40
LEVELS 6
DIFFICULTY LEVEL 7
HOURS TO COMPLETE 72
NUMBER OF PLAYERS 1/2
GRAPHICS STYLE - EXTREMELY

VARIED AND DRAWING INSPIRATION
FROM A LOT OF COIN-OPS. RUNS AT

- EACH STAGE HAS ITS OWN
| ACCOMPANYING SOUNDTRACK, ALONG
| WITH A NUMBER OF SUITABLY LOUD

[

| [T
ARMED AND DANGEROUS...To begin with, your ship is armed with a pathetic laser, but by sh

scuttle across the screen,
dom order, and range from homing bullets to side-mounted cannons which also double up as shields, withstanding hits from aliens or their bullets.

CREEN
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LU
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tion, with its Alien habitants
sporting the piston-like jaws
their film counterparts used! In
addition, the end-of-level and
mid-way guardians are even
better than those of X-Out,
rounding off one of the most
polished and addictive shoot
‘em ups the Amiga has seen
for months.

Steve Merrett

_.':I-u-.-i-:::: -

ooting the red demons that occasionally
exira pods can be collected which enhance your ship. Once you have secured the nose cone. the weapaons then appear in a ran-

The end-of-level and mid-level guardians retain the flavour of each stage’s
graphical style. By far the most original, though, is the enlarged egg that awaits

you during level 3. As you enter its

lair, a bio-mechanical wall pre-
vents you from harming it. By

entering the fiery ring that spins

towards you, though, the gates
part, allowing you to blast away
it until it eventually explodes,
allowing you to pass.

RAINBOW ARTS £19.99

£ A polished, addictive and
fun shoot 'em up

GRAPHICS ?3%
SOUND 89%
LASTABILITY ?0%
PLAYABILITY 88%

OVERALL 89%
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N o doubt inspired by the
‘cutesy’ games that are
currently appearing on
the NES and Sega consoles,
Car-Vup is a forty-eight stage
platform romp with a little red
car as its star. Control the little

Herbie lookalike, called
Arnie,as he attempts to rid his
world of the marauding bad-
dies that have owverrun it
Behind this catastrophe is the
wicked Captain Grim who, as
his name suggests, is against
everything nice and, on seeing
Arnie's happy-go-lucky world,
decided that it was ripe for
spoiling. Before Arnie could
act, Grim's minions were
already running amok, and
Car-Vupplaces youinthe tyres
of the little automobile as he
prepares to clear each stage
by brightening it up again.
Lightening the tone of each
stage is sufficient to save it
from a fate worse than death,
and this is achieved by painting
or fixing every platform within
the level by trundling over it. An
easy enough task, hampered
only by the aforementioned

Each of the eight worlds sports a different theme, ranging from a
musical world to one based around the wild west. In addition, the
enemy sprites are suitably attired to blend in with their odd surround-
ings and you can expect to meet cowboy guns and bass drums in
their respective worlds.
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nasties who run and leap
around the screen and gener-
ally make a nuisance of
themselves.

Arnie is controlled using the
joystick and Core have made
a concerted effort to make the
controls as simple as possible.
The system works well, with
the firebutton and the up and
down directional controls
sending Arnie into a jump (with
the directional controls deter-
mining the height of the jump),
whilst the left and right controls
only come into play when you
need to turn the little car
around. Each horizontally-
scrolling level wraps around
and covers roughly four
screens — and as you run from
left to right, the platforms are
scattered at different heights
above you. In addition, as you
colour them in one by one, var-
ious bonuses drop from the
heavens and should be col-
lected for extra points and
features. For instance, collect-
ing the balls that sport the
letters that make up the word
EXTRA will gain you an extra
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CAR-VUP

life, whilst collecting B,O,N,U,
and S will add to your score
and ignite a flurry of fireworks
to celebrate! For the most part,
though, the bonuses are in the
shape of point-giving fruit and
goodies which add to your
score considerably. Similarly,
on odd occasions, a weapon
icon will appear and, if col-
lected, endows Arnie with a
new offensive power. These
take the form of jets of steam,
bullets, and bombs which will
kill any lurking nasties, or he
can improve his performance
with the addition of extra turn-
ing speed which allows our
little red hero to turn on a six-
pence.

And that's all there is to it
really, but don't dismiss it as a
simplistic  platform  romp.
Behind Car-Vup's cute and
simplistic front lurks a surpris-
ingly addictive little game, and
it is obvious that a lot of time
has been spent ensuring that
the controls and gameplay are
as simple and uncluttered as
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VITAL ACCESSORIES

A number of weapons can be added to Car-Vup’s cute little hero. Here's what to

expect...

in their path

instantly

The Backfire: Protects the back of your car and stuns any enemy that runs into

the resultant smoke ring

Mortar Bombs: These can be fired in front of you to protect your path
Gun: The most common add-on, and the most useful. Just blow whatever is in front of you out of

the way!

Big Fenda: A magic bumper that allows you to temporarily collide with other obstacles without

sustaining any damage
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possible, something which is
perfectly apparent as the
game is adoddle to pick up, but
difficult to master — the key to
an addictive game. Having
said that, though, the game is
no slouch in the graphics
department, as each of the
eight levels are nice and var-
ied, with each stage boasting
nasties that tie in with its over-
all theme and style — for
instance, in Musicland, you
can expect to be attacked by
drums and trumpets. In terms
of gameplay, Car-Vup borrows
ideas from games as diverse
as Rainbow Islandsto Wheelie

(remember that?), and the
many bonuses and nice
touches that have been

included ensure that the game
won't get too repetitive and
dull. All in all, whilst not break-
ing down any sound or
graphical barriers, Car-Vup
offers addictive — if a little
repetitive — platform action,
and proves itself to be a neat
and addictive variant on the
tried and trusted platform
theme. Worth a look.

Steve Merrett

0il Cans: When you drop the oil, anything chasing you spins out of control and
dies — useful in a tight spot
Steam: Like the ejector seat, this kills anything above you

| Depth Charge: These can be dropped on anything below you, killing them

Completing a level is simple in theory, but not s easy in practice.
However, once all of the platforms have been painted, you will be
whisked to safety by a friendly-looking helicopter.

Contact with the enemy is fatal,
but a premature end to your
world-saving plans can be
averted with the collection of
the many weapon icons which
enable you to protect yourselt
with items such as bombs and
bullets (see panel below).

Ejector Seat: An extending arm flies out and kills whatever is directly above you 7
Spare Tyres: When fire button is pressed, these fly out behind you, killing anything

e
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CORE DESIGN £24.99 ¢

£ Piatform fun for the
younger gamesplayer 9

GRAPHICS 84%
SOUND 81%
LASTABILITY 82%
PLAYABILITY 83%

OVERALL 81%
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argames are normally
considered  suitable
\‘Dd der for train spotters
and callow youths in anoraks.
| ean never understand why
this image persists. While ‘nor-
mal’ games players are
zapping a couple of aliens from
Quogfan Minor, the wargamer
is sitting at home deciding the
future of the world with his fin-
ger onthe ‘nuke’ switch and the
fate of millions in his hands.
Final Conflict is one of a
select few wargames that
attempts to be user-friendly.
The presentation is up to
scratch, with nice graphics and
easy-to-use icons. The sce-
narios are fairly modern

FINAL COI

with a unified Germany
and a Middle East conflict
option. There's also a
Missile Command style
nuclear defence screen,
where you have to shoot
incoming warheads, and
which adds a bit of variety
to the traditional wargame.

Whatever the scenario
you'll usually find yourself
squaring up  against
another powerful country.
You can use diplomacy to
make them see your point
of view or attack them
which, of course, carries
even more clout, though it
can be costly on your coun-
try's resources.

A country's armies are
divided into two sections,
infantry and  armoured.
Because the game is set on a
global scale there are no indi-
vidual regiments in the usual
wargame sense. Creating new

infantry units depends on the
amount of people of con-
scription age in a country.
The number of personnel
and the amount of raw
materials available
varies from country to
country, so on a pro-
tracted campaign it
makes sense to try
and -capture an
area with good
potential for
manufacturing
war materials.
There's
always the
nuclear
option.
This can

Defending against a nuclear attack is difficult.
Use the mouse to target were you want your
anti nuke missiles to detonate (usually ahead

of the incoming fire), then use the left and right

mouse buttons to fire from your bases in the

bottom corners of the screen.

SYSTEM CONTROL
Giving out an order is simply
a matter of clicking on to a
country, followed by an order
icon, and possibly another
country if your sending troops
there or working a diplomatic
miracle. It's simple command
systems like this that open up
war and strategy gaming to
people who are normally put
off by long streams of compli-
cated and laborious
commands. The only draw-
back with this system is that a
serious wargame fan might
want a more developed con-
trol system capable of
manipulating individual com-
bat units and offering detailed
logistical information.

The political map of Europe at the
outbreak of World War Three. Nato
are coloured red, the Warsaw Pact
are coloured green as they are the
players side, and neutral and non
pact countnies are shown in yellow.

backfire, however, leading
to severe ecological prob-
lems, such as starvation or
the onset of nuclear winter.
Other countries will react if
you fire nuclear missiles
willy nilly, so the
nuclear card
needs to be
played with care.
Final Conflictis
occasionally too
simplistic for its
own good. OSet
against that there
are some attrac-
tive graphics and
a design system
which adds to the
game immensely.
| don't feel there's
enough in there to
keep dedicated
wargamers happy;it's
more like an
advanced computer
version of the classic
board game, HRisk. Worth
checking out if you fancy your
chances at world domination.
Mark Patterson

IMPRESSIONS £24.99

Your spies
give you
important
information

abouts of
enemy
bases.

‘ A good, but slightly
basic, wargame 9
GRAPHICS 66%
SOUND 54%
LASTABILITY 77%
PLAYABILITY 78%

OVERALL 78%
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THE
WORLD'S

LARGEST

CHAIN
OF

@ 512K RAM

® 1 Meg Disk Drive @ Operating System

@ 4096 Colours Disks

® Multi Tasking ® All Appropriate

® Mouse

@ Built-in Speech
Synthesis

AMIGA 500, Night Breed, Back to the

Future 2, Days of Thunder, Shadow

of the Beast 2, Chess Player 2150,

Datastorm, Dungeon Quest, E-

Motion, Grand Monster Slam, Kid

Gloves, Rick Dangerous, RVF

Honda, Shufflepuck Cafe,

Soccer, Deluxe Paint I,

Joystick, Tutorial Disk, TV

Modulator and over 100 PD

Programs plus 2 mystery games

DIAMOND D501:

* TWO YEAR WARRANTY

* BATTERY BACKED
CLOCK/CALENDAR

* FREE UTILITIES DISK
WORTH £49.95

* ON-OFF SWITCH

ous romsors  ££29, 95

8MB Ramboard
2MB Populated INC VAT

£149.00 INC
VAT

£39.95 inc VAT with
COMICSETTER or SPRITZ
PAINT or PHOTON PAINT Il

wmes + DIAMOND PACK 1 s
ALL OUR AMIGA AS00 PACKS CONTAIN MACHINES
WITH THE FOLLOWING STANDARD FEATURES

@ Two Operation Manuals

Connecting Cables

£399.00

INC VAT

MR DIAMOND’S

Revenge of the

EXTRA 512K RAM
£34.95 inc VAT

Southampton

(0703) 232777

Fax 232679

Poole (0202) 716226
Fax 716160

London 01-597 8851
Fax 590 8959
Midlands

(0926) 312155

Fax 883432
Manchester
COMING SOON
Bristol (0272) 693545
Fax 693223

Eire

(061) 376744

Fax (061) 376740

DIAMOND PACK 2

AMIGA 500 COMPUTER

WITH MOUSE
AND

PHILIPS 8833 MARK |

COLOUR STEREO MONITOR

CLASS OF
90's PACK

£499.00

DIAMOND PACK 3 |

If you thought our Diamond Pack 1 was good
value just look at our Diamond Pack 3.
UK 8833 or 1084/S
SAME AS PACKS 1 OR 2, BUT WITH

PHILIPS COLOUR VISION MONITOR (U.K.)
NEW 10845D

onLy £625.00 inc vat

DIAMOND PACK 4

Same as Pack 2 with colour
monitor but includes 24 pin
colour printer

onLy £759.00 inc vaT

with Kindwords ver 2.0 Word Processor

DIAMOND - THE NAME YOU CAN TRUST

Diamond Computer Systems Ltd
84 Lodge Road, Southampton.

Diamond Computer Systems Lid

406 Ashly Rd. Poole. Dorset BH14 DAA
Diamond Computer Systems Ltd,

227, Filton Avenue, Bristol.

LAN Computer Systems Ltd,

1045 High Road, Chadwell Heath, Romford
LHC Microsales, 121 Regents St.,
Leamington Spa, Warwickshire.

Diamond Computer Systems Ltd,

Ballina, County Clare, 5. Ireland

Diamond Computer Systems Ltd,

188 Deangate, Manchester

CHIP SHOP PRICES

WE ONLY SELL NEW CHIPS

A590 CHIPS
0.5Mb £29.895 inc VAT
2.0Mb £115.00 inc VAT

1.0Mb £58.95 inc VAT

AS30 2Mb Populated £299 + VAT
8 UP BOARD CHIPS

2Mb £99 EMb £270
4Mb £195 EMb £369
B UP Board/Supra anly £139

8 UP Board 2Mb Pop £229

RIBBONS Quantity

2 B
OKI 20 COL £7.00 £6.50
0Kl 20 BLACK £6.60 E6.20
PANASONIC KXP 1124 £7.50 Ev.00
KXP 1080/1/2/3 £3.95 £3.80
JUKI 6100 £1.75 £1.60
M. TALLY MT80 £3.50 f
STAR LC10 £3.90
STAR LG10 COL £6.50
STAR LC24-10 B6.50
GITIZEN 120D £3.25
LX800 EPSON £2.50
AMSTRAD PMP 4000 £3.85

OKIMATE 20

24 Pin Colour Printer
£149. Inc VAT & Delivery
While stocks last

EXPORT HOTLINE (0272) 693 545
EXPORT FAX NO (0272) 693 223

#* SPECIAL

DIAMOND DRIVE, THRU
PORT ON/OFF SWITCH

ONLY £49.95

with metal case £69.95
INC VAT
OAVE. WITH 10 BLANK DISKS

& DISK £53.95 INC VAT




AMIGA 1500

Dual drive B2000 & 10845 Colour Monitor, with Simcity,
Their Finest Hour and The Platinum Editor Works

Your AMIGA 500 is worth over £800!!

When you part exchange it for a B2000 with an autoboot hard disk!

Phone or call in to a Diamond sf for details
Amiga 2000 from £499 inc VAT when your part exchange your existing
system. Call for details.

RENDALE 8802
GENLOCK
£179 INC VAT

FLICKER FIXER
£275

% PRICE %

BREAKTHROUGH

A590 2MB POPULATED
INCLUDES THE EXTRA 2MB

VIDI AMIGA
£79 INC VAT

HI RES MONO CAMERA
£199 INC VAT

VIDI + CAMERA
£269 INC VAT

Diamond
Configured Packs:
AT System
Amiga B2000
AT Bridgeboard
2090A 20Mb Autoboot HD
10845 Colour Monitor

XT System
Amiga B2000
XT Bridgeboard
2090A 20Mb Autoboot HD
1084S Colour Monitor

Basic System
Amiga B2000
2090A 20Mb Autoboot HD
1084S Colour Monitor

Audio System
Amiga B2000 + 2090A
1084S Colour Monitor
Music X & Midi Interface

Visual System
Amiga B2300 Genlock
Deluxe Video 3 +
1084S colour monitor

40Mb Quantum Drive, Fast file System Hard Disk for
B2000 — only £395 or £495 for 2Mb populated
Autoboot A2092 (20Mb Hard Disk) — £199

Phone for our incredibly

CITIZEN SWIFT low prices on the above

24 PIN PRINTER

£249 systems!

DIAMOND MULTISYNCH

MONITOR
£295

DIAMOND
MULTISYNCH 3D
£379

NEW COMMODORE
AMIGA 3000

DIAMOND 16/40 A3000 P.0.A.
DIAMOND 25/40 A3000 P.0.A.
DIAMOND 25/100 A3000 P.0.A.

CALL FOR VOLUME DISCOUNTS
WITH CBM 0S/2

DIGIVIEW GOLD V.4
£99.00 INC VAT
AUDIO ENGINEER
£149.00 INC VAT
PROFESSIONAL PAGE
£99.00 INC VAT
POD SCAT GRAPHICS
TABLET
P.O.A.

HIGH QUALITY 3.5" RETAIL PROMO
BULK DISKS

Add £4.95 for 80 capacity lockabla box

PRINTERS
STAR LC 200 COLOUR
Mew colour 9-pin prinfer 225 cpl high specification
machine
CITIZEN 124D
New low cost high guality 24-pan printer f‘l 35
OKIDATA LASER 400. 4 PPM
Mew lasar with LED

technology £649

All printers in our range are dot matrix and include the
following features

Standard centronics parallel port for direct connection to
Amiga, PC's, ST, Archimedes eic. Tractor and friction
paper feeds

PHILIPS MNS 1432 £99
HIGH QUALITY 9-PIN PRINTER

CITIZEN SWIFT-24 £229
WITH COLOUR £249

PANASONIC KXP-1124 £199
24-PIN D.MATRIX PRINTER

OKIMATE 20 £130
24-PIN COLOUR THERMAL

DOT MATRIX PRINTER

STAR LC-10 MONO £119
Multiple font options from front panal, excellent paper
handling C&4/128 version avallable

STAR LC-24-10 £199
24 Pin version of the popular LG series with exceptional
letier print quality

COLOUR PIC

Real Time
Frame Grabber
£399.00

MONITORS

8883 MONITOR
All UK monitors have 1 year
on site guarantee
PHILIPS 8833 (U.K.)
COLOUR MONITOR WITH
STEREO SOUND

ONLY £199.00

DIAMOND MULTISYNC
MONITOR
ONLY £295.00

1084/S £189.00

COMMODORE 1084/SD
MONITOR
ONLY £209.00
NEW CBM 1084SD

ALL PRICES EXCLUDE VAT. COURIER £7, NEXT DAY SERVICE £10
E & OE. All prices correct at time of going to press and are subject to change without notice.
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The 3D vector graphics system in

Imtensity suriaces. The system allows

ADVERTISEMENT

¢ Just what a game should be: looks good, 9§
sounds good, and plays like a dr_eam.

Chris Morley, ACE, October 1990

Simulcra features solid filled 30 | - e W "
graphics with shadows and light M\_ = L

solbd and wirstrame surfaces to ba freely
mixed. Stipple and transparent/semi-
transparent surfaces ane also employed.

The game code rums up ta 252 non player objects on
the map. The game cycle rate and the view cycle are
Independent £o that game time can be Kept mome of less
constant even if the display rate is slowed down.

Special explosion effects are achieved using a highly
efficient particle contraller that individually moves up to
100 particles. Definltety a game thal goes with a hang!

Simulcra uses a grid-based map similar to
Virus but includes 'blank’ squares,
introducing ground-based
and fight action

=y

=

* aWesome, conjuring up
immediate comparisons with the classic Vimus.
Your SRV rotates 360 degrees and can fly or
drive. The rotation and shading are excellent
and the game has a great feeling of speed

Battle is fast and furious and you can power up
the SRV with loads of goodies including speed-
ups, radar, fire and forget missiles, target
display systems, shields, and extra lives

h war i5 played out inside massive computer

MICROSTYLE hurl you into the
computer war of the future
and produce ared hot 3D -
shoot-em-up as an
incentive...

Cyberscape rules in the far future, where even

simulators. A particularly unpleasant virus has

however, had the effect of projecting the
combat into the real world and as a result you
have hordes of bloodthirsty simulcraft pilots
wreaking havoc all over the place. Your objective is
0 enter the "battle matrix’ and destroy the other
craft as well as the marix itself

You control a sophisticated Suface
Reconnaissance Vehicle (SRV) with swing wings
that give it limited flight capabilities. You drive your
SRV around the matrix, encountering every so
often a thin red line that denctes an energy barrier
beyond which yod cannot pass. You must then
locate the relevant energy projector and destroy it
which will lift the barrier and allow you to proceed

To add variety to an already exciting
game, Micrestyle have thrown In 3 wide
variety of enemies. First, and most
common, are the laser turrets that
slowly sweap in a complete circle untll
they bock onto you, whereupon they fine
viclously. Varlous ground and air attack craft, such as
jeeps and small tanks, race around the walkways,
thankfully needing only one shot to kill. Then you reach
the megatanks - these can only be killed with missiles,
but when shet explode In the most satistactory way yet,
by first ejecting the gun turet and then collapsing in on
themsslves with a terrific sound affect.

Throwghowt the game you also have access to a map
screan for strategic planning - and there's alsa & neat
power-up that gives you shert range
mapping/radar facilities while

that is slightly similar to Resolution 101 in
gameplay terms but blends in elements of
Falcon and Virus as well. In addition, the grid
construction introduces a maze element
Sound effects are superb and add to the
sensation of speed. There's also a wonderful
niro sequence.

Just what a game should be: looks good,
sounds good, and plays like a dream

Here at MicroStyle we couldn’t think of anything
more to add to Chris Morleys’ review for Octobers
edition of Ace.

RELEASE DETAILS

All excerpts quoted by kind permission of Ace




he Earth has been con-
T guered in a Dbloody

invasion, the population
enslaved and the planet stripped
of its raw materials. The Eco
Phantoms, an evil race who
plunder resources from other
civilisations, are on the rampage
and it's your job to stop ‘em.

The aliens have set up three
bases in prime mineral locations
around the globe (desert, sea
and polar cap). Each base or
dome is made up of a maze of
gulleys, with heavily guarded
buildings hidden within. The aim
is to locate the installations,
enter them, rescue all the pris-
oners, steal all the items and
destroy the buildings, effectively
destroying the domes. Then it's
a fight against the mothership to
send the invaders packing once
and for all.

The craft you control is a
stolen Zeppelin airship. You'd
think it would be easy to keep a
hot air balloon aloft. Don't you
believe it! Flying through a vari-
ety of weather conditions such
as lightning storms and high
winds, or even the odd earth-
guake, can damage the ships
turbines, slowing movement
and even cutting out certain
facilities, such as the ability to
turn left. Virus balls bombard the
zepplin spreading viruses which
eat away at the very fabric of the
ship, causinginternal systems to

On arriving at a
building, a Zepplin,
not entirely unlike
this one, will
approach you and
ask for a code. Get
it right, and you'll
be allowed 1o enter.
Guess wrong and
you'll probably

§ meet a grissly
death.

L1

o~ .

The Engine room. The five
animated turbines contral
all movement of the ship,
and have to be regularly
topped up with oil. This is
immensely time consuming
s0 when you've freed some
prisoners put them to work
in the engine room to look
after things.

Oh dear, you lost! All the Earth's minerals
have been stolen and the planet has become a
lump of barren rock.




-

shut down or fail. The systems
can'tbe repaired, but shutdowns
can be avoided by careful mon-
itoring. For example, you can
prevent the turbines stopping by
topping them up with oil when
necessary.

Of course, keeping check on
your ship's performance takes
up valuable time in an already
busy game. For the first time, at
least to my knowledge, the peo-
ple you rescue from the
concentration camps serve a
useful purpose. When they
come on board your ship, you
can assign them work in the tur-
bine room, the virus vaccine
laboratory or the passenger
lounge, where they will perform
essential maintenance tasks,
leaving you to pilot the ship
through the narrow gulleys in
search of danger.

As you travel through the gul-
leys various objects attack you.
First are the wvirus balls. Like
amoebas, they travel in pairs,
and you have the option of
shooting them or running
through them and taking the
damage. If you open fire and
you're not fast enough, they will
multiply, spread out, and take up
a larger area of the map giving
you an even tougher time. Then
there are the roaming alien
attack forces that will sit quietly
and let you pass unless you
attack them, at which point

You're inside one of the buildings.
Set blasters to maximum, rescue
the prisoners and cause mayhem.

Splinter Visions originally lite as a graphic art com-
pany back in June 1 m Ileg: ynplitsguwrﬂinuuh

title called Terrarium that,

December of last year the trio of Alan Miles, Deborah Issac and
to establish o full blown development

Mike Jory deci

roping in the talents of Jeremy Shirlock, Toby Simpson and Nick
Snape on coding ond Roy Beer and Adam Pracey toking oll
sound responsibilities.
Eco Phantoms is their first published product.
Future titles due to appear next year are The Magic Garden,
un arcade odventure with o gardening simulation, and Fatal

Strokes, where an artist has to free his paintings from posses-
sion by entering their strange, surrealistic worlds.

74

The zeppelin is flying along one of the underwater gulleys. To begin with
all is quiet. Suddenly a squadron of enemy ships appear and attempt to
blast you from the sky. Taking evasive action you've got to think fast to

avoid their gunfire. It's not going to ba aasy, but that's part of the fun.
After eventually seeing off the attack fighters, another building looms
up on the view screen and it's time to explore.

AMIGA SPEC

, was never published. In MEMORY REQUIRED 512K
SCROLL SPEED 7

house, COLLISION DETECTION 8
COLOURS ON SCREEN 32

LEVELS 3
DIFFICULTY LEVEL T

HOURS TO COMPLETE 24

NUMBER OF PLAYERS 1

GRAPHICS STYLE ATMOSPHERIC AND

MOODY ARTWORK

SOUND INTRO TUNE, PLUS SPOT FX

SCENE

they’ll fight to the death. Some
carry special items, such as food
and fuel, so sometimes it's worth
the risk to obtain much needed
supplies. Finally there are mine-
fields which have to be crept

* past by sliding to the side of the

gulley, and then proceeding at
low speed.

When you finally do reach a
building, an enemy zeppelin
appears and asks you for an
access code. If you supply the
wrong one, the balloon will open
fire. Enter correctly, and you can
send a remote control robot into
the building, where it will free the
prisoners and collect all avail-
able objects.

The graphics are the game's
high point. Rather than choose
bright, garish colours, Eco goes
for a subtle, atmospheric look,
with dark moody displays and
more shadows than CIiff
Richard. The entire game is
mouse controlled, which for the
sake of speed and ease of use
can only be a bonus. In fact,
looking at the game, it seems
that a lot of work has gone into
its design, despite Splinter
Visions claims of starting ‘last
Wednesday'. Although on paper
the game is far too complicated
to work, in practise it comes
together nicely, and you end up
with a game that is comfortably
taxing.

Tony Dillon

This map is almost useless. It
appears that three domes are under
attack.

ELECTRONIC Z00 £24.99

= ‘ Highly atmospheric
futuristic strategy romp ,

GRAPHICS 87%
SOUND 79%
LASTABILITY 80%
PLAYABILITY 81%

OVERALL 80%
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You are on a quest §
kingdom of an evil Demon

lead you throughs
and castles befon
challenge ... t

spectacular graphlm,
and plavability, featuring:

+  Over 600 Screens of Action
»*  Over 1400 Frames of Animation
+ 15 Level Parallax Scrolling
for Realistic 3D Effect
Bi-directional Smooth Scrolling
« State of the Art Animation
+ Breath taking Backgrounds
+  Over 100 Colours on Screen
+ B0 Frames/sec
+  Over 3 Megabytes of Graphics

iimation, suund

ige Well-defined Characters

pe than 100 Different Mon- B

ATARI ST

Save Gama Ophnn
* Arcade Game Qualitv

Superb gameplay and control of
characters makes this a stunning gra-
phic adventure in every sense.

:
Available for Amiga, Atari ST, ¢
IBM PC and Cé4. ReadySoft Inc. H
1990 ReadvSoft Incorporated. Wrath of the Demon is a
trademark of HeadySoft Incorporated

Entertainment International (UK) Ltd * 4 The Stannets * Laindon North Trade Centre
Basildon * Essex 5515 6D] » Tel 0268 541126 +-Fax 0268 541125




SEt in an alternate Earth,
Ranx, the game, is
based loosely around
'‘Ranx Xerox In America’, his
comic book debut. Here the
world is caught in the grip of a
mysterious plague, but a cure
has been discovered, and it's
downto Ranx to get it from Italy

ML M IRE 64

to New York, then hot foot it
back to ltaly to rescue Lubna,
his underaged sweetheart,
from an evil gang.
: Ranx is a seriously
" risky licence, owingtothe
visual excesses of the
comic book. To get round
this UBI Soft appear to
have toned down the
sex, violence and drug
abuse, which gives

. Hanx much of its flavour.

The game itself is nothing
more than a standard arcade
adventure. Information can be
collected by talking to people
who aren't shooting at you
{which isn't many). The prob-
lems are fairly straightforward.
grenade the gquy with the
chainsaw, or smash parking
meters for cash.

The real drawback is the
amount of people trying to stick

you with a knife, or gun you
down. | know it's supposed to
be an alternate reality with a
dog's ear of a civilisation, but
everybody and their aunts
appear to be out to get Ranx.
The bad guys can usually
strike first, and when there's a
few on screen Ranx doesn't
stand a chance. z

Though rough around the
edges the graphics capture the
feel of the comic book, with
loud captions when you hit
somebody and plenty of mean
looking dudes. | was disap-
pointed with the Ranx sprite,
he really needed to be a bit big-
ger and more detailed to set
him apart from the other char-
acters,

It would prove impossible to
try and retain the comic's vul-
garity in the game owing to
legal reasons, but this is a

Licences are normally carried through on
the hype of the original product, which is
probably part of the reason why minimal
effort seems to be put into many film and
comic book conversions. Ranx, though, has
an interesting problem: Ranx Xerox, the
main character, is a seven foot tall robot
who spends most of his time maiming peo-
ple, being abusive and cavorting with most
of the young ladies he meets in a very adult
manner. The comic book was subsequently
banned shortly after release. Though the
ban has now been lifted Ranx is only avail-
able through a few specialist comic shops.

You have to use the grenades to get past the
dude with the chainsaw. In this section it
helps to talk to people before you hit them.
Hitting lamposts is the only way for Ranx to
recharge although this will temporarily par-
alise him. Smashing up parking meters is his
only source of income.

SCENE

brave attempt and is definitely
adult orientated, but it still lacks
the necessary punch that the
comic book had.

Brave, but not shocking,
Ranx is fun for a while but falls
down under the sheer difficulty
of beating the bad guys. A pos-
sible cult hit.

Mark Patterson

——

Wi .Il'hll-l.' i

UBI SOFT £24.99

£ interesting but flawed
arcade adventure B
GRAPHICS 73%
SOUND 76%
LASTABILITY 71%
PLAYABILITY 68%

OVERALL 69%
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Somewhere in the desolate and freezing wastes of the
North Atlantic, between Iceland and the Kola Peninsula,
a Soviet battle fleet is lurking, ready to pounce on its prey.

As NATO Task Force Commander you must deploy your

fleet of submarines, ships and aircraft to locate, engage
and defeat the Kremlin's finest.

Produced by LARRY BOND the Naval
Analyst, HARPOON portrays the
superpower’s final confrontatibn. Now
it's up togyou.

With graphics that make everythingelse
look like finger painting and an arsenal of
weaponry that comes ug te your : . gl < et gt
armpits. HARPOON'S non-Stop action, =7 [ ‘
relentless intensity and chilling

regpongibility will leave you gaSpag.

It's more than a mere game

current event!

Available now

{8890 MIRRORSOFT LIMITED
& 1930 360

g g
PHONE: 01 928 1454 FAX: 01 583 3494




A platform has to be lowered allowing the
rat to cross over the fire to trip the switch at
the bottom left of the screen.
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Peter Parker, high school
wimp, was bitten by a
radioactive spider which
granted him the proportionate
strength and speed of an
arachnid, as well as a power-
ful spider sense which can
alert him to all forms of dan-
ger. Devising a powerful
synthetic web fluid and don-
ning a lurid red and blue
costume, Parker became the
amazing Spiderman fighting
crime on the streets of New
York. Created by Stan Lee and
Steve Ditko and first appear-
ing in Amazing Fantasy 15,
1962, the Marvel Comic's
character now stars in four
titles and his popularity shows
no sign of declining.

If Spidey makes a wrong
move the exit will close and
the rock will hurtle down.

fter twenty eight years of
crime busting Spiderman
is more popular than

ever, with the latest in the
long line of Spiderman
comicbooks topping the
million sales mark. It's a
remarkable achievement,
especially for Tod McFar-
lane, the writer and
illustrator, who rwas
rumoured to have col-
lected a cool quarter of a
million dollars for the first
issue in royalty payments.

This is Spidey's sec-
ond computer outing. He
was previously spinning
his stuff on  8-bit
machines, in an adven-
ture game from
Adventure International.
Strangely, this time it's a
puzzle game. It might not
seem such agood idea on
paper considering the

' » gung-ho trigger
happy computer gamesplayer,
butofscreen everything comes
fogether, with absorbing puz-
zles, and a more than adequate

The main problem here
comes from the spikey balls.
It takes some pretty nifty web

skills to get past them.
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SPIDER-MAN

Here Spidey has
to take the round-
about route so

that he can enter

through the top of

the screen. Then
he must activate
the elevator, deac-
tivate the orange
force fields and

destroy the robot.
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challenge for your joystick skills.
Mysterio, one of Spidey's old-
est adversaries, has kidnapped
the web slinger's missus,
Mary Jane Watson Parker,
and hidden her in an aban-
doned movie lot. Obviously
this gives a lot of scope for
traps and characters. Infact
the first bad guy on screen
looks rather like R2D2, set-
ting the mood for some
really bizarre events later
on.

In an industry which is
increasingly leaning
towards big graphics and
countless frames of anima-
tion (usually at the expense
of playability), it's nice to
see something which goes
against the grain. The main
Spiderman sprite =
extremely small, neat and
fun to control. Spidey can
crawl on most surfaces,
shoot webbing at the bad

guys and, of course, swing
around from line to Imp

At the
involve: flicking

start the puzzles
switches and



= leversto free yet more switches
and levers which will ultimately
reveal a final exit, letting you
into another themed section.
Further on in the game the puz-
zles become more elaborate,
set over several screens with
plenty of bad guys. For
instance, there's a complex
laser matrix that you've got to
negotiate or else you'll end up
getting fried, and escape can
only be accomplished by flick-
ing a lever on the previous
screen.

There's a novel restart sys-
tem. When a level is finished
Spidey arrives in a room with a
huge clapper board. Jumping
on its arm triggers a restart
switch letting you continue from
that point if anything untoward
should happen. A Spiderman
graphic at the side of the screen
shows how much energy he has
left, slowly transforming into a

skeleton as he weakens.
Should a full frame appear then
it's scratch one arachno-
sapien.

Spiderman is virtually unre-
stricted in where he can move.
Some surfaces have been
deliberately Spider-proofed (ie
made slippery) by Mysterio,
causing some problems. These
often add to the difficulty of a
puzzie, as well as making
escape from some traps
extremely hard.

Releasing a potential action
licence as a puzzle game is a
daring move. The game is well
executed and a lot of fun, so
much so that | couldn’t really
envisage a Spiderman shoot
‘em up now that I've played this.
Controlling Spiderman is some-
times awkward, especially
when you first start playing, but
it's only a matter of learning how
things work.

Spiderman is original, taxing
and fun and could definitely be
a surprise hit this Christmas.

Mark Patterson

Spidey has
lo avoid the
moaon, then
web the
gargoyle
before
getting to
the roof
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This is definitely the toughest of the early screens, requiring joystick
skills as well as thought.
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The gravity is
up the creek
on the
screen, 5o
Spidey gets
bounced
round in
every direc-
tion. The
object here is
to find the
right path
through
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This dinosaur
takes some
beating. Flick-
ing the switch
covers the
gap with a
bridge, flick-
ing it again
with the
dinosaur on it
means the
reptile will fall
to its death.
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AMIGA SPEC

MEMORY REQUIRED 512K
SCROLL SPEED FLIP SCREEN
COLLISION DETECTION 7

| COLOURS ON SCREEN 16
DIFFICULTY LEVEL 9
NUMBER OF PLAYERS 1
GRAPHICS STYLE SMALL BUT NEAT
SPRITES

SOUND SPOT EFFECTS

PLUS GOOD INTRO TUNE

Peter Parker arrives home to find
Mary Jane's gone AWOL.

Peter finds a mysterious message
from Mary Jane's kidnapper...

..which then disappears in a
cloud of smoke, but not before
Spidey sees the name Rockwell
Studios.

So it's move over Batman, the
night belongs to Web Head now.

¥- Superbly playable and
addictive puzzie game ¥ |

GRAPHICS 80%
SOUND 67%
LASTABILITY 82%
PLAYABILITY 84%

OVERALL 84%




Blue 13

ACES OF THE GREAT WAR

WWI Air Combat Simulation

& ake control of one of eight classic WW1 fighters
and find out how good you really are. Fly with
the hest—Richthofen, Fonck, Mannock. Ricken
hacher—and learn their tricks and techniques
* ction dogfight, solo, and team missions for ane or two ployers

using o single computer with ony combination of keyboard,
joystick, or mouse.

* Strategy Dogfight: For the skilled purist, Blue Max acts like o
highly-intelligent strategic boord gome, allowing you and your
oppenent to work out detailed battle sequences and ploy back
the moves in “realtime” 30.

* B girplones fo choose from, eoch with its own highly-detoiled
fhying characteristics.

* Perform missions with, os, or ogainst the Aces of the Great War.

* Dazens of historicol missions around 4 different locations within
France.
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inter, 1941, The icy waters of the North Atlan-
tic. The deeper you dive, the greater the pres-
sure. Depth charges explode around you, banging on
the hull of your U-boat like iron fists. Nerve and
cunning make you the terror of the Alliec

CONYOYS,

* 30 submarine worfare: For the first fime, o sub warfare game lets
you deal with threats below and above the surface in o true three
dimensional environment,

* Reol communications: Use the German Enigma coding machine fo
send and receive information.

* Many missions 1o choose from—into the North Atlantic and Arctic,
inlond olong the coost of Norway, into the Bay of Biscoy, and
through the Straits of Gibralter.

* 30 grophics in 256 VGA colors, with multile internal and external
tamera wiews in o complete 30 world.

M / N
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* 3 different levels of difficulty, from beginner o realistic e ;__x.{'" s e
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For your local dealer, contact: Mindscape International Limited, The Coach House, -Hooklands Estate, Scaynes Hill, WestSussex RH17 NG, Tel. 044 486 761

For further information on Mindscape products and new releases please call: 0898 234214

DOUBLE DARE YOU.

* VGA 256
- «-0 3D COLOR GRAPHICS,
: &z e ORIGINAL MUSIC,
- ... SOUND EFFECTS FOR GAME
BLASTER, ADLIB
SYNTHESIZER _
CARDS
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THE ULTIMATE SOCCER CHALLENGE |
i IS ABOl.I'I' 7O ...KICK OFF!!

AVAILABLE ON: Commodore Amiga, IBM PC and Compatibles, Atari ST,
Commodore 64, Amstrad CPC+, Amstrad GX 4000 & Spectrum

EMPIRE SOFTWARE, 4 The Stannets, Laindon Morth Trade Centre, Basildon, Essex 5515 6DJ. Tel. 0268 541126
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he new Rogue game is set

in the character's early

days. On the planet Nu
Earth two sides are battling for
supremacy on a plane