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TRIBAL
Sports games are Elec
tronic Arts bag at the

moment with the imminent release
of this futuristic multiplayer game
It's fast and furious action all the
way as three players at once
battle with each other to knock a
puck around the strangé pitch and
bash it into an opponent's goal

The game can handle up to
eight teams competing in either a
knockout contest or in a league.
The game can be tuned from a
pure hectic arcade game to a
more sedate version including
statistics and tactics. Stay tuned
sports fans!

WORLD CHAMPIONSHIP
g SOCCER

Sports games are Elite's
bag at the moment (deja vul) Just

making it in time for the world cup
will be this viewed from above
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as ANDY SMITH reveals what's new and hot.

soccer game for one or two play-
ers. Its licensed from Sega and
features all the usual bits fike cor-
ners, free kicks, men running
around with a ball - that sort of
thing. There are even some tacti
cal bits where you can select your
team before ~starting the five
matches which might just take you
to the final.

TOURNAMENT GOLF
9 Elite are also working on

a golf game, another
Sega conversion, for one or two
players that allows you o play on
three 18 hole courses. Choose
your clubs but take account of the
wind direction and alter your
player's position while lining p for
the shot, then keep your eyes on

the strength meter while you make
the shot and hope you don't end
up in any of the bunkers, water,
trees or rough. US Masters cham-
pion Nick Faido may not have
become an expert by playing this
game, but with a bit of practice
you could find yourself playing
good enough golf to drive him off
the fairway.
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LAST BATTLE
Elte’s third imminent
game, a Sega conversion

again, is a one player sideways
scrolling beatem-up. You have to
make your way through over 30
stages of enemy territory punch
ing and kicking baddies as they
come at you with all manner of
mean and nasty weapons. Leap
and cavort around the screen
taking out the baddies and moving
thraugh the stages until you come
across and (hopefully) defeat.the
end of level guardians.

TURRICAN
Rainbow Arts reckon com-
plex shootem-ups are the

way of the future, so they've been
busy working on one. Turrican fea-
tures some 13 levels with over
1,000 screens and ts a sideways
scroling affar. There are a host of
extra weapons to pick up and

#2998 0900

superhuge end of level guardians
to destroy, which you would
expect from such a game, but
there are also secret raoms, exira
levels and bonus rooms for the
inquisitive player to discover.

MURDER IN SPACE
In space noone can hear
you shout ‘Aaarrrgggh

hhhe. Amateur ‘tecs out there will
s00n be able to test their deduc
tive powers with this Infogrames
game set in space in the year
2005. A murder is about to go
down and it's down to you to find
the perp’ and the eight crew menm
bers. There's more fo it than that
though, the game relies on ank
mated dialogues throughout and
there are even arcade games to
play, like when you have to manu
ally piot the station on which the
game is set.

XIPHOS
3D space odyssey fans
be pleased to know

Electronic Zoo are g on just
such a game. Its a mix of games
with the ability to play it as a pure
arcade game where you fly around
blasting the enemy ships or you
can play it in mission mode where
you wil have to do a lot more
strategic thinking. Both games
include  digitised backdrops and
surface detail on many of the 3D
craft you meet within the game
There's a lot more too it than that
though, as you will soon be able to
discover for yoursef

DYNASTY WARS
China around 184 AD
was a riotous place

apparently, so US Gold reckon its
just the place to set a chopemup.
This one or two player coinop
conversion sees the player in the

role of a rebel out to smash a
bunch of warlords who have over
thrown the Han Dynasty. There are
eight levels to battle through and
four characters to choose from,
each with peculiar attributes which
change as your warrior pro
gresses through the game. Loads
of jumping up trees backwards
and slashing around with big
swords here, hiy,

FINAL COMMAND
Ubi Soft have spent a
long, long, time working

on this adventure game set in the
future. You play agent YG 30 on a
mission to discover whats hap-
pened to a bunch of scientists who
were building a teletransporter on
the planet Ipsos Il Armed with a
ol, a mini computer and a
telepathic headset can you solve
the mystery in this great looking
adventure?

ser
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Tower Ob.jective:

Pick your tower from the block of nine...

TOWER

RAINBIRD £24.95 B Mouse
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A quick look around from an obsérvation tower gives you some idea
of what you'll be up against.
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NPLAY

There's no point sending Pusher down this lift, thaugh, he noeds to
90 back.

MNow send Zapper up and down the middle Iift.

hoppers to finish the tower.

GRAPHICS AND SOUND
The sound effects and music are fine, but they're nowhere near as
good as the graphics. TOB doesn't really cry out for good graphics,
because the puzzling nature of the game doesn't rely on them, 5o it's
even nicer to see they've been very well done.

LASTING INTEREST
The number of towers is going ta keep you playing for ages [fortu-
nately you can save your position), and once you've completed the
whole game you can set about designing your own levels - yup, it's
got its own tower designer. Bags and bags of lasting interest.

JUDGEMENT
A superb game. Everyone who's been lamenting the lack of superior
software on their state-of-the-art machine can take heart - this is the
sort of stuff that makes owning such a machina a joy. Corabral stuff
that's not completely lacking in the action department either. If you
liked The Sentinel, this is a must.

AMIGA FORMAT 43




SCREENPLAY

is the way you want to be: armed and ready for anything!

AENOMOR

PANDORA £24.99 H Mouse

asn't the film Aliens good? A

ot of people in the software
industry seem to think so, as more
than a few games have been
released based around James
Cameron’s classic.

The latest to appear is
Xenomerph, which puts the player
in the boots of the Captain of sup-
ply cruiser The Mombassa Oak on
a trip to Atargatis in the Sirius sys-
tem. Tales have been told of ships
that have set out for Atargatis
never to retum, which doesn't
bode well for your trip!

Fm afraid there's no way this
ship's going anywhere with a
damaged computer!

The run starts off easily enough
with all systems. running properly,
but the Crossover Drive malfunc:
tions  whie traveling  into
Hyperspace (or Big Empty as the
traderunners call it). The com
puter sytem and drives have been
badly damaged, so you must
search the base on Atargatis for
supples and equipment to make
good your escape. On reaching

the base, you soon discover the
reason for the lost missions. The
whole place is overrun with alien
creatures - deadly enemies that
kill anything not of their own kind.

Mo clothes and a credit card.
Right, where's the aliens...

The game starts with you in the
cockpit of the Mombassa Oak,
dressed in just your spotty under-
wear and armed only with a credit
card. The surroundings are viewed
wia a 3D window which at the
press of a button switches to
show your inventory screen.

A’gun! That could prove to be
very usetul. Who knows?

Suits and weapons can be found in
the remaining cargo section of
your ship ready for you to take on
the marauding aliens, but extra

gear that may be handy such as
radiation suits, rifles and mines
must be fond to get 1o the
deeper sections, where the neces-
sary equipment for your ship lies.

This is exactly what we are
Iooking for - & way down.

Some sections of the base have
become dangerous, so there is a
danger of becoming contaminated
with radiation poisaning if you do
not take the greatest of care. For
this reason, medical supplies are
essential to the weltbeing of
would-be escapees.

The disks give an idea of what
went on before your arrival.

Do you think you can overcome
these amazing odds? Well, get
your kit on and get out to your
space ship, then! Maff Evans

GRAPHICS AND SOUND
Instead of the usual filled-3D
effect, Xenomorph uses a flick-
screen’ 3D sytem of bitmapped
images to simulate movement
through rooms and tunnels,
Occasionally this gets confusing,
but overall the effect is well
implemented and convincing.
The most impressive use of
graphics comes in the form of
the equipment. There is a myr-
iad of weapons and tachnologi-
cal systems for the player to
pick up and use, each fitting into
the game well. Unfortunately the
sound is of a somewhat lower
standard, Only a few actions
have corresponding spot effects,
such as inserting a cardin a
slot, firing a weapon or opening
a door. i more use had been
made of the sound then the
game would have been a lot
more atmospheric, but as it
stands it doesn't have much of
the ‘outer-space’ feel of games
like Infestation.

LASTING INTEREST
There is no doubting the fact
that Xenomorph is big. Use of a
map is essential i you're going
to get anywhere at all, as its
easy to either get lost in the tun-
nels or to completely miss a vital
location i you're not paying
close attention. Once you are
familiar with the layout of the
base, however, it will still take a
‘while before proper use of the
weapons has been worked ot -
amma is short and there are a
lot of nasty creatures - so you'll
be playing for a few weeks at the
very least.

JUDGEMENT
Alien-infested complexes seem
to be all the rage at the moment,
0 its nice to see a game that
manages to create an inspired
and involving environment to
challenge the player.
Considering the competition that
Xenomorph is up against, the
game stands up rather well. The
feel is much more ‘tech’ based
than something like Infestation,
using a whole host of computer
equipment to complete the mis-
sion. Unfortunately, the weak
sound loses to the atmospheric
edge created by Psygnosis’
adventure, but - this gripe aside
= Xenomorph isn't half bad!

GRAPHICS
SOUND
INTELLECT

ADDICTION
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Fresh orders from StarCom.

pace is big — very big - and

very cold too. Since the
dawn of time, Man has looked to
the heavens and, for one reason
or another, wanted to be away
from Mother Earth to find out what
else is out there.

By the year 2321, we know
what's out there. Outies, an alien
race keen on colonising our arm
of the Galaxy, have appeared and
declared war on the human race
(who are also keen on colonising
our arm of the galaxy - it's our
galaxy after all, isn't it) by tuming
a sun into a black hole. The reason
behind this is that black holes
allow instantaneous travel to other
parts of the galaxy. The objective
is to rid the galaxy of the aliens.

Gravity is a single-player
sugarcoated  wargame.  That
means i's essentially a wargame,
with bells and whisties to the

extent that you're hardly . aware
you'e playing a wargame, You're

=
The Holotank, where you get a
30 representation of your bit of
the galaxy.

A quick check of the system
telis you everything's all righ

46 AMIGA FORMAT

SCREENPLAY

in direct control of a scout ship
and have 15 others at your dis-
posal fother scout craft can be
sent on independent missions and
you can take control of any one at
any time simply by nominating it to
be the flagship).

The game is played by
accessing various control modules
from a main screen. Orders come
through from  your  superiors,
StarCom, and then it's down to
you how you carry them out. Of
the main modules you'll be using
the first is the Holotank, a sort of
3D map that allows you to plan
routes for craft in your control and
also keep an eye on how both
yourself and the Outies are doing
in building colonies. Another main
module is The Grid, which allows
you to see your ship and which is
where all the action happens. It's a
graphic representation of Einstein-
Minkowski four space where

height indicates strength of gravi

tational forces. Then there are
modules for controling drive sys-
tems, weapons and so on.

Getting to grips with just issu
ing orders is complex enough, but
things really get intense when
start bumping into Outies. You're
ammed with basic weaponry,
should you wish to take things into
your own hands, but by far the
best method is to issue orders to
your drones. The game contains a
whole  programming  language
which allows you to program and
release drones which can then
take care of themselves (hopefully
- it depends how well you pro-
grammed them).

For example, you can launch a
drone and tell it to just continually
orbit a black hole unti it detects
an alien presence and when it
does it goes hell for leather to
either destroy the akien or die in
the attempt. Of course, more sub-
tle programmes can be created

S QA

Einstein-Minkowski

four space,
whare all the combat with the

Outies takes place.

It's all very well flying around the
galaxy, sending ships on missions
and programming drones, but the
real object of the game is to build
colonies. Without colonies  you
can't buy new equipment, which
means the Outies are going to get
the upper hand. Its all a question
of maintaining a balance between
destroying the Outies and increas-
ing man's presence in the galaxy,
with colonies acting as the scales.
Andy Smith




SCREENPLAY

GRAVITY

MIRRORSOFT £24.95 1
Mouse and Keyboard

GRAPHICS AND SOUND
The sound is perhaps not as good
as it could be, being limited to
the occasional blast and explo-
sion. The graphics, however, are
much better. The module design
is good and is easy to use and all
the ‘real-time' 3D stuff is fine. It
does tend to make your Amiga
look like an ST, but then so do a
lot of games - the real point is
whether the graphics do their job
properly, which, you'll be pleased
to find, they do.

Issue orders and you're away.

LASTING INTEREST
There is a multitude of options.
which you can alter to make your
life more complicated, the main
one being the amount of work
shared between you and StarCom
~ that is the amount of strategic
work you have to do or let
StarCom da for you. Let StarCom
handle mast things while you
familiarise yourself with the
game. This increases the game's
lasting interest substantially, but
it was hardly lacking in the first
place - it's going to take you a
long while to learn to play well.

The drone-programming module.

JUDGEMENT
Alot of work has gone into
Gravity. Its highly polished and
hangs together very well. It may
not be everyone's cup of tea, but
if you're prepared to put the
effort in (because it takes some
effort in the early stages to get to
grips and find out just what is
happening) you'll find it becomes
very involving and very satisfying.
Prepare yourself for some long
playing sessions. A great game
that has been well thought out
and well executed.

AMIGA'FORMAT 47



SCREENPLAY

The world leader selection scroen. The leaders have different play.
end.

Ing styles, but they all want to rule the world in the

NUCLEAR

US GOLD £19.99 B Mouse

t realy is a mad, mad, mad,

mad world, you know, and if

we stapped and thought about
it we'd be in tears most of the
time, New World Computing Inc
have the right idea: take a very
serious issue and poke fun at it.

Nuclear War is a simple, sin-
gleplayer  wargame  played
between four players - three com-
putercontrolled — who all want to
rule the world. At the start of the
game the player picks which world
leader he'd like to be from a list of
10 dubious characters such as
Mao The Pun and Infidel Castro.
He also picks the opponents and
the game begins.

Each world leader is given a

country contaming five cities, the
idea being to protect your cities
and knock out the enemy’s. Once
a leader’s five cities are gone, he
is out of the game. Nuclear War is
played in tums and you can
choose on action per turn. The
available options include:  build,
where your citizens do nothing but
build up your nuclear arsenal; pro-
poganda, where you try and entice
the citizens from another country
to come and join you; defence, in
which you simply deploy some
defence equipment if you think
you're going to be hit by another
country; and finally you can elect
to make ready your own strike on
another country.

Your COUNTFY PUTS a NiSSile On The |SEeh Pac
Alm“dmhmym'lﬂlommntlm"-h.m
last

WAR

The whole game is played by
trying to guess what the world
leaders are going to do and if pos-
sible keep them sweet, so they
don’t bomb you but go after some-
one else instead. Then it's simply a
case of seing who can hang on the
longest to inherit a desolate Earth.
Andy Smith

For your first tumn you've built
up your nuclear arsenal.

GRAPHICS AND SOUND
There are few sound effects but
the graphics are much better. Its
not really a visual game but
everything has been done well
and with the tongue firmly in the
cheek.

LASTING INTEREST
Its far too simplistic and limited
to have you playing more than a
few times.

JUDGEMENT
Simple, easy-to-understand fare
that has a wicked sense of
humer to recommend it but little
eise. Certainly no meaty game-
play.

INTERNATIONAL CHAMPIONSHIP WRESTLING

HEWSON £24.99 B Joystick

w resting is  enjoying
something of a come-
back at the moment thanks to
international personalities like
Hulk Hogan and the Ultimate
Warrior, and cashing in are
LEUHN

Its a one or two player
game in which the player has
to take on such greats as Ivan
“Th ar' Trotsky. All the usual
moves are there, initiated by
pressing the fire button and

moving the joystick to a effect
a move or make a throw.

There are three difficulty
levels but that doesn't help
things much. The gameplay is
appalling: both awkward and
unrewarding. Only seriously
dedicated fans need bother
with this. Wrestling games
don't appear too often, for a
very good reason... Andy
Smith

“Aaaaahh, oneaanaa, twoaaaaa threeaaa”

GRAPHICS 6 /| SOUND 3 / INTELLECT 2/ ADDICTION 3 / OVERALL 24%




SCREENPLAY

B N

Your ship smerges from a Malir Gate.

SPACE ROGUE

MINDSCAPE/ORIGIN £29.99 B
Keyboard, Mouse or Joystick

A nyone who has played Elte
wall know roughly what this
game is about. You play a square-
jawed young hero, striving to
become the best pilot in the Far
Am. You can trade, go pounty
hunting, or try your hand at piracy
(definitely not  recommended
unless your ship is equipped with
some mean hardware).

In Space Rogue, humans have
never developed faster-thandight
travel. Traveling between stars
would take years were it not for
‘wormholes', strange tunnels in
space that connect systems. A
mysterious alien race, called the
Mair, constructed travel = gates
around  the wormholes and
humans used them to found the
Imperium,  Unfortunately,  the
wormholes don't connect all parts
of the empire.

The Far Arm, where the game
is set, is an isolated region on the
edge of the Imperium. Deneb is
the capital, and controls a number

of systems. Each system consists
of one or more stars, along with
planets, asteroid befts, ant-matter
clouds and other navigational
hazards. MNearby is an area
claimed by a hostile alien race
called the Manchi, who occasion-
ally raid across the border,

The game begins when your
ship, the Princess Blue, discovers
a derelict scout. The Captain
orders you to go and take a closer
look but unfortunately while you
are poking around ten Manchi
ships tun up and blast the
Princess into-space-dust.

The scout is something of a
Marie Celeste: everything is work-
ing, but there is no sign of the
crew. By law the ship is yours to
keep, and thus your career
begins. But there is more to it than
that: the scout's crew were up to
something important, and as you
discover more you find you have
unexpected friends and enemies...
Adie Stewart

A close pass on an imperial Titan battlecruiser.

GRAPHICS AND SOUND
There are a number of diffarent
screens, each with its own
unique style. The most important
is the cockpit of your craft,
where you control such things as
docking and space combat. The
navigation panel provides a map,
and a menu that covers most of
the other controls. The graphics
are clear, but are chunky and
poorly animated. The same is
true for moving around inside
bases, while in-system travel is
literally nothing more than look-
ing at a map and reading the
occasional message.

Sound cons of an occa-
sional beep, whistie and bang ~
even in the introduction, where
the programmers had a chance
to show off, there was little more
than a rumble and a shrill siren.
The sound can only be described
as woefully inadequate.

Ship

LASTING INTEREST
The packaging is impressive:
plenty of paperwork, including a
very nice map of the Far Arm
and an instruction book. The
designers have even included
two cardboard ships for you to
make! The game can be played
using keyboard, joystick, or
mouse: if you do play using the
keys you need fourteen spare
fingers, and what makes it worse
is that you can't redefine the
Keys at all. In order to use the
mouse you need to have passed
a course in 3D astronavigation:
stopping the ship spinning was a
headache, and combat was a
nightmare. Only the joystick
proved useable, and required
only a few additional keys.

Sampling a fow tipples in the
cantina leaves you smashed out
of your face!

JUDGEMENT
Space Rogue is, well, primitive
and the graphics are a big
disappointment. Don't get me
wrong, the game itself is
playable and intriguing, but it
certainly lacks that vital spark.

GRAPHICS
SOUND
INTELLECT
ADDICTION

OVERALL 55%

has arrived at+ destination

e —

In-system navigation guides you safely past the sun.
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SCREENPLAY

The arcade cance section. Biff the Indisns with your paddl

COLORADO

PALACE £24.99 m
Joystick or Keyboard

Palace have enjoyed a good
deal of success since their
signing up of French software
house Delphine, thanks to great
games like Bio Challenge and
Future Wars: Time Travellers. Now
they've signed up another French
house, Silmarils, and are hoping
for more of the same.

Colorado is an icondriven
arcade adventure. You play the
part of one David O'Brian, a trap-
per, womaniser and drunkard in
the American South at the end of
the last century. After an uncharac-
teristic act of bravery, you were
rewarded with a treasure map
which you believe will lead you to
the location of a lost gold mine.

The game is viewed side on, for
the most part, and the idea is to
explore the land, solve mysteries
and fight unfriendly Indians. You're
armed with a gun, tomahawk and
knife and fighting involves halding
the fire button down and moving
the joystick around - as you'd
expect. When in nonaggressive
mode, you're in direct control of
Dave and can decide where to go
and what to do,

At the start of the game you
are standing on a river bank hay:
ing just climbed out of 2 cance: a
pathway heading off screen leads
to adventure. Clues and objects
found scattered along the way can
be picked up and carried,

HOT ROD

ACTIVISION £24.99 B
Joystick or Keyboard

I f you're one of those people
hangs around in an
arcade all day, you might just
remember a driving game
called Hot Rod from Sega.

The game is in a similar
mould to Super Sprint, the only
difference being that Super
Sprint is better. The view is an
aerial one of your own car and
the three others that you have
to race against. The object of

the game is to get around the
track as quickly as possible
thereby obtaining loads of
dosh with which to build up
your car. Once you've done
this it's just a case of trying not
to crash or run out of fuel
because if this happens its
back to square one.

The gameplay sutfers from
a few flaws in conception: the
screen is not centred on your

GRAPHICS AND SOUND
A very nice-looking game, The
backgrounds are very well
drawn, the sprites are nicely
animated and the overall look of
the game is good. The sound
effects and music are not so
memorable but they do their job
perfectly adequately.

Along the riverbank and all
ready for some action

Once an area has been explored
to your satisfaction and you wish
ta move on, simply jump into your
canoe and enter an arcade game,
As you paddie downstream you
must avoid boulders, logs and
unfriendly Indians before pulling in
at @ new location. Wander around,
solve the puzzles, and maybe in
the end you will make it rich.
Andy Smith

smol in frant m’“—
yourred car & 1
|n oners aain & 1
extra points.

car, so every time the leader
pulls away from you the com-
puter places you behind him
and you lose twenty points
from your fuel. When you run
out of fuel you'll find yourself
saying ‘hello’ to the end cred-
its. You also don't get a real
impression of speed: but you
can have a few friends along to
join in the mayhem which
partly makes up for it.

LASTING INTEREST
The problems and puzzles
require quite  bit of thought and
some of it lateral as they're not
as logical as they might be. Itll
take a long time to solve, but
fortunately the game will save
your position every time you
pitch camp.

Mo, it's not a bom this
monster means business.

JUDGEMENT

is could have been a lot bet-
ter. The control of your charac-
awkward and frustrating
‘which spoils the enjoyment. The
basic game structure is not
much more advanced than old
Spectrum games like
Pyjamarama and the thousands
of similar games around in the
early Eighties. Definitely cne for
those with immense patience
and determination.

The sound is quite reasonable,
adding something to the over.
all appeal of the game. The
£raphics are colourful enough,
but again they are not amaz-
ing. Generally the game is
unremarkable but if you did
like the arcade game or you
have a soft spot for racing
games as a genre then

are likely to find it pleasurable
for a while. Adrian Price

GRAPHICS 7 /| SOUND 5 / INTELLECT 1 / ADDICTION 5 / OVERALL 66%
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SCREEMNPLAY

CY3I=EXSALL

GRAPHICS AND SOUND
There are some nice effects and
bits of sampled speech. The
graphics are good too and are
very close to their coin-op par-
ent. Fine in both departments.
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For technical freaks, here's the spec on a couple of players.

CYBERBALL

DOMARK/TENGEN £19.99 H Joystick

merican football is a strange

game at the best of times -
though it's enjoying something of a
boom at the moment on this side
of the Atlantic ~ but just imagine
what it would be like if all the play-
ers were massive robots wha
wouldn't look out of place in the
camic 2000 AD. Domark's conver-
sion of this Atari coinop gives you
the chance to find out.

The game contains six teams,
two in the instruction league and
four in the pro division and you
play the part of a player/manager
of one team. Each team contains
@ handful of robots and the game
is played (more or less) with the
conventional American  Football
rules. One team starts on offense
and the other on defense. The
offense team has to attempt to
get the ball across the opposi-
tion's goal line and thereby score a
touchdown. The defense, of
course, have to stop them.

Play usually continues until the
ball hits the ground, at which point
it stops and the offense and
«defense line up again at the point
where play stopped and go
through the whole process again
There are, however, a few impor-
tant differences, the biggest being
the ball itself.

MNormally, the offensive team
have four attempts to move the
ball at least 10 yards forward. In
cyberball there's no imit to how
far the ball must go, but after
every play the ball warms up and if
it doesn't cross either the centre
line or the goal line within four
attempts, it blows up. This not
only gives possession to the other
team but it also does a great deal
of damage to your robats.

The way to get your robots
repaired is by either gaining pos-
sesssion of the ball or scoring
some points, so try not to let too
many get blown up eh!

There are six periods to each
game, each period lasts three min-
utes and as well as the clock tick-
ing down during play, it also ticks
«down while deciding which plays to
make. This is the manager side of
things, when at every break in play
you get the chance to choase the
formations and try to outwit the
opponents (both during defense
and offense).

Crash and sack ‘your way
through the game and take on
another opponent. In two player
mode you and a mate can play on
the same side and take on the
computer team. Andy Smith

MODEL JFS3N

([

LASTING INTEREST
It's not a laster. It will not take
long to learn hiow to beat the
other computer teams, which is
a shame, things perk up when
you play in two player mode -
but not quite enough.

A running play. Notice the run-
ners positioned just behind the
waiting for the bail.

JUDGEMENT
A simple, playable and enjoy-
able game which has been well
converted. It's not going to keep
you going for months but it's
good for short-term fun.

The start of a passing play. Once the ball is thrown
recisver

to the

control switches
who you hava to get to the area marked to recieve

the ball. If he makes it he can carry on running until
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In the middle of a grass court singles match. The two screens mirror
the action from ither player's point of view.

TENNIS CUP

LORICIELS £24.99 H

Joystick

ennis has a come a long way

from two oblong bats and a
small white square blipping around
a rectangle. Loriciels’ latest simu-
lation brings a new sense of real
ism to the game with simultaneous
two-player viewpoints, and a high
level of aesthetic authenticity.

As expected, the game Sup-
ports a whole range of gameplay
options, such as the type of court
iclay, hard, grass and indoor),
length of game (1, 3 or § sets),
and speed of play (high, medum
and low). You may also select to
practice against a balkhurling
device before deciding to play a
match proper. :

Hawing opted to compete
against a human or computercon-

RELINE £19.99 0
and Keyboard

trolled opponent, you can then
choose the venue: whether it is to
be a friendly oneonone, or as
part of a grander competition,
such as the Davis Cup.

Your player's nationality can
be appointed via a host of national
flags (could it be a subtie French
sideswipe at the Brits that the
Union Jack is oddly absent?) and
your playing characteristics can
be customised to suit. A range of
playing abilities — such as service,
volleying el are allotted a per-
centage rating from a set credit
allowance. Your player's character-
istics can then be saved to
allowing 2 player's prowess to be
gradually improved with time.
Steve Jarratt

Joystick

When all the
patrolling robots.

have been destroyed
the flaming volcano

descend to the next
tevel.

A sudden change in the weather and the game is continued indoors.
Here we are mid-serve, with the playor's action pose freezs-framed.

GRAPHICS AND SOUND
The players are beautifully ani-
mated, and the split-screen
are extromely realistic and
det . The single fly in the
visual ointment s that the screen
jerks to one side or the other
instead of scrolling smoothly,
which can be slightly off-putting.
Sampled sound is used to
great effect throughout, with
amazingly clear speech for the
score, game status and line
calls. Digitised spot etfects like
the thwack of ball on racket and
turf similarly help to boost the
believable atmosphere.

LASTING INTEREST
Sports simulations have terrific
longevity due to the nature of the
beast. With loads of options, a
good two-player game and a
decent computer opponent
Tennis Cup should be a reason-
ably long term investment.

JUDGEMENT
The split-screen viewpoint is a
distinct improvement over previ-

hey have never been

noted for original soft-
ware, reLINE, and to be frank
this is Choplifter with knobs on,
i you're unfamiliar with the
aged coin-op and its multiple
conversions, the aim is to
guide a helicopter across hori-
zontally-scrolling  landscapes,
blasting everything that moves,
and buildings that don't
Prisoners, released from the
derelict constructions, are col-
lected for return to base

In Dyter 07, the little pris-
oners are replaced by equally
little scientists who, upon repa-
triation, busy themselves build-
ing new weapons to bolt onto
your chopper, such as shields,

ous attempts, since there is
invariably some discomfort when
one player is forced to play from
the opposite ‘end’. However, the
narrow screen means that the
ball often flies out of view - espe-
lally during the all-important
service - resulting in several
moments of complete confusion.
There is also a terrible buffer
between pressing the fire button
1o initiate a stroke, and your
player actually doing it. This
proves to be a serious hurdle for
the first few games until you get
into the swing of things.
T ‘tennis, take it or
offering from
nicely executed, but
not so amazingly ground-break-
ing that it could replace any
other half-decent tennis game in
your collection.

GRAPHICS
SOUND
INTELLECT
ADDICTION

OVERALL 83

multi-way shots, missiles and
soon. Anather twist is that the
chopper carries a small tank
for land-based battle plus an
amphibious craft for aguatic
attacks. Destroy all the robot
enemies specified by the radar
and you can exit this land-
scape to the next. And that's
abaut yer lot

The sound and graphics
maintain an amateur status
throughout, and there's pre-
cious little to get the grey cells
into gear. The action pre-
dictably hectic and moderately
entertaining at first, but the
invariant and incessant blast-
ing action just grows ever
mare weary. Steve Jarratt
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The ‘Graphics OIf" mode allows you to Save snd
Load saved games... if you're lucky.

THE ISLAND OF L0ST HOPE

DIGITAL CONCEPTS £24.95 H
Mouse and Keyboard

othing tastes as sweet as a

welrounded revenge ragout
with treasure to follow — and that's
top of the menu in this new adven-
ture. You are out to do some
severe seagoing damage to the
unimaginativelynamed  Captain
Black. This pirate has caused you
much heartbreak in the recent
past, the upshot of which is that
you're stuck on a desert island.

The first section of the game
serves an interesting purpose in
that it goes nowhere near sefting
the tone for the rest of the game.
Hints are flung at you like flowers
to a prima ballerina. In fact hint’ is
slightly misieading, unless you
consider yefing “your flies are
undone!” at the top of your voice
when someone has their zip at half
mast to be a subtie clue.

Once you're off the island how-
ever, the game moves up a gear.
The frip from islet to ship, for
example, contains a little anima-
tion in the small graphics box and
the sea swirls mellowly from the
speaker. If you've done everything
you should have, the pirates will
not notice as you come aboard
and begin to explore.

On the top left of the screen is
a panel which, at the outset of the
game and at each new stage, con
tains a small brown square with a
tiny blue sphere in the middle.
This, me hearties, is your map -
and jolly handy it is too. Map mak-
ing is always one of the more-irri-
tating parts of playing adventures
and this fitle gem allows you to
concentrate on looking, taking and
killing things stone-cold dead... in
a caring way of course.

Due to the fact that the plot is
a little weak — all you really know
from the scenario is that you have
fo get revenge and collect some

60 AMIGA FORMAT

treasure, o racing against clocks
or being chased by ghouls - there
is no real feeling of urgency to the
game. This can work n your
favour if you blend in with the cor-
sairs and only violently end peo-
ple’s lives when things are quiet.

In the top centre of the screen
is Johnny Skull. Aside from the
fact that he (or she... might be a
woman) is rather nicely drawn, it's
not really of that much use. Its pur-
pose in life is to allow you to point
your mousesword at various
areas around it labelled N, S, W
and so on. Because text is entered
from the keyboard into the lower
half of the screen, it becomes a
pain to use the skull and mouse-
button for movement. Kt might
have been of more use to see an
expanded graphics window but
never mind, Johnny Skull is OK.

So, the basic plan of action is
to not gve yourself away, carry
out the occasional assasination,
make a friend and prepare for a
final confrontation with the despi
cable freebooting captain. Fine
and dandy and er... that seems to
be it. Tim Smith

GRAPHICS AND SOUND
At last, at long last, an adventure
‘with sound. The sea wishes and
‘washes around and is your com-
panion for most of the game.
Every so often its relaxing swish
is punctured by keys clanking,
doors creaking open and a
heartbeat or two. Death is
greeted by the classic, doomy
“Ha ha ha ha" in a deep throaty
voice. Turned to about quarter
volume these sounds are pleas-
ingly effective and serve to lock
Yyour concentration into the task.
With no pimple rock soundtracks
to break that concentration, the
audio is an addition - thank
goodness.

Graphically, The Island of
Lost Hope is nicely formed. The
occasional animated section
crops up but for the most part
what you get are static images in
the window, top right of the
screen. They ars all cleanly-
drawn and don't eat up time
when they flick on and off as if
appearing through Venetian
blinds. The rest of the screen,

Now, this looks | -nnu.dmm-mu decapitate the Captain - if

you're tired of

including Johnny Skull the dead

direction deliverer, is bright and

clear. The mapping is fast and

even if mixing brown with blue is

considered tonal suicide in some

quarters, my dear, it all works
me.

LASTING INTEREST
Well, put it this way - you might
like to come back to it now and
then when your joystick finger
grows weary but, unless you're a
true adventure freak, it lacks a
suitably gripping plot to keep you
staying up all hours.

It's not that it's boring - any-
thing but - there just seems to
be a lack of incentive, no real
bite. There are witty elements
now and again - the fact that the
captain only communicates via
his parrot — and this give some
flavour. But the puzzles tend to
the obvious and the other pirates
seem a tad, well, thick as two.
short walking-the-planks.

Happily, death does. not hit
you too illogically or from all
angles and unless you do some-
thing really dumb, like hacking
at the captain with a coconut
«early on, you should be able to
keep going. All in all a relaxing
outing which is worth playing just
ta see how much more intelligent
Yyou are than the opposition.

JUDGEMENT

Not guilty on any counts such as
illogicality or super-easiness,
The Island of Lost Hope is a well-
rounded game which could do
with a follow-up to really test
your mettle. At no point during
the game can you relax totally -
there's always a chance of giving
yourself away and the rat, for
example, really does kick some
ass until you conquer it

The only weighty omission is
a lack of plot to grip you. The
accompanying reading matter
concentrates on the use of func-
tion keys and commands rather
than setting you up with some
sense of avenging yourself or
even knowing where you should
be going. As Dustin Hoffman
might pontificate, “It's real hard
to relate to your character,
man". Generally, however, The
Island of Lost Hope is eminently
playable, not toa far off the mark
and capable of supplying a few
thrills and brain teasers. It might
not run and run but while it's can-

GRAPHICS
SOUND
INTELLECT

ADDICTION
OVERALL

80%




CHOOSE YOUR

AIRTRAFT

spend less time bgg

s and more time concen-

on the mertanr things like
hitting enemy and ensuring
they don't get the chance

tion, the game
four theatres of war:

sions to choose from - the exact

number depending on your rank,

which you decide for yourself.
Spend a while getting to know

dogfighting ~ with  incoming
bombers and fighters. Get bored
with one sort of [andscape and
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SCREEMNPLAY

Options: A-Attack B-Bribe H-Hide R-Run

50 goblins and a greedy snitch leap out of the scenery! What action now?

MIGHT & MAGIC Il

US GOLD/NEW WORLD COMPUTING
£29.99 B Keyboard

antasy - the stuff dreams are

made of. Another computer
swords and sorcery roleplaying
game hits the Amiga scene.

The world of CRON (yes,
CRON) is now all of 300 years old.
For the first few centuries, elemen-
tal beings of pure force warred
over it. The earth elementals man-
aged to subvert the fire, air and
water elementals.

200 years before the game
starts, human spellcasters -
under the supreme command of
king Kalohn, Number One mage —
managed to spiit the elementals
up and herd them into their own
seperate reservations.

Prior to the start of the game,
the second greatest magic user in
history, Corak, has been behaving
peculiarly. He holds mystic sum-
monings and travels magically.

Now, he warns of an evil escaped
criminal from the past who is
loose again to hatch plots and
gain domination owver all. Wil
you take up the cause and defeat
this adversary? All of this back-
ground information is contained in
a few pages of wellwritten, imag
native scene-setting.

The game itself is more famil-
iar in outline. You control a party
of adventurers, individuals who are
generated as novices. They can
progress in their chosen areas of
skill: chivalric Knight, dextrous
Robber, saintly Paladin, holy
Cleric, stealthy Ninja, tough
Barbarian, sureshot Archer or
potent Sorceror.

Only six characters may be
used at one time. These can be
chopped and changed from a ros-
ter of 26. To take pressure off the

The blacksmith will sell you & variety of items - but at what price?

merry band, other people can be
hired. Such hirelings must be paid
off each day, or else they disap-
pear back to the smoky inn where
they last stayed.

A simple 3D window displays
the direction in which your charac-
ters face. They move forwards,
backwards and turn to each side.
Hundreds of different creatures
exist. Some of them can aid you: a
blacksmith from whom you buy
equipment, a priest who heals
characters. Other creatures tend
to be unfriendly, hacking your
party up unless you can beat
them to the draw.

CRON is big. Starting at the
town of Middlegate, you can
explore the kingdom and the four
elemental zones. The latter areas
are accessible when you can gain
protection from certain spells.
Forests and mountain ranges
block your way, but these can be
braved if some members of your
party are talented in relevant
ways, Time travel is possible, but
it will be a while before new char-
acters achieve this.

The spell system is a littie
clumsy, the combat one-sided
(terminal to your enjoyment) until
you can build up the party’s exper-
tise. It's an enjoyable caper that
people who appreciate the likes of
the Bards Tale series will get into.
Pat McDonald

GRAPHICS AND SOUND
No graphics are used to convey
what your characters are like.
Everything 1o do with them is
text. The creatures of CRON are
animated with a few frames, and
the background landscapes are
pleasing to the eye. Sound
exploitation is almost non-
existent. There are a few spot
effects to be heard, but they are
not exactly striking.

LASTING INTEREST
New characters are woefully
weak. Six experienced charac-
ters are available whenever you
want, and combat Is usually fatal
i you don't use them for your
first forays. Later on you can
play with more confidence. In
terms of depth, atmosphere and
size, MMIl is a compelling game
that needs effort to get started.
Be warned, fantasy fans!

beasts lurk under

Nasty sludge
the town of

JUDGEMENT
The game lacks a lot in the way
of appeal. The graphics look
good, but the different options
are confusing at first. The
manual is written with this in
mind, and manages to guide you
gradually. Once sussed, no wor-
ries: but the initial frustration
‘may prove too much for many
people. Such fast-reaction game-
players will see it as too tough
and dull: hardened adventurers.
will rise to the challenge.
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The command centre, completo with James T Kirk-type chair.

[HE COLONY

MINDSCAPE £29.99 B Mouse

he Regional Space Marshal
was flying his DAS Cruiser
through Delta Space when a mes-
sage came through on the sub-
space radio. “This is Commander
Bagdasarian of space frontier
colony Delta 55. We have been
overrun. | repeat, we have been
overru..." The message was lost
in a wash of static interference.
Thus begins your adventure as
lone Space Marshal in an attempt
to rescue the colonists on Delta 5-
5 and stop the spread of the alien

Move up to the desk so that you
can investigate further...

threat. Now where have we heard
that before...?

The Colony takes place in a
3D environment, combining solid
polygon graphics for the internal
views and wireframe representa-
tions of the outside world. The
game starts with you in the main
control room of the DAS Cruiser,
having just awoken from a crash
landing. Al non-essential power
systems have shut down, leaving
the ship in darkness. After restor-
ing power to the lighting systems

ship's reactor.  The airiock's closed, 30 & code
Vowa etter ropair it or you'll
never make it home.
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you begin the quest to liberate the
planet and make your escape.

The ship’s drive systems have
been damaged, so as well as
destroying the alien forces you
must recover special equipment
from the base to repar the
cruiser. You must use any systems
you can find to gain access to fur-
ther sections of the game, finding
the codes to use on the right
equipment and kitting yourself out
with enough weapons to survive
the alien threat. Maff Evans

GRAPHICS AND SOUND
Influences as varied as Star Trek
and Battlezone can be seen
throughout the game, the latter
particularly in evidence in the
surface sections. The graphics
are so similar to the arcade tank
classic that it could almost be
the same game! However, despite
the use of filled 3D graphics, the
game has a very sparse appear-
ance. The update is extremely
slow, making turning a simple
corner a slow and sometimes dis-
orientating procedure. The sound
is extremely disappointing, con-
sisting of a few beeps and
crunches instead of the state-of-
the-art effects we all know the
Amiga can supply.

LASTING INTEREST
As with most games of this type
the plot is long and involved, but
instead of using different ele-
ments in key locations it
becomes a case of finding some-
thing in a drawer and trying it
where nothing else works. All the
puzzles are overly simple, relying
maore on luck than judgement as
to whether they can be carried
out. The only real problem is the
excruciatingly difficult battle
scenes. There is no time to find
your feet with this game - it's
straight in at the deep end. Death
occurs time after time after only
aminute on the planet's surface,
a point that will discourage even
the most ardent arcade adven-
ture tans. A player can only take
50 much before disks start to be
hurled across the room.

JUDGEMENT
As we've said before, Aliens-
inspired 3D adventures are pop-
Ping up everywhere these days
50 1o be successful a game
either has to have involving
gameplay or incredible atmo-
sphere. Unfortunately, The
Colony is lacking in both these
elements. The graphics are
sketchy and unrealistic and the
gameplay is repetetive and frus-
trating. if you are lucky enough
to get into the complex you may
find yourself playing for a couple
of days. On the other hand, if you
repeatedly fall foul of the surface
guards after scores of attempts,
the game just might lose its
appeal.

GRAPHICS
SOUND
INTELLECT

ADDICTION
OVERALL




board
replay to your heart's content.

iy

The plane selection screen. For
the next mission let's get inside
one of those He 1113,

ou can keep your Retaliators

and keep your supersonic
high altitude bombers. What you
really want are good of Spitfires
and Messerschmitts to go dog-
fighting in — or so Lucasfilm wil
have us believe in their follow up
fo the great Battiehawks 1942,

yone with even a basic
knowledge of recent British history
will recognise the immortal words
used in the title, so it's no shack to
find out that this game is a
combat flight sim based on air-
craft that were around in the first
half of the Second World War.

First of all, you can decide
which side to fight for, but remem-
ber the decision here limits which
craft are available to fy - no
Spitfires in the Luftwatfer! The
Brits have got Hurricanes and
Spits to fight in while the Germans.
have not only fighters, but medium
and long range bombers and dive
bombers. Each plane has several
missions set aside for it that can
be played in any order. The mis-
sions are varied and range from
straight dogfights to scramble and
intercept missions.

Once a mission is completed
the combat records are updated
{unless you altered some of the
options before the battle to make
life easier) and stored to disk. This
way you can get together a list of
pilots to select to fly with you on
future missions, ie do particularly
well on ane mission and the com-
puter can fly that pilot on another
mission and will attempt to keep
up the pilat's usual standard while
you fly another plane and (hope-
fully) do just as well.

Then there are the campaign
games if you feel like playing for a
long while, where you take charge
of your side’s airforce and try to
either bomb the blazes out of
biighty or not, depending which
side you're on. Andy Smith

SCREENPLAY

ILQNU [D-

The in-flight map, which tells you what's around and what you should be bombing.

THEIR FINEST HOUR

US GOLD/LUCASFILM £29.99 B
Joystick, Mouse or Keyboard

ACHTUNG
SPITFIRE!

The cock,
Englisher

-~ a couple of Schweinhund
dogs in Spitfires closing in.

Jump into the left gunn:
try to fond them off.

v

More from behind - yahoo! That's one of
the enemy successhully downed.

GRAPHICS AND SOUND
The sound effects are superb the droning engines,
bullets and explosions are very atmospheric. The
graphics are also good, but slow and there's a
severe lack of ground detail (that doesn't detract
from the action though).

LASTING INTEREST
There are heaps of missions, loads of planes and
plenty to keep you busy. i you get bored flying a
fighter try being a whole crew and not anly flying a
bomber, but acting as rear, side, forward, under-
neath, an top, inside-out, back-to-front, behind-the-
bikesheds gunner and the man that presses the
buttons and shouts ‘bombs gone'. Once you've
flown all the possible permutations there is even a
mission builder to design your own - what more do
you need?

JUDGEMENT
TFH s a great game, it captures the real dag-a
dag-a-dag-a flavour of WWIl dogfighting (How
would you know - Ed). The 3D graphics may not be
state-of-the-art but it's the gameplay that counts
and there's plenty of that. If you want a combat
flight sim and you don't want missiles but like to
see the whites of the enemy’s eyes, then this is
what you're after.
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Kill the spirits by throwing rocks!

CASTLE MASTER

DOMARK/

H as any member of your fam-
ily ever been snatched by a
30metre dragon and carried off to
@ wizard's lair? Well, it's the kind of
thing that used to happen all the
time in the Dark Ages, or so
Incentive would have us believe in
this allsinging, alkdancing, cheese-
eating, Freescape spectacular.

Freescape pioneered 3D
adventuring way back in 1988,
when  Driller  utiised  solid
geometric blocks to create an
arena you could walk on, crawl
under and touch. It was inevitable
that Incentive would eventually turn
to the usual adventure fare of
castles, wizards and ghosts.

Legend f(and the ftitle
sequence) has it that your twin's
been nabbed by the afore
mentioned dragon and stashed in
Castle Eternity. So you set out to
conquer the fortress armed with
your wits, courage and a handful
of rocks with which to 'kill' any
ghosts you meet on the way. This
may not be the world’s mast desir-
able arsenal, but it will do.

The castle comprises four
towers, each with three levels.
Throw in a catacomb maze and a
gatehouse or two as well as
sundry other essentials like a
chapel and you've hours of frus-
trating entertainment guaranteed.

The first priority is staying
alive ~ not as simple as it sounds.
There are three things that any
sussed knight should know. Eating
plenty of cheese - huge wedges
of Cheddar are
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keeps you strong, falling in or off
things is fatal and when you bump
into something that goes bump in
the night the ghoulies drain your
strength quick.

The game is controlled either
from the keyboard, or by mouse
or joystick. Two sets of cursors
(direction and aim) appear on
screen together, which means
your first few steps are faltering.
The icon controls are fine for rapid
strides or swings in one direction,
but they lack the response for fine
movement, so keys are the only
option for close control. And youll
need it to walk tightropelike cat-
walks — one slip and you're gone.

Naturally, it isnt feasible to
burst in, grab your bro' or sis’ and
bug out — that would be too easy.
First you have to find the right
keys to open the right doors. A
monumental task in itself, because
the darned things aren't labelled.
And there are more mysteries to
solve en route, too, if your quest is
to end in a reunion and not in a
morgue. Strange ‘pentacles’ have
to be collected, while literally litter-
ing the place are unmarked
potions that do everything from
restoring strength to granting you
the nifty ability of ‘stone trave!'

To find the treasure, pentacles
and keys means you have to look
at, in and under everthing. Well
almost evenything — try performing
a James Heriot on the back end of
the horse and all you manage to
get is an ‘aaaaeeugghh’ message.
Trenton Webb

GRAPHICS AND SOUND
The Freescape is better than
ever, with fast movement in a
clear, sharp landscape: yet it's
no stunner, To keep the Castle
motif alive grey and blue domi-
nate the colour scheme. The
result is markedly less spectacu-
lar than the golds seen in Total
Eclipse. There's a sense of ‘been
there, done that', because solid
3D ain't the technological marvel
it once was, and all the cheese in
the world can't change the fact,

LASTING INTEREST
Castle Master will quite simply
have you running around for
months. Castle Eternity is huge
and crammed with enough
apparently inaccessible rooms to
provide a challenge to any true
gamesplayer. The ability to play
brother or sister adds longevity,
as each has different abilities:
there are places she can
‘squeeze through, but he has to
«crawl or take a different route.
Luckily a save game option min-
imises the intense hair-tearing
assoclated with sudden death.

NCENTIVE £24.99 H Mouse or Keyboard

Thers two secret rooms
but whers the devil are they?

here,

JUDGEMENT
Castle Master deftly overcomes
two major stumbling blocks.
Firstly Incentive have managed
1o produce a new game and not
settled for Total Eclipse in grey.
Secondly they've survived tha
transition to the rather run-of-
the-mill realm of dragons and
dungeons by adding humour, rid-
dies intricate conundrums.

A huge, interlinked puzzle,
Castle Master demands mental
dexterity, lateral thinking, map-
ping abilities and fast reactions
to survive. The game doesn't
exactly sprint along, but so what?
The slower pace offsets the lack
of instant amazement with a last-
ing intrigue and a real hook.

GRAPHICS
SOUND
INTELLECT

ADDICTION
OVERALL

89%




Pick the boxers you wish 1o join your camp.

SCREENPLAY

-]

IORLD CHAMPIONSH
BOXING MANAGER

GOLIATH GAMES £19.95 ®

Mouse

fter the runaway success of

Tracksuit Manager, which put
the player in the boots of a foot-
ball club boss, comes Boxing
Manager. Same idea, new sport.

Your stable can cope with up
1o five boxers, so a day in the life
of a manager starts in the office
trying to fix up some fights for
your boxers. There are two gov-
eming bodies in the game, the
World Council of International
Boxing and the Federation of
World Boxing. All your boxers start
off right at the bottom of the list of
graded boxers and fights can only
be arranged with boxers of a simi-
lar class.

Things to consider when fixing
up a fight include just how much of
the gate money you're prepared to
take and which governing body
you want to supervise the fight

(because they each class boxers
differently). Once a fight is
arranged the best thing to do is
check on the boxer and decide
which are his strengths and weak-
nesses, then advise the trainer on
what the boxer should be concen-
trating on. You can also call a
scout o spy on the opponent and
report back on his strengths and
weaknesses.

Then the big day arrives and
you can watch your boy in action.
Two commentators tell you what's
happening during the 10-round
bout and at the end of every round
you play second, administering the
cold ion to bruises and the
sponge to the face.

Pick your opponents well,
keep your baxers happy and in tip-
top condition and you may just
produce a champion. Andy Smith

Then pop ov
neighbourhood gym

«fix your boy
schedule to go

e
The big night. Wats
mentary and a
between rounds

and...

a tough training
through.

ch the com-

your tactics
ordingly.

GRAPHICS AND SOUND
The sound effects are fine -
unnecessary, but fine (the cat in
the hallway will get on your
nerves sooner not later, though).
The graphics are fine too, being
rather well drawn. Looks and
sounds better than you would
expect for a management game.

LASTING INTEREST
Its not as deep as most football
management games but it's still
complex enough to keep you at
it for a while,

JUDGEMENT
If you're a management game
freak you may find it a little too
shallow to have you up all night,
but if you've never dipped your
toes into the management scene
this could be just the thing to get
you hooked.




FNGIAND

Stay cool and with a good aim it will be your turn o put one away.

SCREENPLAY

mary

WORLD CUP SOCCER

[TALIA 90

VIRGIN £19.99 B Joystick

ell, it only happens once

every four years and it's
such a big event that software
houses can be forgiven for inun-
dating us with games attempting
to cash in. What is it? Why, the
World Cup of course.

Already there are half a dozen
games with Italia, World Cup, and
anything else that sounds vaguely
connected to the event, in the titie
—in the hope that football fever
will sweep the country and every-
one at all interested in the event
will rush out and buy a game

e
The teams make ready for a kick off after a goal has besn scored.

based on it. There's anly one
game with the official World Cup
license though — this one (but then
again there are licences for other
stuff like the England team, Adidas
and probably the laundrette that
washes the kit.}

It's a one or two player game
in which you have to play through
a qualifying match ang then the
quarter finals, semis and eventu
ally the final. The game uses the
familiar viewed from almost above
perspective and its played like
most other footy games except

for one important difference.
Normally the footballer the player
controls is highlighted (it is here
too) and control switches automat-
ically to the player nearest the
ball. That doesn’t happen here,
instead the player has to hit the
fuebutton to switch players and
once a player is selected, if he's
near enough, another press of the
fire button will cause him to either
kick the ball if he's in possession
or attempt a tackle if he isn't.

The perspective changes once
an attacker from either side is in
the opposition’s box, to a view
from behind the player if attacking
or behind the goalie if the other
team are attacking. Suppose
you're attacking you then usually
have one shot to beat the goalie.
When defending and controlling
the goalie you then have to try to
save the oppositions shot, which
usually involves making a dramatic
dwing save. Play through the
matches, and after a few attempts
you may just be lucky enough to
walk off with the cup. Andy Smith

GRAPHICS AND SOUND
There are some great pieces of
digitised speech and crowd
noises, but the rest are simple
thuds of foot against ball. The
graphics are great too especially
from behind the goal mouth. The
animation’s not as hot as it might
be because it's a bit jerky but not
to the extent that it does any
harm to the gameplay.

The view from behind your
goalie [note the flat capl).

LASTING INTEREST
Its tricky to get to grips with and
the computer controlled teams
are no pushover, o the game is
going to keep you playing for a
while. However, it's got much
more lasting interest in two
player mode though.

JUDGEMENT
One of the better footy games
around at the moment. The
gameplay lets itself down by not
having automatic switching of
players but that doesn't take tao
long to get used to. It's only in
the second division compared to
Kick Off but it's the best of the
crop, so far, that are based
around the World Gup.
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SCREENPLAY
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Yau've found your first hostage, all you have to do is run into him to perform the rescue. That switch on

the right operates the escalator ta the next lovel.

ESCAPE FROM THE PLANET

OF THE ROBOT MONSTERS

DOMARK/TENGEN £19.99 H Joystick

lanet X was doing fine, thank
u very much, until the
Reptilons arrived. This evil race
are set on destroying Earth so
they've captured professor Sarah
Bellum and have enslaved all
planet X's inhabitants and are forc-
ing them to build an army of robot
zombies. You, Jake, and your
buddy Duke are going to rescue
the hostages and save Sarah (and
the day).

Armed with 3 ray gun and a
fistful of bombs you have to work
through the planet destraying the
robots and their equipment and

8 ]
The bonus level and baink! Wrong way!
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rescuing the hostages as you go.
The planet is made up of several
sections, each section divided into
three or four levels. Getting from
one level to the next usually
involves finding and switching on
the escalator or climbing up the
conveniently placed ladders.
Rescuing the hostages is sim-
ple enough you just have to walk
into them and they are then

beamed aboard the orbiting shut-
tle (every shuttle load eams you
some extra energy as well as
points). Sometimes however the
hostages are entombed in glass

cases that have to be de-activated
before the hapless human can be
saved. Fighting off the incoming
enemy robots and Reptilons is a
very different matter though

On every section of every
level youll find progress hindered
by all manner of weird and wonder-
ful robots that fire and bash into
you causing a dramatic loss of
energy and  eventually life.
Destroying them involves blasting
them with the ray gun. Some
robots take more than one hit to
be killed, but you can increase the
power of the ray gun by picking up
green crystals left behind when
certain robots are killed. It's possi-
ble to regain energy by shooting
open cabinets which sometimes
contain food (sometimes extra
bombs). Then there are the traps.
Often a level will also contain traps
like spikes that thrust out from the
wall or floor ties that electrocute,
most of these can be passed with
careful timing.

Clean out a level and you then
have to jump into a small space-
ship and negotiate your way
through a bonus maze level before
confronting an end of level
guardian. Andy Smith

GRAPHICS AND SOUND
The pumping music that plays
throughout is great and so are
the sound effects, even better
though are the isometric 3D
graphics. Everything is well
drawn, well animated and there's
a touch of humour in there too -
just watch as your man clings on
for dear life when you walk him
accidentally off the side of a
level. An excellent conversion.

There's energy giving food in

the locker and those gresn

crystals increase the power of
gun.

LASTING INTEREST
In one player mode you get half
a million credits - well a lot any-
way - 50 it's easy to get well into
the game. In two player mode
you can get even further, so it
may not take too long to com-
plete it - especially If you can
survive past the end of level
guardians who can be really
tough. You will have a lot of fun
getting there though.

vate the glass cages.

JUDGEMENT
Its entertaining, its great fun, it's
a great conversion and it's very
playable. It does get repetitive
after a while but play with a
friend and you will have more
than a couple of laughs.
Certainly one of the more enjoy-
able coin-op conversions around
at the moment.

GRAPHICS
SOUND
INTELLECT
ADDICTION
OVERALL 8




(mes programmin
alie

As we get close to the complete
Menace. DAVE JONES fills in the .ﬁi

details of how to animate aliens.

month’s ramblings about the

features required by the alien
Movement routing, this month's
Coverdisk contains the source
code that implements all the func-
tions discussed last time. It is
quite lengthy - lucky you dont
have to type it in! - and consists of
three main sections:

F ollowing straight on from last

1. The control of aliens in a path.
2. The starting/stopping of paths.
3. Drawing the aliens in each path.

The drawing of the aliens is broken
down into three further stages:

1. The replacing of backgrounds
saved from the previous printing of
the aliens.

2. The saving of the backgrounds
where the next set of aliens is to
be drawn,

3. The actual drawing of the next
set of aliens

Big Clipper

Note that no clipping of BOBs
(Biitter OBjects) is carried out in
Menace. Clipping, a very common
feature in games, ensures objects
move smoothly onto the screen
from the borders rather than just
instantly appearing. The aliens in
Menace do not appear instantly,
though, 50 you may have realised
that some form of clipping must
be taking place.

GAMES PROGRAMMING 5

THE WHOLE TRUTH ABQUT

PART 5

The simplest way to achieve a
clipping effect is to make the phys-
ical screen size larger than the
one that is being displayed. In
Menace all aliens are a maximum
size of 32x24 pixels. I this area is
added to each side of the dis-
played screen size it gves us an
area of the screen into which we
can draw an alien that will not be
displayed (see Figure Twol., Once
we start moving the alien onto the
screen it will ghide smoothly on.
Once again, the tradeoff
between speed and memory
comes into play. We can keep the
screen the same size as the dis-
played one and use software to
calculate how much of the alien is
clipped, only drawing the correct
amount, or we can sacrifice the
extra memary to dispense with the
software clipping. In some games
it becomes essential to use a soft-
ware clip. Basically if you plan on
having large moving objects in a
game, then there wil probably not
be enough memory to allow the

extra screen size around the
displyed screen to accomodate
and hide large objects.

Blitter Pill

The aliens are drawn using the blit-
ter (surprise, surprisel. The biitter
is much, much faster than using
the 68000 to move memory
around - even small bits of mem-
ory = and let nobody try to tell you
different, especially ST owners.
Blitter sprites are masked, shifted
and drawn in one operation for
each plane (three planes in all).

The graphic data is stored i
the most common way for blitter
data. This is each plane of graphic
data stored sequentially in mem-
ory, with a plane of mask data
last. The mask is simply all the
planes of data ORed together. The
mask is used to ‘cut’ out of the
screen the pixels where some data
from the BOB has fo be placed.
Without this, the pixels that are
there affect the BOB data resulting
in the wrong colours appearing,

Alien stored as:

Plane 1 4 bytes x 24 scanlines =
96 bytes

Plane 2 4 bytes x 24 scanline
96 bytes

Plane 3 4 bytes x 24 scanlines =
96 bytes

Mask 4 bytes x 24 scanlines =
96 bytes

Total = 384 bytes per anim

To draw an alien BOB requires
three separate blits, one for each
plane of the screen we are draw-
ing into. All four blitter channels
are used and are assigned to:
Blitter A channel = mask
Blitter B channel = data
Blitter C channel = screen
Blitter D channel = screen

Two channels point to the screen
data as the screen is used as both
a SOURCE and a DESTINATION
channel. The blitter is used to per-
form the function of ANDing a

ft

2 Hords data

i | A = =i I3
2 & T 11—
3 I =4

Screen Hords,
3 are affected

Figure 1 4
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word from the screen with the
inverse of the mask word and then
ORing the data into'the result. This
function first removes the data
from the screen where the mask
has =1 bits present, then draws
the data into these bits. This is
performed for all three planes. The
one mask is applied to all planes
but the data for each plane is, of
course, different.

Shift Work

The shifting operation incorpo-
rates a neat litte solution to a
problem that many people have
asked me how to get around. If a
32pixel wide BOB is to be drawn
onto the screen with the blitter,
then we would tell the blitter it is
two words wide by however deep.
This is ONLY true if the BOB is not
shifted: ie its X position is a multi-
ple of 16 pixels {or an even num-
ber of bytes).

As soon as we want to place a
BOB on ANY pixel position we will
be affecting THREE words in
length on the screen (see Figure
Onel. This is due to the fact that
we must use the blitter to shift the
BOB right as it draws it into the
screen. The common salution
most people use is to store their
graphics with an extra word at the
end of each scanline: ie aliens in
Menace would be stored as 48x24
pixels in size. This extra word is
for the biitter to shift the data into
a maximum shift of 15 is needed,

Note that the the blitter width
when drawing shifted BOBs is
always one word greater than the
actual BOB width ta accommodate
for the shift. This overhead obwi-
ously increases the memory
required to store all the BOBs you
may have ta store (unless they do
not require to be shifted as in
character sets). There is indeed a
way the blitter can handie this,
although nat documented in the
hardware reference manual.

The basic aim of the problem
is to give the blitter an extra word
of zero at the end of each scan-
line, but still manage to store the
BOB at only 32 pixels wide. Now,
if we do store the BOE only 32 pix-
els wide but blit on the 48 pixels
required what will happen is that
some extra data will appear on
each scanline where the BOB is
drawn. This will be data from the
next scanline down in the BOB due
to the blitter fetching this extra
word. In effect, the LAST WORD of
the scanline will contain data and
not zeroes.

However, the LAST WORD
should ring a bell when we are
talking about the blitter as the blit-
ter has a feature called first and
last word masks for its A channel.
Neormally these each have the

GRAMMING 5

Soreen 352 Pixels ‘

hidden ¥
for

clipping

value SFFFF, which masks off no
data in the blit (the first word in the
A channel blit is ANDed with the
biitter A first word mask, and simil-
iarly the last word in the A channel
biit is ANDed with the blitter A last
word mask). If, however, we set
the last word mask for channel A
to S0000, and assign channel A
as our mask channel (ie channel A
will point to the mask for each
plane biit) then the extra word of
data picked up by the blitter will be
ANDed with the word S0000 which
will force the data to be zero, This
then gves us the desired effect of
having a zero word at the end of
each scanline of data.

One smal side efect still
remains, though, in that the biitter
has fetched an extra word of data
for the BOB, this data coming
from the next scaniine down in the
BOB data. We therefore have to
change the MODULO for the mask
& data channel to a value of -2,
The modulo is simply a value
added to the blitter pointer at the
end of each scanfine. This would
normally be zero if the data was
arranged sequentially, but because
wie have fetched an extra word of
data, we have to pull back the blit-
ter pointer to thaf extra ward ofh-
erwise every subsequent line of
data would be out by 2,46
bytes of data. So to summarise:

1. Data is stored sequentially
as Plane 1, Plane 2, Plane 3, Mask

2. The exact size (4 bytes x
24 scanlines) only is stored

3. Blitter channel A will point
to the mask for each blit

4. Blitter channel B will point
in turn to each plane of data

5. Bitter channels C & D will
point in turn 1 each screen plane

The width of the blit will be 3
words, as the data is only 2 words
wide the last word will be masked
to 0, and the modulo will be -2 for
the mask and data channel

The modulo for the channels C
and D is the width of the screen
minus the width of the bit.

Having a bliter to handle most of
the drawing of objects is really a
godsend on the Amiga. Try switch-
ing to a machine that has no hard-
ware support for drawing, where

Figure 2

you rely only on the processor,
and you are immediately faced
with many problems and compro-
mises in trying to achieve what the
blitter can handle.

This is one of the reasons why
Amiga games can be exactly the
same as an ST version if it was
developed first. Porting a game
from the ST to the Amiga can usu
ally be done in a matter of days
with no problems. Take a game
written for the Amiga, though, that
makes heavy use of the blitter,
and you will need some major
rewriling of code, This is the main
reason why people tend not to
make full use of the Amiga hard-
ware when designing and writing a
game for both 16-bit machines.

Back on the Path

Mow back to the path movement
control that was discussed last
month. The final bit to explain was
how the commands are actually
defined as data. The file ‘paths.s’
on this month's Coverdisk contains
the data for all the paths for Level
One of Menace. All the paths were
designed and entered by hand.
This is not the ideal way to do
things, some form of path editor
would have been better, but if it's
your first game you are writing you
tend not to be too ambitious. It
best to concentrate on actually
finishing 2 game!

A single path starts with the
definitation  data  exactly as
described in last month's struc-
ture. This describes the speed,
animations, etc.

Following this is the move-
ment data. We basically had two
types of data:

1. A coordinate pair which
were relative or absolute.

2. A command byte with
‘optional parameters.

Looking at the coordinates first,
we must decide upon the max-
mum walues these can be. For rel-
ative coordinates a limit of +/- 16
would suffice. For absolute coord:-
nates we have to look at the
screen size to determine the lim-
its. Basically the minimum X & Y
will be 0,0 . The screen is 352 pix-
els wide, but 32 pixels are added
to the left and right for the clipping
as described. This gives us a max-

imum X,Y of 384,168 (note the x,y

coordinate defines the upper left
of the BOB, so although the
screen is 192 pixels high the maxi-
mum Y is 192-24 = 168).

The BOBs are not clipped at
all on the Y coordinate as they
appear behind the foreground on
the dual playfield screen. Thus the
border graphics that are always
present top and bottom hide the
fact that BOBs can suddenly
appear at the top ar bottom. From
the maximum values we see that
the Y coardinate would fit in 2 byte
but the X coordinate would need a
word to hold any value. To save
memory and keep both coordi
nates the same it was wise to
store the absolute coordinates
divided by two. This imposes a
shight restriction in that only even
coordinates are allowed, but this is
never noticeable. We can now
store the x,y absolute or relative
coordinates in a byte with a value
from 16 (510} to 192 ($cO).

llegalities

As there are some values that ard
llegal when it comes to the coord?
nates (Scl to Sef) we can embed
the control commands discussed
last month into the coordinates to
further save memory. A maximum
of 16 commands were allowed
and these were assigned the val
ues Se0 to Sel. The flow was then
along the lines of:

Fetch the XY coordinate bytes

If X bytes is in the range SEO
~ SEF then execute a control

command

else if the offset mode bit is
set the coordinates are

relative and are added to X.Y

else the coordinates should be
advanced towards.

And that is basically that. This
month's source implements this
form of control, the data being
acted upon is in the file ‘paths.s”. It
is very simple to try changing the
coordinates and commands to
form your own paths. B

Next month will see the game
becoming playable with the
firing and collision detection
routines added so at last you
can blast and be blasted!
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& would all like to be top pro-
w erammers, but there's one

thing that stops us - Amiga
programming is soooo difficult! OK,
S0 programming in AmigaBASIC is
pretty simple to get started with: but
once you start deing into the
Amiga's darker regions, things start
to get rather hairy. All those pointers
and structures can be bad for your
health unless you're equiped with the
programmer’s best friend — a good
reference manual.

The Amiga certainly isn't short of
its fair share of programming books —
i you can think of a particular area of
Amiga programming, chances are
that someone has written a book
about it. Whether it's getting down to
serious programming with Intuition
and Exec or ‘bashing the metal in
assembler, youre bound to find a
book to suit your needs.

It's been a while since we took an
indepth look at the latest books for
programming boffins, so here’s a run-
down of the latest arrivals. Once
again, Abacus have increased their
domination of the Amiga books mar-
ket with the released of two new titles
to add to their already impressive
range, but Compute! publications are
hot on their heels with three new
releases. Meanwhile, Addison-Wesley,
publishers of the official Commodore
Amiga documentation, have released
the updated version of the acclaimed
Amiga bible, the Hardware Reference
Manual. All this within the space of
one month!

COMMOBORE-AMGA,
WCORPORATED.

HARDWARE
REFERENCE
MANUAL

THE Amiga hardware programming
book is back, and this time its
brought with it a whole host of new
information and a spanking new
designer cover (gone is the hideous
purple and white of the original!)
Surely not a single Amiga pro-
grammer worth his salt has failed to
hear of what must be the most impor-
tant reference material for the Amiga.
Operating system programmers have

REVIEW

B0OkS

Even the most learned amongst us need a good
book occasionally. JASON HOLBORN puts on his

an excuse for not owning this book,
but a hardware programmer without
AddisonWesley's book is lke an
Amiga without a monrtor!

The Hardware Reference Manual
is the definitive source of information
on the Amiga custom chips and
peripheral interfaces. If you're a pro-
grammer who wishes to control the
Amiga hardware directly, this book is
a definite must.

This latest release has been updated
for Version 1.3 of the Amiga operat-
ing system, to cover the new Amigas
(the original Hardware Manual cov-
ered the A1000 only) and to correct a
couple of mistakes that cropped up in
the original release, The book
provides an indepth description of
copper, blitter, playfield hardware,
sprites, audio, system control and
interface hardware.

New additions to the manual
include a tutorial on writing safe,
upwardly-compatible  software  (are
Commodore trying to tell us some-
thing) The Hardware Reference

ania

spectacles and searches for ultimate knowledge.

Manual is the definitive documentation
of the Amiga hardware, If you intend
programming the Amiga at such a low
level, this book is a necessity.

ADVANCED
SYSTEM
PROGRAMMERS
GUIDE

Although _ AddisonWesley's  Amiga
Hardware Reference Manual is gener-
ally looked upon as the bible of hard-
ware programming, Abacus’ Amiga
System Programmers Guide has been
hot on its heels for the position of
number one reference book for
games programmers,

Unlike the Hardware Reference
Manual, Abacus' book also docu
ments many areas of the Amiga sys-
tems software. This latest publication
takes over where the first volume
stopped with a look at the intricate
aspects of the Amiga operating sys
tem including extras added to the 0S
with the release of 1.3 Kickstart and
Workbench. The book includes sec-
tions on the Amiga interfaces (audio,
video, RGB, parallel, serial, expansion
etc), Exec structures (nodes, lists,
libraries and tasks}, Multitasking (task
switching, intertask communications,
exceptions, traps and memory man-
agement), /0 (device handiing and
requests) and devices (trackdisk, con
sole, narrator, gameport etc).

If you're a programmer who uses
the Amiga operating system exten-
sively, then this latest release from
Abacus will prove an invaluable addi-
tion to your reference material. In
contrast to the official documentation,
Abacus have managed fo document
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some of the most complex aspects
of the Amiga in a crystakclear form.
Once again, Abacus have produced
another classic that is a must for
every Amiga programmer.

MAPPING THE
AMIGA

MAPPING
AMIGA

| et |

Compute! Publications boldy ~claim
that their latest title is something
pretty special. As they claim, Mapping
the Amiga isn't just another program-
ming book for the Amiga, it provides
the most indepth reference material
on the Amiga systems software and
hardware that has ever existed (ever!)

The first thing to establish is that
Mapping the Amiga is a reference
book only - it is not designed to
teach you the ‘ins and outs’ of the
operating system. Mapping the Amiga
is therefore for the experienced
Amiga programmer. ff you fall into
this catagory, then read on.

The book provides a complete
listing of the Amiga function calls and
system structures. Each fibrary func-
tion is listed with with a description of
its use, which library it can be found
in, its library offset, syntax in C,
Assembler and Modula-2, parameters
and return values. What more could
you possibly ask for?

As if this wasn't enough, the book
also provides one of the most com
plete and comprehensive listings of
al the Amiga hardware registers.
Each and every register is listed com
plete with an indepth description of
its use. This section alone makes this
book an invaluable addition to your
reference material.

So are Compute! going a bit over
the top by claiming that Mapping the
Amiga is the ‘be all and end all of
Amiga books? After just a quick flick
through youll soon come to realise
that this is no idle claim: Mapping The
Amiga is probably one of the most
useful reference materials available.

AMIGADOS
REFERENCE
MANUAL

Enough of the programming books,
here's a book that will be of interest
to all Amiga owners. If you'e ever
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DESKTOP

VIDEO

HEAD TO HEAD

We've all heard of it, but very few of us have actually got the slightest idea what it's about. Yep folks, |

we're talking Desktop Video. So what is Desktop Video? To most of us it means one thing - video |

titling. But as anyone wha is involved in the video industry will tell you, there's a lot more to it than

just adding static titles to your home videos.
Just arrived are two new books that promise to impart to you everything you would ever need to

know to get started in Desktop Video. Here's how they compare.

AMIGA DESKTOP
VIDEO GUIDE

For all you frustrated Amiga
video enthusiasts, Abacus’
latest book could be the
answer. The book provides an
in-depth look at the basics of
video, videotape equipment,
video/Amiga interfaces, soft-
ware, hardware and much
more. Whether you simply
intend to add ttiles to your
holiday videos or you're
hoping to give Steven
Spielberg a run for his money,
this book is a must.

Topics covered include
genlocks, digitising and scan-
ning, video recorders and
cameras, paint and animation
programs, special effects,
home techniques and profes-
sional video techniques.

Abacus’ book is undoubt-
edly best suited to the home.
enthusiast. It provides much of
the information needed to get
‘started without falling into the
trap of becoming too technical
- it's all very well talking about
the structure of a video signal,
but most of us will find this
about as useful as a hair dryer
in a hurricane.

AMIGA DESKTOP
VIDEO

Videophiles are certainly start-
ing to be spoilt for choice with
the release of Compute!'s
entry into the Amiga DTV mar-
ket. The book, which was writ-
ten by Steven Anzovin (who
also wrote the incredibly
popular titles Speeches of the
American Presidents and It
Hurts: A Parent's Guide to
Children's Needs), acts as an
introduction to the fascinating
world of Desktop Video on the
good old Amiga.

Subjects covered include
the use of colour, creating ani-
mation, combining audio and

PRICES

Al the boaks ncluded within
this feature (and more) are
available from Adamsaoft on
0706 524304,

Hardware Reference
Manual

Addison-Wesley £21.95

Amiga Desktop Video Guide
Abacus £16.95

Advanced System
Programmers Guide
Abacus £29.95

Amiga Desktop Video
Compute! £16.95
Mapping The Amiga

Compute! £19.95

AmigaDOS Reference
Manual
Compute! £18.95

wished to learn the intricacies of the
Amiga's Command Line Interface,
then a good book is what you need
So many exist on the subject that
picking the one that is best suited to
your needs can be a confusing and
often frustrating process.

Rather than being a new release,
Compute's latest publication is a
revised version of their popular

AMIGA |
DOS

REFERENCE

GUIDE

video, composing Amiga
music and creating 30 graph-
ics. Want to know about things
like colour reference bursts
and vertical synchronising
pulses? For the techies among
you who enjoy torturing your-
selves with such things, the
book provides an in-depth look
at the technical side of video
production including a break-
down of video signals and the
like. The only disadvantage of
this technical section is the
fact that it is geared towards
the American NTSC video
standard - which isn't really a
great deal of use to us PAL
people on this side of the
Atlantic Ocean.

AMIGA
DESKTOP VIDEO

AmigaDOS reference book that has
been updated to include all additions
to AmigaDOS with the release of 1.3
of the operating system (took their
time, didn't they!)

As well as the usual run-down of
what each AmigaDOS command
does, topics covered include creating
command-sequence files to automate
almost any task, from editing the
StartUp-Sequence to writing complex
batch files. All the standard DOS oper-
ations that you need to know about
are covered, including copying and
delete files, creating directories,
using the RAM disk and getting the
most from the two AmigaDOS ed-
tors, Ed and Edit.

If you already own an AmigaD0S
reference book, this latest release,
isn't really worth the extra cash -
you'll find very little that is genuinely:
new. However, if you would ke
to harness the power of AmigaDOS,
then Computes new book Is
well worth investigating. B




GAMEBUSTERS

What are you doing reading a
magazine? Its summertime!
Get out to a rock festival, frolic
in the sunshine, eat an ice-
cream. Wait a minute - what
about that maths revision you
should be doing? Get back to
those books NOW! ...still here?
Well, all right then, if you
MUST have a few tips and hints
on those there new-fangled
computer games, then who are
we to disappoint you.

Here's the business on the
new classic Rainbow Isiands
from Ocean, as researched by
your very own AF team.

THE END
OF THE
RAINBOW

You may have seen other playing
tips that described every creature
in Rainbow Islands in painstaking
and pointless detail. The way we
figure it you can work that stuff
out easily as you go along — what
you need to know is the helpful
stuff about diamonds, secret
fooms and cheat codes. Now
that's Gamebusting.

GETTING THE DIAMONDS
You can blast baddies till you're
blue-indigoviolet in the face, but
the key to the game is collecting
diamonds - but you knew that of
course. Most important is collect-
ing them in the right order - red
first and violet last - because this
reveals the secret room at the end
of each island. So what are the
best methods for doing that?

There are two basic ways of
tuming creatures into diamonds:
kiling them by crumbling a rain-
baw near them or destroying them
with magic stars. However, you
350 have to make the diamond
land on the correct part of the
screen to make sure that they are
the colour you need.

The screen is split into seven
vertical strips - red on the left,
through to violet on the right. The
baddies spin in the same direction
as they were moving when they
were killed and if they fall too far
out of view off the bottom of the
screen they will disappear

I's important to remember
that bad guys don't have to be
underneath a rainbow when it is
broken, just near enough ta it. This
is very valuable because you can
shaot rainbows undemeath things
without alerting them to your pres-
ence or risking getting shot.
However, with things that can't fiy
or shoot on the first couple of
levels, it's easy to trap them under
@ ranbow and just stomp on them,

USIers

The latest and greatest hints and tips on beating the
newest and toughest games, brought to you by the
nicest and brightest MAFF EVANS.

.
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THE SEVEN BOSSES AND SECRET ROOMS

By revealing the secret room you can avoid having to kill off the boss on each island. You can either try to
jump straight in through the door or you can take the difficult route — kill off the boss and then go in,
thereby getting more bonus points - but don't get d or the door disappears. The secret rooms provide
big bonus points and permanent spacial powers.

INSECT ISLAND
You should not have too much trouble killng the spider without losing a lfe and in the secret room you wil find
speedup boots — which, like all the other powers in the rooms, you wil then retain even after losing a ffe or
losing a credit.

COMBAT ISLAND
Once again it's worth going for the kil on the helicapter as well as going through the door, behind which you
will find permanent double rainbows.
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GAMEBUSTERS

MONSTER ISLAND

Dracula is one of the toughest bosses and worth avoiding if you think you might die, particularly because the
bonus you get in the room is permanent fast rainbows. Just leap straight up the middle of the screen and get in
the door before Drac even appears. :

TOY ISLAND

The jackin-the-box who whirls around the screen is also worth giving a miss. Once again you can just leap nto
the door before he appears and get the wings that await. These are important because the next island is lousy
with areas that have very few platforms, which means flying up is very useful

DOH ISLAND
Our old friend Doh is a doddle if you have the wings - just float next to him and pile the rainbows in. You can do
it before he even gets a shot off. It another important room to get into because it gives you a continue option
for the last two islands - without it you will not be able to use remaining credits. There is also a Warp to Level
Seven' option, but that deprives you of an important bonus from Level Six

ROBOT ISLAND

Another tough boss because of the lack of platforms, but if you learn his pattern it isn't too bad. Trouble is,
after getting this far, do you really want to take the risk? No, me neither, Behind the door is the very useful
fairy, who makes sunviving the last island and getting the dlamonds a lot easier.
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DRAGON ISLAND
When you're this close why bottier
with the dragon: just get into that
door for a massive score bonus
and the congratulatory screens.

FRoceneny 00
- Padas

secsccscsssssssases

THE
CRUCIAL
CODES

At the top of each secret room
you will find a row of eight sym
bols. They correspond to letters
which, when typed into the titie
screen featuring the colour<ycling
rainbow, will give you a special
bonus for the game.

The codes you get from each
of the seven rooms are as follows:
Island 1 — BLRBJSEJ - fast feet
Island 2 - RISBJSBR - double bows
Island 3 - SSSLLRRS - fast 'bows
Island 4 — BJBJBJRS - hint A
Island 5 — LILSLBLS - hint B
Island 6 ~ SJBLRISR — we don't
know what it does!

Island 7 - LBSJRLIL - continue on
all rounds

Hints A and B also pop up dur-
ing play, but only tell you about
collecting the diamonds. When you
have typed the code in on the rai
bow title screen, click up a credit
and an icon should appear in the
bottom left of the start screen -
as the red bottle has in our sereen
shot. That is then operative
throughout the game, but you wil
have to reenter a code after al
the credits have been used up.

cusomTin sow7




GAMEBUSTERS

X-ouT

Following the tip last month that
ofrsomany people sent in after
playing the demo version on our
wonderful disk, here is a
cheat for even more money (cor).

Quite @ few people have writ
ten in to say that at the end of the
game a message appears reveal
ng the items to use for 500,00
credits. Buy the most expensive

then discard the satellte ove

horned beastie on the right. Now

Iook at all the dosh you've got!
Loads of people,
All over the place

ROTOR

Flying a stateofthe-art gunship
may be an attractive proposition,
but it's not much fun if it keeps fly

ship and the cheapest satel

ing into walls all the time. If you
want to access the higher levels

-

C A + H 1
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Its all very well buying a game with fast 3D
graphics and involving gameplay, but what if you
can't even get into the complex to see them?
Never fear, help is at hand...

To gain access to the complex, simply find
the terminal on the surface (the coordinates are
about 90,30) using the MMU and plonk yourself
in front of the screen ready to ‘interface, if you
know what | mean! When the screen asks you for
an access code, type in KAL SOLAR and the on-
screen message should tell you that the trans.
porter has been activated. Now zoom back to

C R R R R R

INFESTATION

-

en Egg
ttery Charge  Transporter
. Orsugen Terminal

Boulder

£ Cumide
B

coordinates 50,50 (next to one of the radar towers) and enter the
transporter in the direction of the arrows. The screen will dissolve and
you will reappear inside the complex. Now to get your hans on them
there alien egg thingies!

Cooling Syste

DB BB BB BB BB bbb b b
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Food Lift Card
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Your suit uses Oxygen and battery charge at a
rapid rate, so keep your helmet up and power
off as much as possible. However, always check
the atmosphere and radiation level of a room
while protected by your suit before chancing
the elements, and make a note of poisoned
areas and vacuums for future reference.

Most of your travels will be via the ventila-
tion ducts, which are all covered by gratings. To
get into them you need a screwdriver, which is
in the hangar at the top left of the complex
Collect it, go to the network at the top of the

map (using the transporters) and pick up the lift card. Go to the lift in
the middle of the map and down to Level Six. Find the cooling system
and switch it on to prevent the reactor from overheating too quickly.
Now go for the eggs!

Maps sent in by Lee Dobinson, Southend on Sea
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GAMEBUSTERS

ge

but don't have the expertise
’ n try these

ihem legitimately,

1 K

Scoon,
Richmond, North Yorkshire

SUPERCARS

¢ many budding
there would like to wipe the smug
smile off that
Well if you enter y

the start of the

have 500,000 sp
at him. If you s
ond level, then

RICH at

sse

Potters Bar, Hertfordshire

ROCK AND
ROLL

It seems not a month goes by
without a tip Rainbow Arts’ roll-
around puzzle game! For this one,
ust get into the game and find the

“special hole’ on Easy Living (Level

One). It's after the spade, in
front of the deadend beneath four
leftpointing  arr Found  it?
Good. Now simply f e

thing happens. Not

the left mouse but

at which paint you will

find yourself on Level 33. Yes, 33
—one after the last level!

Simon Goodway,

Houghton on the Hill, Leics

ton anywa

Most 30 games have some sort of

where is the one
ase? All you have to do
start the game and type in
Fenn to use Shift for
ge should appear

INTERPHASE

TITT T

telling you that the code has been
accepted, in which case use the
et mouse buttan to cycle t
the objex

Matthew Jones,
Bishops Waltham,

THE
N TOQUICHABLES

We'd all like to be heroes like Elegant Mess in the film, but even in
Ocean’s licenced game things can often go wrong. Some tips my good
man, and don't spare the lemons!

First of all lets get the obvious cheats out of the way. If you type
SOUTHAMPTONGAZETTE, you can press F10 to skip levels. Pressing
*Help’ on Levels 2, 3 and 6 puts you half-way through the level.

Even with a cheat it can be quite hairy with all those guns going
off, so here are rough guides to the levels.

LEVEL 1
Duck down when things get heated, as only the book-keepers' bullets
come in low enough to hit you. Only pick up violin cases when its
really necessary, as they can help you out of a tight spot, but they're
in short supply.

LEVEL 2
Go for the liquor bottles first and shoot the First Aid boxes if your
energy gets a bit low. Particularly dangerous villains to watch for are
the bottle-throwers.

LEVEL 3
Always come out from behind the wall and fire quickly, going for the
grenades thrown from the cars first. Be especially careful of the men
with machine guns.

LEVEL 4
Try to keep to one side of the baby's pram, and don't walk into any-
body. Oh, and watch for members of the public - we don't want inno-
cent bystanders hurt, do we?

LEVEL S
Shoot the plant pots for more life and be quick taking out the men
that run across the screen. Spend as little time loading your gun as
possible, as the criminals can do a lot of damage in that time.
rd am, London
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