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game to rival anything th
duced — the phenomen
’s been hard at work over

the last few months on the sequel,
due out shortly from Infogrames.
in Tetris, the obj to
ipulate shapes and get them

to lock together. Welltris aimost

been waiting for.

Murder in Space
Amateur detective

a
rcise their skils in thi
from Infogrames, which sends
¥Ou 10 the year 2005 on board an
orbiting space station to save the
[ eight crew members.
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TRACTIONS

t. and a heap-and-a-half of new

releases storms onto your screens soon!

Metal Masters
f you'd rather be at the
controls of a skyscraper-

sized robot, then there
Infogrames’ Metal Masters. This
is an arcade game where you first
have 10 buy and assemble your
‘bot before entering it into either a
combat arena or a sports track to
take on other robots. This hitech
mayhem is due around September
time, so look out for it

Final Countdown
As a beautiful female
paceship  commander

(with a propensity for wearing
bizarre jumpsuits and only one
ng) its your job in this

arcade adventure to penetrate the
hul of a large spacecraft
disguised as an asteroid on a
collision course with Earth.

This Demonware game has a
huge game area and a real Impos
sible Mission feel about it as you
troll around the ship hacking into

computers and solving puzzl
ou go. Final Countdown should
be around even as you read this.

Demonware have also
been beavering away on a
wacky mix of platform, puzzle and
shootemup called Oops Up! The
scenario (apparently) has you
buzzing round the galaxy trying to

procure parts of a large space-
ship. Oops Up! promises to be one
of those very simple but very
addictive games. You'll be. able to
find out very soon.

Hagar the Horrible
Coming from  Kingsoft
through the very same
is the conversion (from
artoons) of that loveable
rogue Hagar the Horrible. Details
of the game are sketchy at the
moment, but it's believed the
game will be some sort of humor-
ous arcade adventure. More
details as soon as they come in,
but in the meantime here’s a

picture to keep you going.
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eam behind the great

game Hammerfist, Vivid

0

anather game to come out on the

Activision label. Time Machine is

billed as a 4D fantasy role-playing

arcade adventure. There are puz-

ve as the player takes

on the persona of Prof Potts,

who must manipulate history and

create the future by interfering

with evolution, August should see

the release of this ‘deeper than
your average’ game

Yolanda
Millennium will shortly
be following up the

superb Resolution 101 with a new
Steve Bak game. It's a platiorm
game, with the player becoming
the daughter of Hercules and
having to undergo the famous
Twelve Tasks in order to Iift a
curse from her father. This is a
reworking of a C64 game
(maginatively called Hercules) and
features some 50 levels with a
special beginners’ training level

The Gold Of The Aztecs

That's the prize for any

brave adventurer who can

way hrough 80 screens

and traps which wil test

our mind, but your

There

2 3 S round

every comer in the jungle world of
this latest US Gold

ground, US Gold are also gearing

up to release a combat fight sim

called Snow Strike. In the game

you'll be fiying specially converted

F14= on 10 top-secret missions to
destroy drug barons

‘The Spy Who Loved Me
Bond makes another
appearance on the small
creen in an escapade based on
one of his earlier fims. The game
is due in SFp[Pmbw and promist
o be an
which
closel

with the beautiful

the evil genius \meﬁeert. wha's
captwed a couple of nuclear
submarines and is threatening to
take over the

Neuromanct

with. The game's a roleplaying
alfair based on the bestseling
, king of

berpunk  (Cyberpunk . adj
genre of writing involving humans
conflict with a decaying high-
societyl. The game

e part of a hacker
out to survive on the tough streets
of the future world.

Magic Fly

Also set in the future is

Electronic Arts’ Magic
ch a 0

Fly, a vast
game which

ing the ultimate confined-space
fighter in @ bid to bring a bunch of
s to their knees. Get
plenty of blasting action

you battle
different alien craft all K‘Lmul\h\ﬂy

whatever they are...)

UNS
After much umming and
aaahing it seems the

follow-up to one of the best 16-bit
wargames
almast ready to b
world of megalomani
UMS

the tactical

player will have armies from all
time periods to fight with, across
the whole world - a world the

about with a
U I will feature

options and choices we smply

AMIGA FORMAT 13
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The second half - Austria are threatening with a free kick near the be

RIGK (

ANCO £19.95 E Joystick

o ne year after an original that
set the games-playing world
alight, the muchanticipated and
much talked-about sequel has
made its appearance. Kick Off 2
looks set to follow on from Kick
Off, but with a host of new
features to enhance the superb
gameplay. Question is, has Dino
Dini been too ambitious? Has he
screwed up?

To start with, up to four play-
ers can play simuitaneously (two
players against two players)
There's a league competition so
loads of you can all compete
together. There’s a cup tourna-
ment, so you can knock your
friends out and grab the glory, and
there’s also the World Cup tourna-
ment so you can persuade 23
other people to take a team each

The gameplay enhancements
include a new spotted ball, differ-
ent match surfaces (including plas

tic and soggy) the ability to
change the team sirip, the choice
of long or short throwsins and
possibly one of the biggest differ
ences - the introduction of defence
walls during free kicks.

There is also a new control
touch added to the ball, called
aftertouch. The player is now able
to bend the ball slightly after its
been kicked by holding the joy-
stick in a certain position, which
can be very effective but does
take a ot of practice.

The other main improvements
include the ability to load in teams
from Player Manager (the first real
followup to Kick Off, for one
player, which contained a whole
management game) so you can
play your lovingly-created team in
the league against another team
that someone else has spent
blood, sweat, tears and lots of
maney building up. Now the player



can alsa have control over the
strength and direction of comer
and goal kicks.

The majority of play is much
the same as before. Each team
contains - of course - 11 players
and the player you are controlling
is highlighted by a line beneath his
feet. As in Player Manager you
have a choice between controlling
the whole team, in which case con-
trol switches constantly to the
player nearest the ball, or playing
in one position.

Once you've gained possesian
of the ball your man automatically
dribbles it and passes and shots
are made by pressing the fire but-
ton and holding the joystick in vari-
ous pasitions. Controling your
team takes a while to get used to,
but practice really does make per-
fect and after 3 while your han-
ding of the player improves signifi-
cantly. Andy Smith

\“URMA 74
GRAPHICS AND SOUND

Spot effects, such as the ball
thuds and the crowd cheers, are
excellent. The graphics are great
too. The action is all viewed from
above, which works very well for
a game of this nature. The
sprites are well defined and won-
derfully animated and the pitch
graphics are highly detailed
including observations such as
muddy areas in the goalmouth on
soggy pitches and a squeaky-
clean surface on plastic pitches.
‘The graphics and sound mix
together extremely well and com-
pliment play brilliantly.

LASTING INTEREST

, Brian, this will run and run.
It's perfect for ‘booting up’
(groan!) whenever you fancy
either a quick 10 minutes or a
good hour or three. In years to
come this won't be sitting on your
shelf collecting dust, because
you'll still be playing it.

JUDGEMENT
If you don't own Kick Off, go for
this instead. If you do already
‘own it or own Player Manager it's
still well worth considering. This
is the best footy game to have
appeared on any machine and
the beauty of the game is the
fact that it just plays so damn
well. Novices will enjoy it right
from the start and it's surprising
just how skilful a player can
become after just a few short
weeks.
Last year, here at Future

Kick Off inspired us to

ue which grew into a
four-division affair with 32 play.
ers taking part - even people
who'd never played any game
before! The league grew into a
Cup tournament and hardly any
work was done for menths - the
game actually became officially
banned during working hours.

whole thing again with Kick Off 2.
You can't get a much higher rec-

SCREEELEZSE]

—~— oy
The Italians are getting heated and have given analhar free kick
away. The Au-trians Noat the ball into the box..

)

wthe keeper has dived and missed the ball, the Austrisn< have a
wolden opportunity...

a5 their s riker nods the ball lowards the other <idc of the 4o ...

~- but, 009 @RI B uniuck v..the Balls bil the paat bnd will e col-
Jected nfithe keeparialy brotH s sigh of relisl:
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Before starting each wave

you're lsft in no doubt as to
what you're supposed to be
doing.
Fmﬂkh. it comes as a nice
change to play a game in
which you don't have to save the
world from aliens, run about kick-
ing seven shades out of baddies,
or race round a maze collecting
keys or pieces of puzzles. In Kiax
ihe only objective is to survive as
long as possible and score points.

The game s very easy to play.
A horizontal platform five lanes
wide sits pointing towards you.
Coloured tiles start at the end fur
thest away from you and rol
towards you. There are five bins at
the near end of the platform that
the tiles fall into. Each bin holds
five tiles, but should all the bins fill
up then you lose a life

How do you stop them filling
up? You can't really, but you can
buy yourself time by using a small
tile catcher at the end of the plat-
form, which you can move leff and
right to catch ties as they fall off
Then you can decide which tiles to
drop in which bin by hitting a key
and fipping them off the catcher
into the bin. And here’s the key to
wiming the game - any line of
three or more tiles of the same
colow, eithier vertically, horizon
tally or diagonally, makes a Kiax
The Klaxed tiles then disappear,
leaving more room
for more ties in the
.

The game is
played in waves,
wih 2  specific
objective given for
each wave. For
example, you may
just have to get
three Klaxes, or
maybe three diago- gyyr,., the catcher mmum.w,n
nal KI3xes, of SCOMe no where to drop them and ...help!
10,000 points. The points system
is based on difficulty. Anyone can
get a vertical Klax, so you only get
50 points for each one. Horizontal
Klaxes are harder, so score
1,000, whie diagonal ones are
harder still and score even more
points. Once a wave is completed
points are awarded and you move
onto the next wave.

That's basically it. Oh yes, the
catcher at the end can hold up to
five tiles at any one time, so you
can organise Klaxes slightly more
easily and you can also fiip a tile

confusing land heated!).

, and there's
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in simultaneous two player mode where things can get very

back halfvay back up the platform
1o gain yourself a couple of sec-
onds while you go for another file.
Any tile that falls off the end uncol
lected by the catcher scores one
on the drop meter - once you've
filled that up you lose a fife. Plus,
of course, the tiles speed up and
more colours appear as you
progress through the levels, mak-
ing it even harder to get the partic-
ular Klax you're after. Andy Smith

The next wave. That biue diagonal earns a massive 5,000 points.

IIllt""

sound effect
to \hnm about, but
know when your catcl
and when you've made a Klax
The graphics are nothing spe:
cial either, though the dimini
ing perspective is quite pleas
ing. The viewing angle does

make it a fittle difficult to tell

when a bin is full, for example
but the thudding sound effect
lets you know If you try to put

more tiles in it

LASTING INTEREST
A game to last for years. It's a
quick 10 minutes' when you
feel like it and it's also a ‘good
three hour session’ when you've
got time. A timeless game that
you'll come back to again and
again

JUDGEMENT
Look at that! Right the way
through the review and not a
mention of Tetris! Comparisons
we to be made simply
because they are both very
simple space-filling games that
play remarkably well. Tetris is
a slightly better game, but Kiax
gives it a damn good run for its
money and it really should be
in your library.

GRAPHICS
SOUND
INTELLECT

ADDICTION
OVERALL

AMIGA FORMAT 41
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Things start to get hot, as fire arrows reign in on Level Two.

- DINASTY WARS

US GOLD £19.99 B Joystick

hina in 184 AD. A group of

soldiers murder wave after
wave of weaker opponents. In
response, the remnants. of the Han
clan lead this horizontally-scrolling
quest for revenge through ancient
China, splatting anything in sight.

The horseback - heroes can
either fire fast, stabbing short-
range shots or store them up into
one massively mean megablast.

e evil Generals minions
aren't tough; one quiick poke in the
head and they're history. Save up
a big shot, by hoiding the fire but-
ton down, and a single blast can
bag three at once. The end-of-level
Generals are a different kettle of
foe, though, Theyve mounts,
decent armour and exiremely
large weapons. They'd pose no
real problem if you could face
them one on one, but they pop up
when the screen'’s already under-
gone a population explosion.

This is where the Dynasty
Warriors play their trump card -
tactics! Rather like a medieval air
strike, with rocks or fireballs
instead of Napaim, magic
cleanses the area. Tactics kill all

An evil general ;-l- wicked at
the expense of Li

42 AMIGA FORMAT

GHALL FE L
OF A BRIOGE
BU 10 FUT

Don't meas with Shang Fel, s3pe:

normal folk and weaken the
Generals, but leave you unharmed.

The four Han clan warriors
who are on offer vary in abilty,
with the amount of damage they
can take balanced inversely with
the amount they dish out. A real
big hitter is needed to waste the
Generals, but a durable weak-
weaponed guy has the advantage

HE S1ANOS
[}

clally on bridges!

28 &
Ok Ok 4G

ik THE
TS
EHEN e

of surviving long enough to acty
ally meet them. And of course
famous warriors like these can't
wander  round a wimp's
weapon all their lives, so en route
there are more powerful blades to
collect and keep, as well as extra
hit points which help to cure any
warrior who is careless enough to
get sliced. Trenton Webb

GRAPHICS AND SOUND

The introductory screens croate an atmosphere of legend and these
pictures are echoed on the playing screen with animated faces that
contort in anger and pain, but this level of detail isn't carried into the
battle. The backgrounds are excellent, but the playing area is too
small to cram in the detail, especially at the end-of-level showdown:
there are so many people on screen its hard to know who you're
killing. All very realistic, but not helpful.

Annoyingly, the music plays throughout the game. Not that the

music is bad

it's atmospheric, if a tad up-tempo. The irritant is

simply the fact that there are no sound effects. All the obvious
opportunities for biood-curdling martial arts battle cries and the
crisp swish of blades have been missed, which is sad.

LASTING INTEREST
Dynasty Wars’ core problem is
that there isn't an awful lot o dot
With only two modes of attack
you either have to use spear
power to spike enemies or call in
magical tactics. And with only
tiny guys on horseback to look at
- some of whom apparently ride
side saddle! - there's not much to
keep you rivetted to the screen
The similarity of foes too, makes
the game easy, with the higher
levels reachable in the first few
attempts. The war, it seems, will
definitely be aver before
Christmas, maybe even August!

In spite these factors and the
deliberately slow pace Dynasty
Wars has an undefinable charm.
There's a sense of tension, while
the sheer number of opponents
makes life awkward. The levels,
while similar in concept, are very
different in design, ranging from
burning bridges to snow-swept
wastes. Its worth getting to each
new level just to have a laok at
the scenery.

The killer snowballs perpetrate
an attack on Level Four.

JUDGEMENT
A reasonable chop-em-up which
has the distinction of horse-
riding heroes, enough original
elements and is bound together
with a certain slick style. Once
It's finished - which shouldn’t
take long - it's uniikely you'll
ever play Dynasty Wars again.
But while you're still trying to top
the big nasty who ruined the Han
Clan, Dynasty Wars should prove
an enjoyable diversion.

GRAPHICS
SOUND
INTELLECT




SCREENPLAY

Serving is automatic on the easior |

INTERNATIONAL 3D TENNIS

PALACE £24.99 H Joystick

s, 50 at least you're not going 1o give games away double faulting.

ust as art can occasionally

atempt o imitate lfe, so
computer games programmers
attempt to do the same thing, but
usually vith very differing resits.
One of the biggest hurdles the pro-
grammers have to jump is getting
humandike figures intc games and
then getting them to move with
human smoothness and fluidity.
That's why Palace and Sensible
Software have spent nine months
developing this 3D tennis game.

There are three distinct sec-
tions to the game: single match,
Toumament and Season. The sin
gle match is obvious enough; you
play against either a friend or the
computer for a defined number of
sets, The Tournament is slightly
more complicated, in that there
are 72 toumaments to pick from,
each with a different amount of
prize money to be won, and again
the number of sets can be
defined. Then there's the Season,
which allows you to make a living
by playing in various tournaments

Your races across to return a shot.

Inset: next stop Auckland.

throughout the year.

There are several skill levels,
but the one you'l want to get
some practice in on is the
‘Amateur' level, Here the computer
takes serves for you, moves your
character around the court to get
him in the best position to return
the ball and then flashes your char-
acter to inform you that he's in
range fo return a shot. You can
influence things slightly by moving
your man closer to or further away
from the net if you wish and also
by holding the joystick in any one
of nine positions after you've
made a hit, which will influence the
direction of your return

Step up a skill level and you
can then start directing serve
but you still get the flashing. Go up
another skill level and the flashing
disappears. Go to the top level
(Ace’) and you can then start

adding spin (top and back) to the
ball by hitting the firebutton again
and moving the joystick forwards
or backwards. Andy Smith

A long distance view of the game.

It's not all lawn stufi, here you're on cemen
LASTING INTEREST . Is altogother a battor game

GRAPHICS
SOUND
INTELLECT
ADDICTION
OVERALL

JUDGEMENT

ompetitior
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The Vector player has made a misllk. and put the projectyle into After e itch the

his own goal in the Frantic Zone (this is a regular occurence for

teams!) The last opposing team I-z touch the projectyle messing around and start playing

credited with the goal.

M ost ball games are compli
cated  enough.

basketball, hockey and the r

have their

can have

game of thre
halves and five

Collecting that 'F symbol would be a goo as it instantly
freazes the other two players for 10 seconds which I plenty enough
time for a skilled Projectyle player to get the thing away from his

to one of the oppositions'. It someone gets

there before you, though, you're in big trouble!

s are

that th
side contains a
1 with

The tunnel on the Tumm
ever, which
u' the bottom, |

ABOVE: If the blue (Manic Moose) llﬂyur can g-l to the ‘DOSH' ial - the Franti

ovmbol bk Bs abie to spend the s toam’
LOW: Kiok-aff at home to the Vectom: Yeu Shert the
9 the goal on the right. Next set you'll defend the left

and then the lnp This aiso applies to goals in the Frantic Zone,
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league, so0 it must be time 1o stop

car INID‘ bash and
smash into the opposition as oft

m the ball and knock it a
keep it out of your p
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pitch f
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purple guys nearest the Proj

game in, s0 I"S well
worth checking out
their stats BEfDFE
deciding  where
they should play - a
fast chap on the
start pitch is a must.
Before a match the players
can be trained, and their attributes
increased: however, not only do
they then run the risk of injury
but training costs money
and the only way to get
any money is to pick
up the dosh symbols
that appear on the
pitch at random. These
benefits appear regularly
throughout the match on all the
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pitches and can be collected by
the first player to slide over them.
The money can be used to finance
your training program while all the
other benefits — such as ‘freeze
opponents' or “block exits' — only
last on the pitch they were picked
up on and only for a maximum of
10 seconds

The closest the gameplay
comes to a game in the real world
is ice hockey. The players slide all
over the shop in purstit of the pro-
jectyle (your players automatically
turn to face the ball wherever it
moves) and yotire able to move
the player using the joystick with
the fire button acting as the
accelerator. Andy Smith

ke
e R e o T S

~

[Nt it o1 tha weasan; waky i Ui Bovinn Al imls and the. n--il- The Juggers are the
tyle and you're the pink guy benefit,

PROJECTYLE

Electronic Arts £24.99 Joystick

LXORMA 7

GRAPHICS °
SOUND 7
INTELLECT 5
ADDICTION 8
OVERALL 90%

to the Devils and it

tense moment

GRAPHICS AND SOUND

The perspective, viewing from

mated. The effects are fine and
s0 is the music - and you can
toggle between the two at will.
(Games are played on different
pitches belonging to different
teams, which makes a welcome
change during the game not only
from the aesthetic viewpoint, but
also because the different playing
surfaces change the way the
game's played. Looks great.

LASTING INTEREST
Bags of it. The shortest league
‘season requires you to play 18
‘matches, so get ready for some
long playing sessions. The multi-
player option and multiple skill
levels mean you won't burn this
out for a very considerable while:
and fortunately there's always the
'save game option to fall back on.

JUDGEMENT
The action is fast and furious -
especially with a couple of friends
- and though at first it seems as
if too much of the gameplay is
left to luck, a few hours of play
will convince you that it is in fact
very skilful. You need to use
some sound tactics to beat the
better of the computer-controlled
teams. Cracking stuff that can be
as exciting as Kick Off when
you've got a few mates round.

the projectyle leav:

pitch and goes through the tunnel towards your goal pitch.
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Snakes and bats attack our muscle-bound hero und;

thunderous sky.

HE PLAGUE

SOFTWARE BUSINESS £19.99H Joystick

A> Earth wars become more
and more dangerous,
costing the lives of an incredible
number of people, scientists begin
research into the development of
‘enhanced’ animal species capable
of surviving nuclear attacks, thus
eliminating the fear imposed by
enemy warheads.

Reasearch has been going
well for a number of years - so
well, in fact, that nuclear war has
been discarded sltogether and
the governments are returning to
traditional (and arguably less
devastating) batilefield combat

Unfortunately, as is the way
with genetic experimentation, a
biclogical demon has been found
in our midst. Within the genetic
breeding ground a deadly plague
has broken out. The virus spreads
auickly, affecting the bodies and
minds of all its victims

Once peaceful ‘super-humans'
have been transformed into evil,
mutated warriars, helkbent on
causing death and destruction
across the scientific complex
Some of the scientists are trapped
within the complex, suffering from
early symptoms of the disease.

You play a mighty soldier, your
body adapted by laser surgery to
protect you from the virulent

48 AMIGA FORMAT

= e | Yol
Launch that beam skywards and
take out those jet-pack flyers.

illness. Armed with the (atest laser
weaponry you must infiltrate the
now-uined complex and wipe out
the mutants, rescuing any sur
vivors who may yet still be saved
by precision surgery. At the begin
ning of the game you are armed

with 2 laser rifle that can be
powered to release a dangerous
‘mega-blast beam, destroying all
in its path. Attackers may swoop
in from all directions, however, so
picking up extra weapons may
come in useful for picking off jet-
attackers and the more heavily
armoured amongst the foe

At the end of each stage is a
grotesquely mutated being that
will soak up a number of shots
before it explades, allowing you to
gain access into the deeper
regions where the effects of the
plague are even more apparent
Just remember - they were all
human once! Maff Evans

Don't miss the lift, but watch out
for those deadly rising bubbles.

GRAPHICS AND SOUND
The Plague has some extremely
nice graphics, with well drawn
and colourful backgrounds
scrolling smoothly behind the
impressively sized sprites - the
animation could have been a
touch more interesting, though
The real problem is the sound.
The music sounds thin and
incredibly dated and the sound
effects are just too weak to be
true. The powerful image
invoked by the graphics is
completely lost when the game
is played with the volume on
anything but ‘off".

How nicel Someone is
their sye out for you!

LASTING INTEREST
The levels themselves aren't
really that difficult to master. All
that has to be learnt to romp
straight through is the order in
which the aliens appear. The
difficulty starts when the end-of-
level gaurdian is reached. A
combination of vibrating trigger
finger, luck and telepathy is
needed to judge the timing of
jumping and ducking while still
piling the shots in. After dying a
dozen times at the hands of the
same alien, frustration and
broken joysticks are a formality.

JUDGEMENT
Despite the nice appearance,
The Plague is nothing more than
a run-ump-blast shoot-em-up in
the mould of many arcade
games circa 1985. Very littie has
been done to bring the game up
to the level of gameplay
expected in the Nineties.

GRAPHICS
SOUND
INTELLECT

ADDICTION
OVERALL

61%




Fm some of us, owning the
world is just not enough, What
we want is the whole galaxy.
Fortunately for the rest of the
galaxy, none of us wil ever be able
to achieve our ambition for real so
we have to content ourselves with
computer simulations.

Imperium is one such simula-
tion, allowing a player to take
command of an imaginary galactic
power based on a planet called
Earth (now theres someone using
their imagination!) and, by skilful
use of diplomacy, economics and
military might, conquer and popu-
late a small galaxy containing
around 30 star systems,

Then again, if you're the more
passive type and don't go in for
this glory lark you can always try
1o win by just keeping your empire
going and survive as leader for
1000 years. How long! Yup,
1,000 years. Achieving that,
though, will stil require careful
juggling of your empire and skilful
manipulation of the other galactic
inhabitants - the aliens.

Several  other  computer-
controlled empires are also trying
to expand their horizons and do
much the same as you (though
they're much more into conquering
things rather than keeping their
tentacles to themselves).

The game is completely menu-
controlled, so all your decisions
are made by selecting icons at the
top of the screen which cause
menus to appear. Then you can
make decisions on what to do
from the menus. The game is
played in yearly cycles (the num-
ber of years being user defined),
then once you've done enough for
one year you simply click on ‘next
turn’ and the game advances.

So what keeps you playing?
Why not just skip a number of
years and outiast the game? For a
start, no-one lives for 1,000 years
without taking steady quantities of
the lifepreserving drug Nostrum.
Nostrum can be found throughout
the galaxy and can be refined from
the planets on which it oceurs
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SCREENPLAY

you can call on to run newly-
" to head space fleats, but picking the right man
for the job requires some thought.

Taken in moderate doses it
enables you and your subordinates
to remain alive for a lot longer.

Of course, you first have to
find the stuff, so you have to start
thinking about moving beyond your
own star system. And this is
where you come to the crux of the
game — economics. Money has to
be generated through developing
your planets, producing commodk
ties (over 20 of them) which you
can use to build ships or use to
trade with the aliens. You can also
buy things you can't produce from
the aliens and to make things
interesting you can set import and
export taxes, put trade embargoes
on certain items and all manner of
other things.

Colonising other planets not
only expands your empire, but
also makes you popular with the
electorate who go to the polls
every 50 years fo decide on the
next leader (if it's not you, then it's
game over), And as all good politi-
cians knaw, money talks. A good
deal of cash has to be stored as
the years ga past which can be
called uunn when you come to
campaign for re-election.

There are loads of planets to
discover and dealing with the
aliens can be a very fricky busi-
ness. Keep things ticking over, let
the computer handle the
economics and/or the diplomacy
to start with while you concentrate
on the military side of things until
you become familiar with the
game and gradually start taking
things over yourself once you
understand just how different
things affect the game.

Don't be afraid to experiment,
push taxes way up and see how
it affects things, start censoring
the press and see how it affects
your popularity. Play around and
after a few games you may find
you have just the sort of qualities
a galactic leader needs. You may
even  start  calling ynursen
Emperor  Ming. ‘Not
tonight Ja:nphhe m got an
empire to run’ Smith

News reports come in at the start of each turn and by
jalactic events and discover if any of he
aliens are becoming a bit too ambitious.

you can catch up on

NP

ELECTRONIC ARTS £24.99 1

'n- pl-llll menu |M- you a whole list of statistics for each
start creaming off

ide whether 1o help the planct or

planet. You
some of its wealth,



As you can see, doing a simple thing like placing a trade embargo on
all commodities to aliens can become quite a complicated matter.
Thankully the system works much casier than the picture suggests.

STABILITY b
INTEGRITY
LOYALTY -

HATERTAL INFRASTRUCTURE R
NORAL INFRASTRUCTURE -
VEARLY NOSTRUM GROWTH i
DISTORTION il

DECOLONISE | _CLOSE |

PLAY

've got some

maney together its
about building up a fleet. Up to 20 spacecraft can be de:
one above is a heavy attack craft,

et d]

A quick look at how the economy has been going for the last fow
years gives a good indication of how sound your economic policies
have been.

e,

AR SHIP TO MOVE NOME PLANET [
SHIPS [ ]

n L3

nj sl

Ark Ships are used 1o shift people to a new planet and get it running

for you. Evolution? Who needs it

GRAPHICS AND SOUND
There are a few sound effects,
usually short bursts of music,
which are fine but not special.
The graphics of the game are
also quite reasonable. Bear in
mind that this is not meant to be
a graphic stunner; it's a thinking
person's game. That said, all the
menus are nicely presented and
are very clear.

LASTING INTEREST
This s the game's strong point.
It takes a long while to play a
single game and it also requires
a lot of concentration, but the
nature of the game is such that
it's easy to get caught up in the
action and spend many an hour
at the keyboard without getting
bored. Its by no means the first
o its type, but it has a lot more
depth than some similar games.

JUDGEMENT
Imperium is very well put
together and the whole game
interlinks with itself intricately,
which makes it great fun to play.
The aliens are an intelligent
bunch, which makes for good
interacting opportunities, and it's
a game that also rewards smart
thinking and punishes rash or ill
thought out actions. Definitely a
game for the solo player who
likes reams of statistics to pon-
der over and who likes to juggle
limited resources making them
work to their best advantage.

GRAPHICS 6
SOUND 4
INTELLECT 7

7

ADDICTION
OVERALL

86%
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and the Zulus make their first attack on

With 18 men on guard the situ;

n is in hand.

The ordering menu. Private No
88 has been ordered to shoot.

RORKE'S DRIFT

IMPRESSIONS £19.99 H Mouse

M ost computer wargames
are based on the board
wargame principle, with the com-
puter handiing all the mundane
tasks and getting rid of the need
for all those precariously-balanced
cardboard counters.

There is another school of
wargamers, though: the miniature
wargamers. No, they're not really
terribly small people; they're so
called because they fight
wargames on large tabletops
using miniature soldiers to repre-
sent the forces of the battle
Rorke's Drift 15 Impressions
attempt at recreating a table-top
wargame on a computer.

It you're unfamiliar with the
scenario (surely you must have
seen the Stanley Baker movie
Zuiu?) it's the battle between 137
British soldiers and about 4,000
Zulu warriors during the period
January 22-23 1879. The British
are camped at a small group of
buildings and have secured the
area with biscuit boxes and mealie
bags. As the commander of the
British forces it's up to you to hold
out against massive odds

he game is played in two
phases: orders and combat. Both
are time based (in game time, that
is). In the attempt to keep the
game feeling as much like a table-
top game as possible the ordering
system means you have complete
control of each and every man.
That includes deciding the facing
position of the man, whether he
should walk, run or charge to a
certain place, when to load and
aim his rifle and when to rest.

Orders are issued to each
man (there i a repeat order option
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which comes in handy when urder
ing a large number of men to d
the same thing) and then by
selecting exit you enter the battle
mode and each man follows his
orders until either they fulfil them
or you mnterrupt and reissue
orders again

Controlling the play is the
game clock. During the orders
phase, the game clock stops and
as soon as you enter battle mode
the clock starts again. The wictory
conditions are simple enough —
the British commander just has to
sunave through to the next day.

As the game progresses, sur
vival involves redssuing ammuni
tion to your men, using the medics
to tend ta, the wounded and vari
ous other. ancillary operations.
With the odds stacked against you
the simple fact that you have rifles
and the Zulu's don't is not going to
save your skin. The ability to use
your limited forces to their great
est advantage is of paramount
importance. Andy Smith

The north wall.
larger waves against the British,

GRAPHICS AND SOUND
Forget the sound; there's only a
short burst of Men of Harlech at
the start and that's your lot, The
graphics are much better using a
004, if forced, 3D perspective.
All the characters are well drawn
and though the animation isn't
the smoothest it doesn't impede
the gameplay.

LASTING INTEREST
The game takes ages to play, so
prepare yourself for some long
games - there is a save option.
Unfortunately the ability to play
only one side and one scenario
limits the game's lasting interest
because once you've achieved
the victary conditions (which
shouldn't take a dedicated and
competent player too long) it's
doubtful you'll want to go through
the whole thing all over again.

After overy shot a report tells
you if you hit or missed the tar-
get (corpses are

instantly
field).

The report screen keeps a total
of the sides’ losses and injuries.
Things look OK for the Brits.

JUDGEMENT
Impressions have really stuck to the rules in order to get this as much
like a table-top game as possible. This doesn't always work to it's
advantage. The ordering system is unwieldy and awkward and can be
very frustrating - it's so annoying to watch two soldiers walk into each
other to reach ditferent objectives and then both just keep calliding
with each other until you interrupt and send them different ways.

Simple problems like

mean you often have to adopt unrealis-

tic ordering sequences which just makes things unnecessarily
tedious. It tedious enough when you have to fire every man's rifle for
him (especially when you have a line of 100 men and have to pick the
target and fire for each one, every single time). It's the sum total of
all these niggles that break the game and turn it into more of a chore
than a pleasure for the average player.

Miniature fans and wargamers with a particular liking for the
scenario only need apply for this one.

I. Things are hotling up as the Zulus start sending

The game area. Arrows ind
areas where the action's at.

GRAPHICS
SOUND
INTELLECT
ADDICTION
OVERALL
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RAINBOW ARTS £19.95 B Joystick

Everyone has nightmares at
some time. But where do they
come from? Legend tells of a
creature with a highly-developed
psyche, due to his threeheaded
mutant form. His influence was so
powerful that everyone on Earth
was touched by his evil thoughts,
The human race was gripped with
fear and worry and terrible night-
mares made the dark a cold and
frightening place. This creature
was named Morgul

A heroic  warrior named
Devolon managed te battle him
and banish him to a hidden
dimension inhabited by strange
creatures incapable of emotion
and therefore immune to the fears
and dreams he instiled in
mankind. Years have passed since
this age, with humans stil occa-
sionally troubled by nightmares
and worry, Even though Morgul
has been trapped, his influence
still breaks through.

However, mankind has once
again begun to experience horrific
dreams, worse than ever before.
No-one will venture out onto the
streets dunng the hours of
darkness, One terrifying thought is
lurking at the back of everyone's
mind — Morgul has returned.

You are Turrican - one of the
few remaining people who have
not lost all sense of courage. You
have been kitted out with the
latest  state-ofthe-art firepower
ready for the mission ahead — to
find Morgul and kill him.

You must travel through five
areas of the realm that Morgul has
created for himself, fighting off the
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creatures that he has warped to
obey him. To begin with you are
armed with-a rapic-fring pulse rifle
and a flashbeam which can
project a directable stream of
lightning to take out enemies at a
distance. Extra energy packs can
be picked up around Morgul's
fortress and converted into

weapons such as lasers, spray

Qoh, lack at all those lovely diamonds. Give them here...

rifle packs and energy shieids.
Some are freely available, but
others are hidden and have to be
carefully searched out before they
can be collected.

At the end of the last area is
the evil Margul. Can you use the
weaponry available to destroy him?
Who knows. .. but it could give you
dreams for a while! Maff Evans

o

#3524 Launch your Nash-w:

Turvioan s purssad by bowncig
bombs as he jumps a robot.

pon to kill
that evil ‘orrible fiying robot.




SCREENPLAY

Reflections on the ethics of chopping up living beings...

HERO'S QUES

SIERRA ONLINE/ACTIVISION £34.99
B Keyboard and Mouse

he people of Spielburg valley

need a fero. A true champion
of the weak, who is valiant in
battle. Reckon you fit the bill?

Here's Quest begins with a
decision as to what sort of hero
you want to be. Fighters are
stereotypes  with  broadsword,
shield and brain damage. Magic
users are the intellectual types —
they start off as wimps but build
up a decent collection of spells
and can swagger with confidence.
Theves are devious, skulking
about shadows with a lockpick at
the ready.

Rather than your Amiga
randomly deciding the character's
abiities — strength, inteligence,
agiity etc - you assign a meagre
colection of points onto a
standard profie (so fighters are
always better than average in
close combat, but you can stick
some extra paints on for overkill),
This makes hero design much
more satisfying: custom heroes!

Getting into the game is easy.
Spielburg is located in Spielburg
valey, a large playng area with
plenty of spooky woods, caves
and inhabitants. You move around
the three dimensional on-screen
scenery; press the key or move
the mouse and your hero stomps
off in that direction until an obsta-
cle gets in the way.

Remember text adventure
games? The computer gives a
description, asks “What now?" and
fhen you type in your responses.
Hero's Quest lets you type in
commands at any time, which

freezes anything that's happening
on the screen - even combat.

Therefore, you can stroll up to
anyone or anything you see and
try to start up a conversation.
There's no need to hack every-
thing you meet into quivering
little lumps, unlike such games
as Bard's Tale.

Monsters are classified into
four categories: the Humanoids,
the Inhumanaids, the Undead and
the Unknown, The handback lists a
few littie pointers that indicate it's
a monster you're facing; if it oozes
green ichor, eats people, collects
half-eaten corpses, drools, gibbers
or slavers, attacks without provo-
cation, twitches tentacles or will
not eat spinach - it's a monster!

The combat is simple in princi-
ple, but difficult to master. A view
appears, from over your hero's
shoulder. Depending whether the
monster is at close range or dis-

Want information? Check out your local Adventurer's Guild

tance you have six manoeuvres to
choose from: thrust, swing, duck,
dodge, shield block and parry.

Whenever the pointer symbol
on the screen flashes, you must
press the relevant key for the
action you want. This introduces
thought into combat, as you have
to see what your opponent is
doing before making your move.
Blastemup fans fike to hammer
on al the buttons, and get
confused when they end up dead.
You have to think more about this
combat system,

Combat is only a part of the
game. At first, the player explores
as much as possible, talks to peo-
ple, meets the odd Dryad (that's a
good bit) and can even take a job
at a stables. Later, the quests
have to be solved, adventures
have to be completed ~ life in
Spielburg valley is complicated
Pat McDonald

The healer can hy
But will only do it for & pm:

GRAPHICS AND SOUND
The 3D locations look good. It's
not just the quality; the number
of scenes to explore is enor
mous. A few more frames of ani
mation, in places, would have
been the icing on the cake
Sound is used more subtly, with
birds twittering away, a couple of
musical themes and the occa-
sional din of battle - bit of a let

down there but not enough to
make the game less enjoyable.

Combat is sometimes simply
unaveidable, but always fun.

LASTING INTEREST
Loads of disk swapping is the
only hassle. To see a world come
to life is amazing: to play only a
part of it and try to overcome all
the problems and share the
triumphs of becoming a hero is a
long-term (and fun) way of
spending time. Lots of puzzies,
an adrenalin rush when a mon
ster appears and a definite goal
are what real adventurers need.

who is just
est.

JUDGEMENT
Just to call this a game is
inadequate: it's a five-disk work
of art, brimming with imagina-
tion, humour and thought
Shama about the prics, but for
once it genuinely reflects the
amount of effort that's gone into
it. A lovely game

GRAPHICS

SOUND
INTELLECT

ADDICTION
OVERALL
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A later lovel - it looks easy, but one mistake can make the whole thing impossible.

TURNITE:

KINGSOFT/ TH

E SOFTWARE

BUSINESS £19.99 B Mouse

Il the useful things in the

world today were probably
invented thousands of years ago
by the Chinese — like gunpowder,
chopsticks, bicycles and those
little water bottles that fix on the
side of hamsters’ cages. They
were also pretty adept at keeping
themselves amused during those
long, dark nights and invented
almost all types of Patience and
Solitaire  including, erm... well,
probably quite a few,

Ancther game they invented
was Mah Jong, normally a two or
more player tile game thats a
weird cross between Dominces
and Rummy. They even managed
to create a game of patience
using the Mah Jong tiles — often

THE ALL-IMPORTANT PATTERN OF PLAY ™ ariatio
- - - ; ou de
)

are simple and it's easy to
recognise pairs.
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called Shanghai — and Turn It is a
straightforward variation of that.
Tumn It is a much simplified
version that involves looking at a
screen full of face-up tiles and then
selecting identical pairs to remove
them from the board. There are a
couple of rules, however. First,
you have a time limit for each
screen (the length of time can be
altered by selecting a different skil
level at the start of the game).
Then you must remember that
the two tiles in a pair must be con-
nected by a line which is drawn
along the edge of the playfield
andfor across files that have
already been tured. Life at this
stage would be bearable, but what
really makes it tough is the rule

HLP == | cooxonseieeres nm]

]

anithod
just click with the left button.

e |

SPH

&

R 6
\%00‘!

3
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The next level. A toughie this one - things can go very well for &
while, but it's sasy to get stuck and end up with a small group on
the left and a small group on the right.

stating that the line connecting the
two files to be turned can turn no " _ Wough
more that twice (every turn of the n ht and the
line is through 90 degrees).

There are 50 levels to the
game (a password is given after " " p
every 10 levels) and the levels N
increase in difficulty in a variety of
ways. Usually the number and the
complexity of the tiles increases, u
S0 you have more to manoeuvre t
around, but sometimes you're up t . [t
against a cripling time fimit. il 1
There are occasional pairs that ty
can either be a help or a hindrance g ou k
once they're turned, like the dia- t
mond tiles that give you an extra
10 seconds or the skulls that
deduct points if you do have to /v
tun them. Andy Smith )

Near the end of this
Just turn this pair of e tor
an extra four points.



The brave Earth Commando takes a plunge back in

[IME SﬂlI]IEH

ELECTROCOIN £24.99 H Joystick

Thc Earth is in danger. The
Earth C

battle through
, from the Fnrm

Gladiators come marching down
to attack you when your guns
are at their least powerful.

e through the warp tunnel

supply and
pon
u may find

Let those Romans have it while
their backs are turned and they
present their ‘vulnerable’ side,

GRID RUNNER

LLAMASOFT £10.95 B Mouse

v

Psychedelic mayhem in Minter's latest blast-em-up.

—_—

«

/1
you 1o disappear
big time machine in th
Maff Evans

GRAPHICS
SOUND
INTELLECT
ADDICTION
OVERALL

DS ¥ ety T ki ant el
floor, because &
tough opponent!

Anybody who missed out on
Jeff Minter's ‘alternative’ games
on 8-bit can try his psychedelic
delights in Grid Runner.

The idea of the game is
simple; you control a ship with
detachable nose-cone. Holding
down the right button drags
the nose-cone around, other-
wise it sits where it is and splits
your shots into three bullets,
dealing mayhem to swooping
invaders. And what do you
have to do? Avoid the railgun’s
shots from the sides of the
grid, pick up the bonus tokens
and blast the Bejesus out of
everything else. Simple.

The flashing, cycling and
pulsating psychedelic colours
are the main feature of most, if

GRAPHICS AND SOUND

and scrappily animated and
sound is weak to say the least. It
an arcade convi

hit nowada

ith a rou
mmpu- aion of the original

LASTING INTEREST
From the outset Time Soldie
difficult and frustrating g:
play, but even if you do manage
to get a nt distance
into the game, the gameplay

annoying and repetitive
will undoub

most dedicated coin-op fans
give up in short order

JUDGEM ENT

buy the g
regardies

games, a
made to ¢
tion stands up well as a game in
its own right. Unfortunat Time
oldier doe
eming much like
get the name out, quick’
n if you are a fan of the origi-
t leap s
o this is a below-par
of a rather
forgettable coin-op.

not all, of Jeff's games and
indeed Grid Runner has cycling
and pulsating colours at every
opportunity. The effect is
pretty - if a little disorientating
- and provide a suitably ethe-
real backdrop to the gameplay.
The action itself is fast and
frantic, so despite its age Grid
Runner provides an enjoyable
couple of days' blasting, The
only fault is the sound. There is
no music to speak of, and the
effects are just obligatory
beeps, whizzes and crunches.
Not too good considering the
power of the machine. Whinge
aside, the game is - as pop
hero Alan Freeman would say -
‘A classic blast from the past,
pop-pickers! Maff Evans

GRAPHICS 5/ SOUND 3 / INTELLECT 2/ ADDICTION 6 / OVERALL 71%
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GRAPHICS AND SOUND
Given the time that Elite had to bring out this conversion, it's not sur-
prising that the game is extremely close to the arcade original. In fact
the only difference is that you aren't asked to put any money in! All
the introduction and intermission scenes have been included, from the
abduction of Sir Arthur's lave to the map of the game before play. One
thing that was missing from previous conversions was the grave spirit
that emerges to turn Arthur into a frog, but a few blasts into a grave-
stone on the Amiga version and hey presto! Out comes the spirit! A lot
of care has been taken over both sound and graphics to recreate the
feel of the coin-op, and it certainly shows. Bath are superb.

LASTING INTEREST
Anyone wha has played the arcade version to any extent will be able
to quite easily get into the action, but this also means that they may
complete it fairly quickly. However, even if you do get to the end, it's
still great fun to pick up and have a bash at every now and then.

GHOSTS ‘N’ GOBLINS

ELITE £19.99 H Joystick

fter the success of US

Golds Ghouls N Ghosts
conversion, which received a
Format Gold in these hallowed
pages, it was inevitable that its
predecessor would make its way
to the 16:bit machines.

For the six people that have
just landed from Mars and don't
know anything about the game,
the plot tells of brave Sir Arthur,
valiant knight and bold warrior.
Viile resting with his grlfriend
after a paticularly tough quest, an
evil demon swooped down and
swept away the fair maid to a dark
and dangerous hiding place deep
within @ mountain,

Artiur quickly dons. his magic
armour and sets off to the rescue,
passing through the various crea-
tureinfested  sections of the
demonic realm. He must fight off

zombies in the graveyard, ghostly
fiying monks *in ‘the forest,

tattooed ogres in the ghost town
and bats in the caves

Initially Arthur is armed with an
endless supply of sawn-off lances
to throw at foes, but occasionally
a creature carries a pot containing

That's a very strange creature. |
wonder what he does...

treasure or new weapons, such as
torches, axes or daggers. If one of
the creatures manages to land a
hit on poor Sir Arthur he will lose
the protection of his magic armour
- one more hit and the brave hero
turns into a bag of bones for the
vultures to pick at. Maff Evans

That's what he does. Oh

aribbit, gribbit.

JUDGEMENT
Despite its age, Ghosts ‘N’ Gobiins
is well presented, highly playable
and an enjoyable romp. Techno-
snobs shouldn't be put off simply
because the follow-up is avaflable,
since the prequel has a feel and
charm that Ghouls N’ Ghosts
somehaw lacks. Veterans of the
coin-op should get hold of a copy,
s just for nostalgia’s
sake, and newcomers to the tales
of Arthur and his foes could do a
1 lot worse than take a brief visit to
this weird and wonderful world.

GRAPHICS 8

SOUND 7

INTELLECT 2

ADDICTION T

OVERALL %
Arthur gets his tin trews back.
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SCREENPLAY

The start of the search. Forced by the Orbs to become a Manhunter, you set off into the streets of San Francisco.

MANHUNTER 2

SIERRA ON-LINE/ACTIVISION £29.99

B Mouse/Keys

t was one of those days. One
minute you're minding your own
business and the next, your home
fown is invaded by aliens
Everyone s forced into wearing
ralher fetching brown robes and
you're offered the chance to be a
Manhunter: an ‘esteemed human’.
As such, your aim in life is simple:
find the villains, then kill them.
What more could one ask?
Manhunter 2 - San Francisco
begins where Manhunter — New
York left off. You're on the hunt for
a human murderer called Phil who
has escaped into the heart of San
fransisco. So your task is set
Unfortunately this task isn't as
simple as it first seems. The more
you investigate the more you
uncaver, from Genetic Engineering
to major corruption, and your
initial plans are changed as a more
comprehensive understanding of
the situation develops.

It's hot out on these streets.

One of the most impressive
options of the game is the use of
a personal computer to track city
occupants, a nice touch which lets
the player get more into the game
via a realistic street map. The
game is totally mouse-operated —
there is absolutely no need to type
in anything - but keyboard control
of the arcade sequences and
AQuick decisions can be made via
function keys

An interesting feature of the
game is the inclusion of ‘exciting
arcade sequences’. Unfortunately,
this adventurous gambit hasn't
really come off. You are offered
three  skil levels which are
tantamount to the same, with little
it any dfference. One such
sequence near the beginning of
the game is just about impossible.
The aim is to get through the
tunnel by kicking rats and punch-
ing bats - which would be quite a
pleasant break from wandering the
streets, but the slow keyboard
responses and the random nature
of any attack lowers the chance of
survival to around zero.

Of course you'l persist,

against your befter judgement,
just to get ifito the game some-
how. Toughness based on luck
rather than skill really does rile
you, especially when you wish to

Loaking for clues...

get into the game proper rather
than pussyfoot around in some
amateurish arcade sequence.
Nick Walkland

Do you really want that flask?

GRAPHICS AND SOUND
Graphically Manhunter 2 is
adequate, although the images
are often rather crude and basic;
the staggered and gaudy
coloured graphics are more
reminiscent of early Commodore
64 software than a game for the
Amiga in the Nineties, The
animation s tediously slow and
Jerky, so they become something
to endure rather than enjoy.

Sound effects and music are
best left unmentioned, which
should give an idea of their qual-
ity. You can always turn it off, All
of which is disappointing from a
software house that was getting
much better at effects.

Is it under
the pier while strange dudes in
wierd duds are strolling around?

good idea to peer

JUDGEMENT
All-in-all Manhunter 2 is a let-
down. Especially after the suc-
cess of Manhunter in the States,
you'd expect something better,
The adventure has so much
potential, and it does have quite
a gripping storyline - but the
slow gameplay holds it back.

Big problem s the arcade
games. Frankly, these are no
joke. I'm sorry, but | haven't
played such poor arcade games
since BASIC Invaders! Why they
bothered with the arcade parts of
the game, when all they do is dis-
tract and rritate, is beyond me.
Experimenting too much into
mixing various forms of games,
Sierra have got themsslves
swamped - lets hope they can
pull themselves out and produce
more of the games for which
they are rightly famous.

GRAPHICS
SOUND

INTELLECT
ADDICTION

OVERALL 54

LASTING INTEREST
Manhunter 2 can be quite thrilling, especially thanks to its macabre
style and relatively witty presentation. Unfortunately the puzzles are
either blatant or painfully awkward, a constantly recurring problem
being that you find objects without getting full details on what they
are. This may be fine every now and again, but when it crops up with
almost all objects throughout the game it does become a pain.

An adventure which decides the route for you and shows you the
scenes it wants you to play hardly inspires any particular interest.
However, once you get the feel of the thing the atmosphere rises, and
you can begin to enjoy yourself. The game then presents its main
problem; the sheer stop and start quality, with hardly any smooth flow.
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“Armed guards alone aren’t enough to stop the Defenders of the Earth!” Bigmouth strikes again just as the hover guards swoop in for the kill.

DEFENDERS OF THE EAR

ENIGMA VARIATIONS £19.99 B Joystick

{ you're the kind of person that

never sees Saturday mornings,
never mind Saturday morning tele-
vision, then you may not have
caught the ‘allnew’ Flash Gordon
adventures in the form of
Defenders of the Earth. Its the
usual American cartoon tat, with
‘classic’ heroes teaming up with a
bunch of right-on youngsters amid
a hail of spaceships and laser-
blasts, as the evil villain attempts
to take over the world

In Enigma Variations' new
computer implementation of the
cartoon you play Flash himself,
romping  through  Ming  the
Merciless's fortress fighting off his
minions until the ewl ruler is
tracked down in the Throne Room.

Flash starts out armed with
four shield-packs and an automatic
weapon. Hits from guards and
other defence systems reduce
Flash's shield strength, but extra
energy packs can be picked up
alang the way to top up the dimin
ishing supply. Also scattered
around the fortress are extra
weapons, such as laser blasters
and high-speed magazines.

At various points, Flash may
come across an obstacle such as
a gap in the floor, a locked door or
an electric field. By activating a
call signal, Flash can ask one of
the other Defenders to help him
pass the obstacle - for example,
Mandrake can magically create
bridges, the Phantom can kick
doors and Lothar can break locks.

If all Flash's energy packs run
out, DynakX transports him back
to safety all ready to go back and
fight another time. Maff Evans
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Attack of the biue robots! That evil snake doosn’t help, either.

GRAPHICS AND SOUND
The intro music to Defenders of the Earth has been faithtully con
d to the Amiga: in other words, the game's theme s the usual
tacky Saturday matinee ‘anthem’ that kids can sing as they leap
around re-enacting their favourite characters’ antics. The graphics
have a colourful cartoon-like appearance, but the animation on all
characters is simplistic to say the least. This is one of the most

ve

jmportant things to consider when converting a cartoon to computer,
but Enigma Varlations' design unfortunately doesn't quite capture the
feel of an action cartoon.

He looks nasty. Should have taken more care on the termin:

LASTING INTERES
The gameplay s fairly basic, and
each level is pretty similar to the
last with the exception of a few
more robots and guards to
encounter. To add to this, the
going is frustratingly difficult,
which will have even dedicated
shoot-em-up fans turning the air
biue with profanities and threat
ening dangerous (and probably
illegal) action against the com
puter before throwing the joystick
down and leaving the room

JUDGEMENT
It's rather poetic that such a
run-of-the-mill cartoon has been

turned into a run-of-the-mill
shoot-em-up. The graphics and
sound do the job, but the game-
play, unfortunately, is lacking in
originality, excitement and
variety - all things that a shoot
em-up needs to be impressive in
the Nineties. It's fun for a couple
of games, but frustration sets in
soon after, discouraging budding
Defenders from struggling
through, no matter how big a
threat Ming is to the universe

GRAPHICS
SOUND
INTELLECT

ADDICTION
OVERALL




SCREENPLAY

Now's the time to put your knight on king 5 where your mouth is.
The ability to test your grading s a definite challenge in itseli.

CHESS CHAMPION 2175

OXFORD SOFTWORKS £29.95 H Mouse

P ut an Ottoman Emperor and a
Russian (or Georgin or
Lithuanian) peasant in the same
room and they wouldn't know how
to communicate. Then introduce a
chessboard and - bingo! — they
will be on the same wavelength for
as long as you let them play.
Thats one of the beauties of
chess. In this country, the game
has had a ‘snob intellectual’ value
attached to it; this is slowly being
broken down and one of the prime
movers in this noble war of attr
tion is the home computer chess
game.

Chess Champ comes with all
the standards which we have
come fo expect; a 3D board,
“take back’ moves, booked open
ings and saved games. Unlike its
predecessor, Chess Champion
2150, little brother comes with no
speech support. The reason for
this is that a bigger opening
libraryhas been added, the search
extended and a ‘Chess Engine’
the brains behind the beast — of
100k incorporated.

Once booted up — for some
reason the screen shows a 2D
board where the pieces change
into toys and animals, but at least
it keeps you interested — you have
to negotiate the ‘what does word
123 in paragraph 23 on page 2'
protection. Then you are taken
straight to the flat board display
with the clocks ticking. Default
games have you playing white.
Click on the left mouse button,
with the pointer off the board, and

a series of menu options are
shown at the top of the screen.

Before getting into a game,
it's an idea to test your grade. This
function gves you 24 setpieces to
negotiate. Once you've completed
the lot you are given a rough idea
of your place in the international
pantheon of chess players. Nice
idea, but it can be a tad punishing
on the ego.

Just  because you are
defaulted to play white, doesn't
mean it has o be that way. As with
all computer chess it is a wise
idea to suss the machine's ability
to play white and — this is normally
a good one — see Now it reacts to

casfleing  Queenside.  Chess
Champ' copes well with both
options  with some style, an

attribute sadly lacking in a number
of other games. Attempting to
stuff it with a Queen/knight check
was also handled with great
aplomb '~ that normally nails ‘em
too.

One impressive point about
the game, although it smacked of
playing a crusty old pro trying to
impress by dropping in chess tech-
nicalities — is that names of open-
ings are displayed on screen as
soon as the software recognises
them. Queen's Gambit slaps on the
screen early, but such lovelies as
the NimzoIndian Defence take
their time ~ and rightly so. It plays
ke a crusty old pro' as well
more’s the pity for the chess
smartarse of nawe beginner
Tim Smith

Get out of that you c
pretonder..it probanty wil un al
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LASTING INTEREST

It's chess innit? Lasting interest? There's thousands of years of it, bit of
a silly question really. As for the software, the options to keep your
own booked openings, continually assess your grading and the ditfer-
ent levels which are included should make Chess Champion 2175 last
until the next version comes along. The fact that it can be moulded to
your tastes and playing ability (though not yet to your style or imagi-
nation) gives it a fair edge over challengers in the micro-chip
Kasparov stakes. Unless you're Nigel Short or plain irritatingly good
then Chess Champion will keep doing no end of good for your game
for a long time to come.

GRAPHICS AND SOUND

We'll get the sound question over with right now. Save for the occa-
sional bleep to signify a move, there isn't any. A good thing too, the
last thing you want when training to win a £10 bet with ‘Arry the chess
shark down at the Rook and Ferret, is Adamski-International-
Beat'S'Express blaring out to announce a check.

Graphically, it's a little on the ragged side. This is probably
because looks are sacrificed to playability, another good point in my

mind. Movement comes with a number of options which range from
an irritating 'slide’ to a zappy ‘Fast Move' variation

You do get the chance to alter the board and piece colours, so
why quibble. The real chess afficionado will have a true board to hand
anyway - you can't really play chess without some tactile sense.
Basically the job is done in an unintrusive manner. Oh, and if anyone
ever does make use if the 3-D option, that's fairly mean too.

Before ‘pawning off' an internationally unrecoginised term for start.
ing a game) you should make use of the numerous pull-down menus

JUDGEMENT
Until a computer chess partner
comes along which can bring
hypnotists, telepaths and rowdy
fan club members to freak you
out ; until the Amiga develops
the ability to chuck the pieces
across the screen in a fit of
pique when it loses and then
blame the loss on the weathar or
FIDE, it'l be nothing to beat
human contact. However,
Chess Champion stands up well
and provides and excellent game
for beginner and

amatour alike. It comes with a
300,000 byte library, is obviously
well thought out and enthusiasti-
cally programmed and all this
makes it almost a pleasure to be
beaten by it. Its definitaly a plea-
sure to beat it.




Whars can that platform have come from? A mm magic, perhaps...

FIRE AND BRIMSTONE

MICROPROSE £24.99 N Joystick

lectronic Arts gave a hint of

what it might be like to act as
a deity with their God-simulator
Populous, but what of the hellfire
and mayhem that the Norse gods
enjoyed? Microprose have stepped
in to allow you to enter the
raucous and violent world of Thor,
God of thunder, law and order - a
strange combination, but in legend
anything can happen

The land of the Norse gods
consists of nine realms - from the
worlds of Asgard, home of the
gods, through Midgard (our Earth)
to the dark realms of Muspell,
home of the Dark Elves. Deeper
down than this abominable world
is Niflheim, home of the evil god
dess Hel, controller of all the
world's most evil monsters.

For generations Hel has been
a nuisance, causing mayhem and
disorder in the lower realms, but
recently her powers have been
spreading further and further
aheld. The people of Midgard are
being made to suffer at the hands
of her demons as she grasps for
more and more power. The gods
have decided - it must stop.

You take the role of Thor in his
quest as nominated adventurer in
the battle to defeat Hel Your
quest begins in Affheim, where
witches and ogres under the
power of Hel wil attack you. To
gan access to Vanaheim, and
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GRAPHICS AND SOUND
The graphics are very colourful, and have been designed with tongue
firmly in cheek. Thor, instead of being a huge strapping warrior, is a
dinky lttle fellow with a bright red beard! The other creatures have a
similarly cute appearance, and combined with the detailed and
atmospheric scenery give the game a very polished appearance.
The sound is of a slightly lower standard, however - consisting of a
racy, but inappropriate tune and a few thin and weak spet effects,
Where are the grunts of battie and the cataclysmic sound of magic

spell being cast? Not here, I'm afraid.

'ﬂwn"-ﬂmwlmomlln
ogre. | wonder if he's seen Thor...

thence the other levels, you must
find the sections of key that Hel
has hidden in an attempt to
protect herself. Once the key is
complete you can battle through

the realm until you reach the exit,
which is on the righthand side.

Hel likes nothing more than a
battle, 50 to taunt Thor she has
placed magc potion bottles
throughout the realm which are
uncovered by killing various crea
tures on your path. Spells such as
lightring and bridge-building will
come in useful when the odds
looked stacked against you. If you
fight well enough, you will reach
the reaim of Nifheim, where Hel
herseff is waiting. Maff Evans

The
Oh no! Back to the start.

LASTING INTEREST
Each screen of Fire and
Brimstone is a puzzie in itseff,
requiring thought and dexterity
to complete. Reaching the end of
the level is one thing, but
successfully finding all the
sections of the key and escaping
is another matter. Fail and it's
back to the beginning again.
Spread this over nine worlds and
you have weeks of compulsive
and addictive playing ahead.

JUDGEMENT
Capcom's Ghosts ‘n’ Goblins
made it credible to portray myst
cal worlds in a ‘cute’ manner
without being laughed out of the
software market. Fire and
Brimstone follows this structure
well, managing to recreate the
feel of Capcom's classic but with
out ripping off the game so that it
can be dismissed out of hand as
a simple arcade clone. Thor's
quests are portrayed in an
amusing and enjoyable way that
should appeal greatly to those
with a love for the mystical and a
sense of humour.

A nice farmhouss. This is the
last friendly place that Thor will
see for a good long while.

GRAPHICS
SOUND
INTELLECT
ADDICTION
OVERALL
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N YOUR
DISK

CADAVER
snap Brothers are back with a
ance. Cadaver is graphically
o sonically superb and the game-
second to none. Find out for your-
exclusive demo of
t masterpioce

th our
works'

FENSTER
reenX, for Fenster is here
before in the history of screen
% uiities have so many tools
alable within such a small utifity.

zaP
 FieZap, for Zap is here. Edit
fies 1o your heart's content with
sefirst truly multitasking binary file
hat has more well-designed and
+s¢ features than Britt Ekland

POPUPMENU
t erm, something or other, for
is here. With PopUpMenu,
gain will you have to move the
« ainter all the way across the
o access pull-down menus.

MENACE SOURCE
st enthralling instaliment of the
we saga, the end-of-level guardian
ugly head. Pick the source to
then play the game.

LHARCA
fic modem users, this. Archiving
been  rather
y fellows. That was, of course,
amival of LHArcA, the world's
mition-based archiving utility.

s have always

COPPER TUTORIAL

4 not trying to tum you into one

boys in biue. We are of course
er of the silicon variety.

4 learn from Paul Andreas

s subtie C source code.

UP TO

A
:800
L ]
PFOR GRABS!

ou've got what it takes to write

Amiga Format Coverdisk? Get

programming tools out and prove
i you can do, and ear yourself

ash in the process. We're after
ench hacks, demos, utilitles,

3, game cheals... You could earn

£500! Turn to Page 92 for details.

BACK UP YOUR
COVERDISK
IMMEDIATELY
IOW HOW? SEE P 92 FAST!

OU WRITE-PROTECT YOUR
DISK BEFORE USE!

Iateact

Cad-

T——]

RA

A marvellous playable demo of the Bitmap Brothers’

assortment of software at a price that's

up this month's high-quality

ght for

your pocket. There's so much more than TV times on

Nnmtyluuhlhllu-inth-loq.hn-—lﬂihhlhwhnmhlli

CADAVER
PROGRAM: IMACEWORKS
FILES: CADAVER,
CADAVER.DOC
Wulf castle stands alone in the
dense swamps that surround it.
Once the power-base of the Wulf
dynasty, it now lies deserted
except for one person: Dianos the
Necromancer.  Many legends
pervade the old ruin: tales of fallen
knights, an exiled brother and a

treacherous chancellor.

Hired as a bounty hunter by
the captains of the murdered Lord
Carolus, you are asked to enter
the castle and destroy his assas-
sin, the insane Chancelior Dianos,
Many, rooms lie between you and
the upper chambers where Dianos
has taken up residence and,

of a hero and is quite capable of handling hi

Arms and the man - a spear!

Checking in chests could be a
goed way of tracing treasure...

considering the recent struggles
that have taken place, there will be
lethal traps waiting around every
comer. Monsters of many kinds
have taken up residence with the
eul Necromancer and others have
been summoned from their ethe-
real planes o serve his every wish
without question.

Looming in the darkness, the
evil of Wulf Castie awaits you.
Go forward, brave knight, and rid
the land of Dianos' tyranny. Oh,
and don't forget to switch off all
the lights and put the cat out
before you leave.

The Demo

Anyone remember those classic
3D isometric games that were so
popular on the 8bit machines a
few years back? Cadaver contin-
ues the tradition while still manag-
ing to add a healthy smidgeon of
that magic that only the Bitmap
Brothers and the Amiga can
deliver. Cadaver is played using a
joystick and occasional key
presses, so have your joystick
plugged in and you'll be ready to
rock and roll.

The small level on this
playable demo of Cadaver was
specialy created for Amiga
Format. It is not a part of the
finished game as the Bitmap
Brothers felt that revealing any of
the challenges before the release
of the product would mar future
players enjoyment. The action is
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set within the gatehouse as a
prelude to the castle itself

Players will find a selection of
puzzles, spells, potions and one
monster type in order to practice
those skills necessary for playing
the full game. Not all items that
are found littering the building will
be of use, but most are worth
investigating. It is not necessary to
solve all the puzzles to complete
the game, but many will provide
bonuses of gold or experience.

Getting Going

Can't wait to get started? Then

on your Amiga with the
Coverdisk in the internal drive and
vou're halfway there already.
When our scrolly message screen
pops up, just click the left mouse-
button and the game will automati-
cally load. If you get a vertical

black line through the centre of the
screen after the game has loaded,
reload the demo again by turning
your machine off then on again
(this clears the memory com-
pletely). Do not touch the mouse
while the game is loading.

FENSTER
PROGRAM: ROGER FISHLIN
FILES: FENSTER.
FENSTER.DOC.
ARP.LIBRARY
Here it is, the definitive Intuition
screen and window management
program. Forget Smapshot, forget
ScreenX, forget the rest, Fenster
has no competition. Within this
single program, you'll find every
tool that you could ever wish for to
help you keep all those windows
and screens on the leash. With

Fenster you can:

* Close any window or screen
without the program that gener-
ated it ever having to know....

* Save a screen, or even a
window, as an IFF compatible file
that can be loaded into any Amiga

PROGRAM:

FILES: ZAP, ZAP.DOC
Zap, as the name doesn'l suggest
at all, is a binary file editing
program. You can examine and
modify the file in both hexadecimal
form and in ASCIL

Unlike other programs we
could mention, Zap keeps the file
in memory, so moving around the
file and searching for chunks is
very fast. That said, keep your eye
on the memory meter, because
Zap can gobble up the memory
when editing large binary files

What sets Zap apart from that
other great binary file editor,
MNewZap, are its multitasking
capabilities and lightning fast oper-
ational speed. Instead of hogging
the entre screen display like
NewZap always used to do, the
Zap window can be resized and
pushed around the screen without
a single complaint.
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ing Started
Zap can he s!arled either from CU
or Workbench. When starting from
CLI, the file name can be given as
a command line parameter. If the
name contains spaces it can be
enclosed in double quotes.

When staring  Zap from
Workbench, a file can be selected
by first clicking the Zap icon and
then holding down the shiftkey
and doubleclicking the icon of the
file you want to edit.

If you don't specify a file name
when starting up the program, you
can always use the Load menu
option to pull a file into Zap.

paint package to be touched up
« Dump any screen to printer
without having to mess around

with the crummy Workbench
screendump utility....

= Change the attributes of any
screen or window without having
to mess around with binary file edi-
tors. You can change a windows
size, change its IDCMP flags,
refresh any gadgets...

Getting Started
Before you can use Fenster, you
will first have to install arp.library
onto the boot disk of your
Workbench disk.

This can be achieved by dou-
bleclicking on the Install_Arp
program that can be found within
the LHArcA drawer (not the
Fenster drawer). This may involve
some disk swapping, but once it's
complete you're ready to go.

ubleclick on the Fenster
icon and this power-packed, super
dooper litlle utiity wil spring to
life. OK, a little window will open.
This is Fenster in sleep mode. If
you now activate the Fenster
window by clicking on it and then
press the right mouse button,
Fenster will show you everything it

Poplipien

has to offer by opening a custom
screen containing loads of usefu
gadgets. For more info on how ta
actually use the power now at your
disposal, check out the documen
tation file, FENSTER.DOC.
POPUPMENU
PROGRAM:

FILES: POPUPMENU,
POPUPMENU.DOC
Pulkdown menus are old hat
Improve your Workbench  with
PopUpMenu, a handy little utilty
that rids Workbench (and any pro-
grams that are run after instaling
PopUpMenu) of the menu strip and

those pulkdown menus,

What's wrong with pull down
menus?, | hear you ask. Simply,
every time you wish to access a
menu you have to move the
mouse pointer out of the window
that you are working in and move
it up to the top lefthand comer of
the screen. With PoplUpMeny,
press the right mouse button and
those menus appear instantly
anywhere on the screen. Pretty
clever stuff, I'm sure you'll agree!

Getting Started
Doubleclick on the PopUpMen
icon and that's it — from now on,
every program that uses Intuition
menus will work perfectly well with
PopUpMenus (just check out the
screenshot on the bottom of this
page for proof  positivel.
Instructions (you need instruc
tions?) are in the usual place




LHARCA
PROGRAM:
FILES: LHARCA.
LHARCA.DOC, ARP.LIBRARY.
INSTALL_ARP

Caling all you communications
fanatics! Have we got a little
scorcher for you! LHArcA is an

hiving tool that has two

res to recommended . First,
fully Intuitiorvbased 50 you
rit have to leam a massive list
of dreaded command line

arguments before you can even
w the program.
peetty damed fast

Atthough this is only a pre-
release version, LHArcA is one
mean mother in the speed depart-
ment

Secondly, it's

If LHArCA is the Ferrari of
ression utiities, then the rest
thing more than Reliant
. So that you don't have to
redo all your old archives, LHArcA
& 100% compatible with | HArc on
the PC and most Arc utities on
the Amiga

But why do | need an archiving
pogram? | hear you ask. The
answer is simple. Most bulletin
boards include file sections that
are packed with useful programs
for your Amiga, all of which are

sualy) freely available to be
downloaded at your whim
To  save disk  space,

however, most (f not alll will be
compressed in some form. The
most common method of com-
pression i ‘arcing’ (pronounced
rking). With LHArcA, you can
download all those programs and
mpress them with ease.

DISK EXTRA

Getting Started
What can | say that you don't
already know? Just doubleclick on
the LHArcA icon and you're away.
As always, full instructions are
included within the same directory
However, if you've ever used an
archiving utiity before, then you
probably won't need these at all
LHAcA really is that easy to use.

As LHArcA makes extensive use of
MicroSmith's Arp library, this wil
have to be copied to the LIBS:
directory of your beot disk. This
can be achieved by double-clicking
on the install_Arp program that
can be found within the LHArcA

drawer. This may involve some
disk swapping, but once it is
complete, you're ready to go.

COPPER

TUTORIAL
PROGRAM: 13Y PAUL
ANDREAS OVERAA

So youve already leamed how
being a good community police-
man, how to help old grannies
across the road and nick burglars
before they get a chance to get up
to no good. We've seen how, if
you're a good bobby, they'llet you
do the highway patrol and drive
one of those really fast Coswarths
that have those really nieat flashing
lights. and sirens that go deederr,
deederr and chase boy racers at
such high speeds that the front of
the Cars start to glow...

Hang on a minute, something’s
up here ~ you'd never be able to
get a whole Cosworth onto the
Amiga Format Coverdisk

Getting Started
Seriously though, there are two
files to accompany the article to
be found elsewhere within  this
issue of Format. CopperTest is a
demo that shows how to accom
plish copper colour bars from C
and CopperTest.c is (obwiously)
the C source code for that very
same demonstartion program

PROGRAM: DAVE JONES
Al

one's favourite programmer,
Dave Jones, the man everyone is
caling, er, Dave Jones, returns
aan this month with another
miealng chunk of source from
monolithic Menace. This
Dave has added the

Dave
month,

omble  tentacled  end-obleve
puardian that caused so many
gameplayers to shout ‘Eeek!, look
at that endotevel guardian

Some of you may have also
noticed that the last lot of source
code published for this article was
incomplete. There should have
been an extra file called ALIENS
which somehow didn't (as such)
make it to Coverdisk city. The
good news is that we've bunged

the little fellow on as well, so your
source code collection is now
virtually complete and ready to go.

Getting Started
Dave's offering s starting to get
rather large (ooer, missush), so
512K Amiga owners may start to
experience problems getting the
executable  to  run  from
Workbench. To assure success
every time, make sure that the

Menace executable is the first
thing you load and that as many
Workbench windows are closed as

possble. Better stil, drag the
Menace icon out onto the
Workbench  screen, close the

Menace window and then double-
click on the Menace icon, If you
stil_have problems loading  the
demo (e, it won't), then tum off
your machine for a while and then
reload Workbench

AMIGA FORMAT 91



the earth, the two languages in

common use were BASIC and
assembler. Even these spiit into many
varied dialects, but BASIC was far the
most popular. For better or worse,
those days have gone.

The arrival of the Amiga has seen a
new generation of languages sneaked
into the home environment, some of
which were previously unseen outside
universities or scientific institutes, most
of which were unable to run without the
sheer processing muscle of yesterday's
mainframes. Even familiar titles lke
BASIC have silently undergone a com
plete revamp to rval more accepted
languages in terms of power, complex-
ity and performance.

I n days long past, when 8bits ruled

Scale of the Problem

The problem, if it is a problem, was and
still is this: most home computer pro-
grammers are unfamiliar with doing
anything on a large scale. Previously
the vast majority of home computers
were fimited in terms of memory size
and general complexity,

Few people outside industry or
research institutes had any idea what
multitasking was; let alone how 1o pro-
gram in such an environment. Their
minds were very firmly fixed with the
idea of one computer, one job. Even
the chosen few had only dabbled with
simple interupts afforded by proces-
sars like the 6502 and Z80. Now they
were faced with a computer capable of
handling many tasks at once without so
much as blinking.

For many, the very idea of an oper.
ating system interfacing between them
and the hardware was alien. Many had
come from machines like the Spectrum
where the operating system was just a
part of the BASIC ROM

Even those familiar with the idea of
2 separate operating system — ROM
based or not — were flummoxed by the
sheer size of the Amiga's. At 256K it
was 16 times the size of the one
employed by the once alpowerful
Acom BBC Micro. And WIMP inter
faces? The whole suggestion of point,
shoot, and et the computer get on with
it was almost obscene.

Mind Your Language
When faced with a machine as complex
and comprehensive as the Amiga one
question is nearly always raised; “Do
you use highdevel or lowdevel lan-
guages”™ This is an area where the
usef is spoitt for choice.

At the lowest level, the machine
features a set of very complex custom
chips which MUST be treated with
tespect. A programming bug here will
not cause the machine to catch fire —
as used to be rumoured with an ancient
Commodore micro — but it can cause
subtle bugs.

Moreover, subtie bugs can occur
on seemingly identical machines —
more than one game has come to grief

MIND YOUR

Languag

Ilustration: Sally Gaden

SO many programming languages

by working fine on 90% of Amigas but
failing on the other 10%. This problem
is further expounded by the ever
expanding variety and configurations of
machines available. Not only in terms
of memory, but extra and faster pro-
cessors, mew system ROMs just
around the comer with a completely
new version of Intuttion and a revised
set of custom chips.

At higher level, when programming
applications, for instance, there are
even more things to consider. Not
least, all good Amiga applications
should be capable of interacting cor-

around, that it’s hard to know which is the one for
you. MARK SMIDDY sorts it all out.

rectly with the rest of the machine. At
the very least this means “hitting the
metal" (directly accessing the hard-
ware) - a commen practice on Bbits -
is right out,

Moreover, a correctly written
Amiga program MUST be able to co-
exist with anything else that happens to
be running in the machine. This has
some major implications for the pro-
grammer. Not only must he consider
the need of his own programs but also
correctly arbitrate for use of any hard-
ware (or virtual hardware, like screens)
the program may require.
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BASIC has become synonymous with
home computing and, despite the
efforts of many computer profession
als, has managed to gan a foothold
and a huge following that simply won't
g0 away. It was intended as a gentle
introduction to programming; indeed,
the acronym BASIC means Beginners
Allpurpese Symbolic Instruction Code,
but of course you already knew that

The idea of BASIC is to remove the
complexities of conventional computer
programming by providing an enviror-
ment devoid of amost any form or
structure; which is, according to
experts, where it falls down.

This 15, of course, the very feature
which has endeared it to 50 many over
the years. It is friendly, easy to leam,
simple to program and  invariably
simple to debug. BASIC listings tend to
be easy to read and understand. Also,
the extensive error checking provided
by most interpreters (later, compilers)
mean it is the language least likely to
crash the machine.

For the reasons outiined here, the
Amiga is very well served with versions
of BASIC varying in quality from the
sublime to the downright appaling,
There are so many BASICs there isn't
room to fit them all in here; this is a
selection of the more common ones.

[
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AMIGA BASIC
Free with the Amiga

Fits, regrettably, into the latter cate-
gory — appalling. Regretiably because
itis the one supplied with the machine
and, therefore, many people’s first
mpression  of  programming  the
machine. It has a slightly chequered
history; suffice to say the version on
release at the moment 15 based on the
mdustrystandard ~ Microsoft  BASIC.
For “industry standard’, read easily
convertible but crude.

\lL,ﬁ

i

For openers, the authors have chosen
to use Intuition's GIMMEZEROZERO
windows. This bit of Amiga mumbo-
jumbo means in effect the cartesian
(geometric) 0,0 coordinate starts at
the top righthand comer of each
window's drawing area. Normally,
programmers have to correct for this
in software. Since Intuition does this
automatically, the net result leaves
window updates VERY slow.

Next up, AmigaBASIC lacks any
form of decent file request. The poor
beginner is left instead to cope with a
simple Intuition string gadget. Taking
nothing away from Intuition, this would
be fine - apart from the fact that it
leaves beginers floundering with the
complexities, of AmigaDOS.

As a final nail in AmigaBASIC's pine
overcoal (with optional silk trimmings
and polished brass accompaniment) it
is slow — very slow. True, by compari
son to other interpreted BASICs it is
reasonably fast - but in terms of pure
performance it makes the Amiga — in
evry other way, a very powerful
machine - seem tedious.

=

=[]

True BASIC
Addison-Wesley, Price N/A

BASIC

Comes from Kemeny and Kurtz — the
inventors of BASIC, no less. After they
had seen their language called every
rude name possible and criticised for
lacking structure (even though real
structured programming was not “in”
when BASIC was created) they sat
down and redefined the language to
bring it more up to date.

The result of this effort is True
BASIC, and a very nice job it is too.
While it retains the feefing of the BASIC
language and remains easy to lean, it
is capable enough to produce large
applications and still easy to lear. True
BASIC is compiler-based which means
syntactic buggettes — like typing errors
- are caught long before the program
is run properly. The same is true of all
compilers here, incidentally: this is not
a unique feature of True BASIC.

True BASIC is supplied in typical
Addanes\ey style — on two disks

two voluminous manuals, all
packed in a giant box. One manual
explains True BASIC Amiga in depth,
the ather is a reference guide. Both
use a large font which is kind to the
myopic. Kemeny and Kurtz cal it “The
Structured Language System for the
Future.” How true this is in practise
remains to be seen - but judging from
documentation alone, it is the logical
progression from those first BASICs.

HiSoft BASIC
HiS

oft,
Compiler £79.95
Extend £19.95

Comes as

some
AmigaBASIC users because it is largely

salvation  to

compatible with it, also borrowing
some features from Microsoft's PC
Quick BASIC. The main difference is
HiSoft BASIC is compiled, resulting in
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programs _which run up to (it is
claimed) 50 times faster than they
would in standard Amiga BASIC,

Hampered by the compatibility with
AmigaBASIC, HiSoft looks sluggish
when compared on paper to its main
competitors, but overall manages quite
@ reasonable speed. The main cavil
with the system is the lack of an
interpreter:  programs  must  be
tokenised and compiled before they
can be tested. This adds unnecessarily
to the development time.

Like most modemn BASICs, HiSoft
lacks line numbers, but the formatting
of loops and so on is up to the
programmer. Some editors do this
automatically; it's all a matter of taste,
The excellent editor is borrowed from
Devpac — or is that the other way
round? Although only offering single-
file, single-window editing, it manages
to be fast and effective. The curious
system of using function keys for block
marking could be better, though.

Unfike GFA  BASIC (below) it
features a simple iterface to Intuition,
although this must be criticised for
lacking anything more useful than
screens, windows and menus. This
might seem useful enough, but in
practical applications it can hamper the
programmer and, inevitably, the user!
To be fair, HiSoft have tried to remedy
this by offering an extension to the
language - called Extend. What they
forgot to add was support for the ever-
wseful proportional gadgets. These
crop up everywhere, from DPat, to
Sonix ~ even Sleepy 3 Their absence
Is definitely a mistake.

GFA BASIC
GFA, Price varies

Definely not compatible with anything
ohier than GFA BASIC. When Version
30 first appeared, it was so ful of
boles. it was a wonder it managed to
suvive the furious press critiques it
received. Nonetheless survive it did,
and GFA finally have a solid product.

Unlike several other third-party
BASICs mentioned here, GFA BASIC is
interpreted: those wanting a compiler
fave to pay anather thirty quid for the
oviege. The suggeston GFA s
nterpreted should not be taken as
meaning it slow - far from i With this
release, GFA have demonstrated just
what can be done with a ‘mere®
mterpreter and extracted performance
prewously unseen from the language.

Compiled programs are compact
ad very faaaaast The compiler
documentation even features a section
on aptimising raw BASIC code to make
 even faster stil. However, despite of
what GFA might suggest, this section
does require at least a rudimentary
understanding of 68000 machine code
to explot the compiler to the full

GFA's editor 15 a strange, though
powerful beast and the language itself

has an unusual but well thoughtout
syntax, Notably fine numbers have
gone, as have muitistatement lines
This, coupled to the automatic indent-
ing of loops and so on, forces
programmers  to  produce  clear,
readable and logical code.

More unusual still, GFA supplies a
complete interface to all the fbrary
functions found in the ROM. Common
functions like opening intuition windows
and screens have their own calls,
simplified for the beginner but powerful
enough for the expert. From a
programmer’s angle it is difficult to see
how long C compilers will remain in
favour, since even complex programs
would be easier to produce in BASIC's
protective and friendly environment.

AMOS
Mandarin, £49.95

From Mandarin Software comes the
long-awaited followup 1o their hugely
successful STOS for the ST. AMOS s
50 new It deserved the full review now
shawing on Page 75 of this issue.

g M

Lattice C++, HiSoft, £299

Devised by Brian Kernighan and Dennis
Ritchie (from B, would you believe!) with
the sole intent of writing operating
systems ~ something which it is very
good at. UNIX, GEM, Kickstart and
many others were developed using C.
However, the language has found many

SEA Paint

more uses than the one for which it
was originally intended. This is the case
many languages once they
become accepted - the few which have
fallen by the wayside have done so for
good reason, and remain unnamed.

The main advantage of C - as
defined by its lovers - is its portability.
In theory at least, a C program can be
written on one machine and easiy
converted to run on another. This
advantage has been whittled away
somewhat, recently, with the advent of
Modula 2 which is also extremely
portable; and also, of course, has been
reduced by WIMP systems. By
definition, WIMP-based systems tend to
be very machine specific, hence
reducing the portability of software,

There are two main C compilers
available for the Amiga: Lattice and
Manx. Of the two Manx - being the
cheaper - has the larger (or is that
louder?) following, but Lattice appears
to have the better back-up.

As main distributor HiSoft was
keen to point out, Lattice is ANSI
compatible and can produce code
running more than 60% faster than
Manx. But what's a few benchmark
resuits among friends?

Pascal
MCC Pascal, Metacomco,
Price N/A

Invented by Professor Nicholaus Wirth
as a teaching language and named
after the French philosopher, mathe-
matician and physicist Blaise Pascal.
The only Amiga version of Pascal has
become, sadly, something of a rarity
since the demise of Metacomco.
Unless someone else picks up the
baton, Amiga Pascal will become a
thing of the past when existing supplies
dry up. Those wanting to try this
fascinating language should act now.

Modula 2
Benchmark Modula 2,
Price N/A

Another invention of Nicholaus Wirth,
Modula 2 shares many of the features
first devised for PASCAL but without
some of the drudgery of type checking
and exacting syntactic specification.
Modula is a logical progression from
PASCAL and is seen by many as been
the first in a new generation of
computer languages

Proof of this new-found usefuiness
comes in the form of Gold Disk's
excellent Advantage spreadsheet which
was developed in Modula, as opposed
to the more usual use of C.
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In order to gain the greatest speed
from any computer, there is no option
but to resort to the complex world of
assembly language; and on the Amiga
this means the 680x0 series.

At first glance assembler looks
complex — because it is. More to the
point assembler is longwinded and
wvery prone to subtle bugs which cause
spectacular crashes. A good 68000
development system MUST feature a
debugger — machine code program-
ming without one is fike playing Russian
Roulette with six bullets.

At

) E

< S
Veey &
Devpac 2

Devpac :lmlga. HiSoft,

95
Devpac Developer (1Mb+),
HiSoft, from £199

é
t

From HiSoft comes the sibling to the
hugely successful Devpac development
system widely used by professional
games programmers which should be a
recommendation in itseff. Many regard
it as being the de facto standard by
which all others must be judged —
surprisingly there are a few pretenders
to Devpac's crown. The system is
supplied in three parts - Editor,
Assembler and Monitor — and comes
on two disks with an excellent manual.
The most impressive feature of
Dewvpac 2 is the way the whole thing
has been thought out. From within the
editor (a good value package in its own
right) it is possible to assemble the
code to memory and immediately test
it either at full speed or from the
debugger. This reduces development
time enormously over the over more
conventional systems of edit, then
assemble, (link), debug - where each
part of the system is a separate entity.
For those wishing to use Devpac
as part of a larger development sys-
tem, it can produce linkable code which
could be joined in a modular form to
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compiled C, Modula 2, or even other
assembly language modules. At around
70,000 lines per minute the assembler
may not be the fastest, but considering
Devpac has probably the best mufti-
tasking debugger avalable for the
Amiga (and a massive following) it
represents unequalled value for money.

ArgAsm
Argonaut, £79.95

Comes from Argonaut Software, the
home of Starglider and an impressive
stable which can be expected to
produce something special. Which is
precisely what ArgAsm is, boasting a
multiwindowed editor and claimed
assembly speed of 250,000 lines per
minute. It should have taken the
programming world by storm, knock-
ing Devpac straight off its perch

The  muftiwindowed, — multifile
editor is a joy to use - far better than
Devpac’s. Scrolling text in windows
moves at blistering pace, giving some
credence to the claims and showing it
was written by people who consider
speed of paramount importance. Also,
like Devpac, Arghsm can produce link-
able code ta use with other languages.

As a pure assembler, ArgAsm
knocks spots off the competiion in
terms of performance alone; by no
means enough to endear it to the buy-
ing public. The complete lack of any
debugging facilities and heavy memory
requirements (above IMb} are serious
mistakes; even the dated K-Seka has a
debugger. Argonaut use their own
debugger ivhouse but refuse 1o
release it on the grounds that its
advanced faciliies would only serve
the needs of pirates. Fair comment,
certainly — and a sad sign of the times.

Argonaut would have been better
advised to think less about fancy fea-
tures — fike compatibility — and more

Macrs definition 53
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about releasing a product that worked.
Yes, it's bugged: it sometimes fails to
produce runnable code at all. ArgAsm
could have been a masterpiece. It isn't.

K-Seka
Kuma, Price around £50

Mentioned here for the sake of
completeness — even though Abacus’
Assempro and Cape were not
available. Seka is getting long in the
tooth, but nevertheless a sizable
number of programmers still swear by
it — and at it too. It is capable enough -
the ST and Amiga versions of Wizball
(remember Wizbal?) were written using
it. The problem with Seka is it looks
dated and the author has refused to
update it, discouraged no doubt by the
excellent competition. Even so, Seka
wins hands down on price alone and it
does have a debugger (of sorts)

The most notable features of the
package include the weird editor -
reminiscent of Ed, and the curious
command structure! Assembly is very
fast BUT this is definitely not a
package for producing applications
since no INCLUDE libraries are sup-
plied. This means every _LVO (Library
Variable Offset) must be looked up in
the reference manyals. A tedious
operation even on a simple system like
an ST, on the Amiga this is incompre
hensible. Similarly, the documentation
i rarefied in typical early Kuma style

Assem
Metacomco, Price N/A

Not uniike Kuma, the recently-demised
Metacomco were one of the first to
produce an assembler for the Amiga;
like Seka, it looks crude in comparison
to today's offerings. In its favour,
Assem does use standard macros and
can include files. From here it's down-
hill all the way. The editor suppiied is
Ed: suffice to leave that alone, Cygnus
£d 2.0is a better bet altogether. There
is no debugger and the program only
produces linkable files. Worst of al,
Assem is supplied with ALink — this
should also be replaced with BLink. Or
better still, buy something else instead.

"
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FORTRAN
AC FORTRAN, £295

The great grandfather of highlevel lan-
guages and arguably the precursor to
BASIC. Certainly much of the structure
of FORTRAN can be found in todays
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BASIC. The name is an acronym for
FORmula TRANsiation language which

describes it very well. FORTRAN
appeared very early on because it was
devised for scientists who needed to
be able to write programs which
expressed their formulae in (more or
less) simple English, something which
was impossible i other languages
around at the time.

Although FORTRAN is still regarded
very much as a scientific language -
the stuff of minis and mainframes - at
least one software house has seen fit
to produce a version for the Amiga. AC
FORTRAN is available from larger
suppliers including HB Marketing. It
Iooks very promising indeed.

APL
MicroAPL, £99.95
basic version , £299.95
with 68881/68882 support

entirely dissimilar to BASIC - although
this may be doing it some injustice. It
comes on a single disk with a clearly
written manual explaining the imple:
mentation and the differences between
Amiga REXX and Colishaw's original
specification. Beginners are advised to
refer to this for a better explanation.
ARexx programs use a resident
process - that is, a program sitting in
the background which applications use
to communicate with ARexx. ARexx
programs themselves are interpreted
at run time in much the same way as
one might start a CLI program.

Bluntly, ARexx is best viewed as a
means to an end: that is to customise
other software packages and produce,
in effect, metaapplications based
around them. Typical examples of soft
ware supporting ARexx interfaces are
Superbase  Professional  (database),
Cygnus Ed (text editor), SuperPlan and
Advantage  (spreadsheets).  Since
Commodore have been farsighted
e to  include ARexx with
Workbench 2.0, this list should get
longer; but only time will tell

0GO
dore £49.95,

and faster li

Must rank as one of the most peculiar
languages around, since the major
body of its definition relies on a super-
set of special symbols unique to it. The
name APL comes from ‘A Program
ming Language’, probably because its
inventor, Dr Kenneth Iverson, couldn't
think of a better way to describe list
ings which amount to fittle more than
runic diagrams. Perhaps the ancient
Egyptians invented computing after all?
Like many fringe languages
though, APL has a fiendishly dedicated
band of followers — some of whom are
responsible for bringing this 150
standard implementation to the Amiga.

REXX

Is a relative newcomer to the comput-
ing scene since it appeared as recently
as 1985, It should be made clear from
the outset ARexx (Wiliam Hawes'
Amiga implementation of REXX) has
not been accepted as a language in its
own right, but adopted as a script
language for controlling other applica-
tions. However, this should not be seen
as taking anything away from ARexx,
since it is without doubt a very power-
ful language, and quite capable of
producing stand-alone programs.

Very briefly, the language s not

116 AMIGA FORMAT

Included in ‘Class Of The 90's’ bundle

Amica LOGQ

Quite where the name LOGO comes
from is unclear. Inventor Seymore
Papert designed it — like PASCAL - pri-
marily for teaching purposes. LOGO's
syntax is meant to encourage clear,
logical - thinking - which should  be
present=in anyone wishing to engage
computing as a profession

LOGO is best known for its “turtie
graphics', a technique for creating a
solid idea a child’s mind can key on. It
gives the teacher and child a common
ground to communicate on. Gning
movement commands to 2 turtle is
something the child can envisage more
easily than a graphics cursor, The idea
of the poor turtie having a pen shoved
through its shell has something psycho-
Iogically doubtful about it. Moreover,
with the current fad, “Teenage Mutant
Ninja Turtles — Heroes In A Half-Shell”
what next — "LOGO Turtles - Heroes
Impaled On A BallPoint™?

FORTH
Helios FORTH,
HB Marketing, £49.95

Invented by Charles Moore and
Elizabeth Rather in the early 70s as a
control language for radio telescopes,
no less. lts name derives from the

Thanks te the following
for thelr kind support:

GFA: 0734 754941 (GFA

c)
HB Marketing: 0753
686000 (FORTH, FOR-

HiSoft; 0525 718181
(Hisoft BASIC + Extend,
Devpac, Lattice Cv5)
Kuma Computers: 0734
844335 (K-Soka)
Mandarin Software:
0625 859333 (AMOS)
Micro APL: 071 922
8866 (APL 65000)
Procision Software: 081
330 7166 (ARexx)

For lack of space,
faulty disks, problems
with suppl c.
the following have
not being included:
AC BASIC, F-BASIC,
Power BASIC, AIRT,
Manx C, Lattice C++,

Amiga Format could
not find any suppliers:
LISP and ALGOL.

RIGHT: AREXX in
action, using Cygnus
Ed which supports it.

BELOW: This turt
has built himself
proper LOGO house...

BOTTOM: Helios

inventors' belief it was a fourth
generation language. Unfortunately, the
machine used to develop early
compilers  only allowed fiveletter
filenames — so the “u" was dropped,
and the language was named

Since then, FORTH has been
adopted and evolved beyond the imagr
nation of its inventors. At least two
major support groups exist, The FORTH
standards team and the FORTH Interest
Group (FIG) each defining their own
specification for how the language
should behave. However, due to the
design concept of FORTH, its is difficult
to define a standard as such; only to
define what words should exist. FORTH
is an almost unique language in that it
is completely defined in terms of itseff

A FORTH program is no less than
an an extension of the language.
Indeed, this has been further extended
by advanced FORTH programmers who
have used this concept to invent new,
FORTH{ike |anguages. At the time of
writing HB Marketing, the only company
known to be working on an Amiga
FORTH, were unable to advise Format
of a release date; expect it soonish,
rather than later - watch this space...

m Next month MARK SMIDDY
examines more of the tools
that programmers use to create




ution contains a wealth of tools
or helping the programmer create
sodlooking  and  effective
rams, so with a bit of care you
build programs which easily com
ete with the professional offerings!
Gadgets, menus, requesters and their
i+ Iook most effective if they are set
:zainst an appropriate background —
ts worth spending a bit of time
erimenting in this area
There are three basic approaches
it can be used to provide a display
background. Firstly you can ‘draw' a
wcture using a program like DPaint
and then read the resulting IFF file
At your program to provide the
recessary details, With this approach
e sngle background picture can
any information (program name,
mstructions etc) which, in the
splay, wil not need to change.
Secondly, you can use graphics
nes to buld up a suitable
tackground by writing directly into
display memary. And thirdly you
q use the Amiga's coprocessor,
pper’, 1o do the job.
This latter approach is used in
ds of demos and in quite a few
mmercial programs as well, Many
em opt for a simple but effective
ontal background shading, To be
st | could give you half a dozen
of C or assembler code and say
's how you can do it.
| could... but that approach is
¥ only any use if you know what
hardware does and know how to
ite the colour values anyway. I'l
sume that since you're reading this
atice you dont know about such
185 and, because it's ot geing to
te that obvious how the final C code
arks, [l tackle the explanations right
first principles.

From the Top
i problem has littie to do with
“opper or the Amiga at all - it's
o with working out how best to

Here's your chance to find out a

bit about multi-colour background
shading - PAUL OVERAA looks at

some of the underlying ideas!

generate series of cycling numbers.
Admitedly these numbers, at the end
of the day, will be jammed into colour
registers — but as far as the underly
ing principles of the thing go that's
neither here nor there.

Essentially we need to step
through the lines of the display and
change the colour as we go, using a
scheme like this...

for (i = 0; 1<SCREENLINES; i=i+1 )
|
Identify new colour § to be used
Set line * to colour
I

The variable | must be kept within the
range of colour numbers suitable for
the screen. The obwvious choice is to
combine the changing value of i with
a modulus function 5o that we gener-
ate a value of j which will always stay
within the chosen limits.

for (i = 0; i<SCREENLINES; i=i+1 }

j=1%n
Set line i o colour |
1

If nis set to 5 then | will take
values from 0 to 4 and the
colours used down the screen
will follow this pattern... 0123

Y 40123401234 andsoon
In practise its usually better to
produce an oscillating sequence

rather than a direct cycling sequence
and so instead of generating the
above pattern we'd opt for one based
ona'0123432101 2 type of

arrangement. To do this we have fo
modity the generating function
slightly. Here's one form which does
the trick..

for (1=0; i<SCREENLINES; i=i+1)

00 {j=i+1; 1
]

Setline ‘' to colour

|

This code does produce the required
result, but most programmers would
use C's ncrement/decrement opera-
tors combined with an ‘implied’ i test,
50 they'd write the loop like this.

for (1=0; i<SCREENLINES; i++)
|

if (li/4) % 2) (j—;| else [j++;]
Set line ' to colour
]

Even this form can be improved by
using the ternary operator ? to select
the operation performed on j.

for (i=0;i<SCREENLINES;i++)

I
(/%27 j—:js+;
Set line ' to colaur
1

That's dealt with the calculation of the
colour values, 5o now all we need to
worry about is how to set a screen
line to a particular colour.

One way of doing it would be to
use a standard line drawing functicn,
50 we could use the graphics function
SetAPen() to set the pen colour for
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drawing, then use Movel) to position
the pen at the start of a screen line,
and finally use the Draw() function to
perform the actual line filing opera-
tion. If we added this type of code to
our existing loop we'd end up with a
typical shading routine — this example
uses a screen's rastport pointer to
completely fill a screen display with
an oscillating colour pattern. .

for (i=0;1<SCREENLINES; i+ +)
|

)% 22— jos;
/" i selects the colour register */
SetAPen(rastport_p,);
/* set APen to the selected colour */
Movefrastport_p, 0, i);
/* move to the start of the line */
Drawdrasport_p, SCREENWIDTH, i)
/* draw the line */

|

You can of course modify the ampli-
tude of the oscillation range - the
expression (1/n) % 2 7 j— : j++; will
oscillate between O and n inclusive.
Secondly, you can add a fixed amount
to the final j value produced - so that
any given oscillating function can be
made to select any chosen range of
colour numbers.

Making the Most of the
Amiga Hardware

On the Amiga we don't have to use
routines like Mavel) and Drawi) at all
because we can use the Copper fo
jam colour values into the appropriate
colour registers as the video beam
moves down the screen,

To do this we have to build a list
of copper instructions and then link
this list into the screen's viewport. As
you probably know the Copper has
three instructions: WAIT, MOVE and
SKIP. We'll be using WAIT, to wait for
the video beam to reach a particular

Py
—
R —
—

screen line, and MOVE to force a
colour value into a colour register.
Where do we get the colour value?
Well, since I've spent half this article
talking about loops that can generate
a suitable series of numbers we
might as well use this approach to
calculate our colours !

So, how do we actually do it?
Here's a stepby-step account of the
things that have to be done ('ve
skipped details of variable declara-
tions etc., because you'll find all that
on the disk version...)

First we need space for a list of
copper instructions. In the disk exam-
ple I've used an AllocMem() call.

c=AllocMem(12L, MEMF_CHIPIMEMF_
PUBLICIMEMF _CLEAR);

MNext, we make use of a system
macro caled CINIT to infialize our
copper list memory.

CINITc, 800L);

Now all that's needed are the Copper
instructions themselves: I'm using a
loop which works out the necessary
instructions for each  screeniing,
calculating the colour with a function
similar to the oscillating function we
discussed earlier

The CWAT system macro
creates copper instructions which say
‘wait for the video beam position to
reach coordinates (j,0). The CMOVE
macro  produces the  instructions
which jam the colour fve calculated
into the background colour register
(register Q).

The result of the following loop,
therefore, is a list of Copper
instructions which continually change
the value of colour register 0 in the
split seconds as the electron beam
moves down the screen...

for (j=0:j< SCREENHEIGHT j++)
(

(/15 % 2 7 Blue— : Blue++;
CWAIT(c,j,0L);
CGMOVE(c,custom.color[0] Biue);
)

Finally we terminate the Copper list
with an impossible wait instruction
(that's what the CEND system macro
does), link our newly created Copper
list inta the viewport, and remake the
display like this

CEND(c);
global_viewport_p->UCoplns=c;

MakeScreen(global_screen_p);
RethinkDisplayl;

So that's it: Grab some memory (or
create a static list if you like), initialize
it, use a loop to generate some ‘wait
and jam a colour into a register
instructions, link the list into the view-
port, and then remake the display.

Once you know what you're doing
you ¢an squash the whole ‘Copper list
generation’ thing into three or four
lines of C code... so don't let anyone
kid you that it's difficult!

You'll find a short C demo, called
Coppertest, on the Coverdisk: The
source code is called ‘coppertest.c’.
I've kept the code to the bare mini
mum.... it just opens the required sys-
tem resources, installs a copper list
which modifies the background
screen colour, and then hands back
the resources it used and quits.

JUST SOME OF THAT CODE
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it is — the last instalment

of Menace, the game! This

month's source contains the

addition of the guardian

graphics and code.

a few normal aliens, as described

last month. It is not normally
feasible to have a huge animated end
guardian as it would require vast
amounts of memory. The usual
sacrifice is to have the main bulk of
the guardian as a single bitmap, with
bebs or sprites overlayed on top for
the arimating sections

The classic R-Type did this in the
end of Level One guardian where only
the tal and a small part of the
stomach were actually animated, but
t was still pretty impressive, Menace
that impressive, but it does
demonstrate the usual technique.

-I-ne guardian is smply made up of

Big Bad Boys

The pictures above and nght show
the guardians from Levels One and
Fue respectively. These are the
DPaint screens. All guardians are 256
x 192 pixels in size. They are drawn
he rightnand edge of the screen
in strips of 16 pixels, just as the map
was. Rather than store them as a
simple bitmap image (3 planes x 192
high 32 bytes wide = 18432 bytes)
3 simple compression was used in
order ta save memory,.

Each sirip of 16 pixels was
compressed by noting where all the
zero words ocurred and only storing
the actual nonzero data. This was
done by looking at the wards from

quardion!®

“Then the 'death
path i
which &
nobody fakes a
eisure

when dealing

nitiafed

y affifude

with the

each plane of the image in succes-
sion from the top of a strip down to
the bottomn, If all three planes held no
data (this happens a lot. as you can

see from the figures) a

single bt

was  stored

to flag this, and no data was stored in
the compressed file

f any of the planes did contain

data then this was flagged by a single

it, and the three words of data were
ied to the compressed file. At the
end of the strip (192 lines nigh) we
will have only copied the non-zero

=

N e
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data to the compressed file, and wil
have 192 bits of data (24 bytes) to
signity which line of the bitmap this
particular data came from. This is a
very simple but relatively quick
compression method (known as

‘bitmap header, as we produce a
map of bits to represent the data). It
usually halves the size of the guardian
data for each level

Eye Holes
You can see in the picture above the
hole' for the eye in the Level One
guardian. The eye is simply a normal
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alien following 2 standard path. The
game knows when a level has been
completed when this alien s
destroyed. All aliens have a unique
number so this is very easy to check.

The guardian bitmap image is
drawn in the front playfield so all the
aliens appear behind the image as
with the foreground scenery. This
allows aliens to ‘appear’ anywhere on
the screen, but as long as they are
behind the guardian it will not be
noticeable. This is how the small
“tadpoles’ on the Level One guardian
are repeated. Their path data simply
makes them appear under one of the
guardian tentacles, then swim left tl
they are offscreen, then go back to
the tentacle; and so on. Mice and
simple, but it works.

The guardian path is repeated for
about 30 seconds, which should be
enough time to kill the guardian. If it
has not been killed in this time then
the ‘death’ path is initiated in which
case all the aliens are substituted for
homing mines that cannot be
destroyed. This ensures  nobody
takes a leisurely attitude when dealing
with the guardian!

Death by Explosion

When you finally kil the guardian
another alien path is started. This
one, though, is not deadly, but is
simply a collection of explosions all
around the guardian body to give the
effect of it exploding. This is no
different from any other path data and
shows that a flexible routine can be
used in many places in a game,
saving the task of writing more code
for some effects.

And that is basically all the game
ingredients covered. | have not
presented the code for the ‘extras'
that go into a game as many are
quite simple and others have been
are the result of many manths' work
and cannot be published, but Il run
over some of the main ones.

Disk Routines

Hmmm, the main reason for many
sieepless nights for Amiga program-
mers! There are three basic levels to
using the disk drives on the Amiga for
reading/writing your data. AmigaDOS
is by far the simplest, and is fre
quently used for development fools

To use the DOS routines for a
game requres that the operating
system is fuly intact. This causes
severe performance and memory
loss. The performance loss can be
solved by using the framework given
in the first article to disable then
reenable the system when you wish
to use a DOS routine,

The memory loss due to the
operating system, though, cannot be
solved. You will typically lose 100
KBytes if you want to use DOS. This
is a lot of memory fo a programmer
s0 the DOS route is not usually taken,

The frackdisk device is a set of
Amiga system routines that allow you
to access the disk as individual
sectors. It is quite fast and can run
with the minimum of the operating
system being intact. Memory loss is
still a problem, though, at around 50
KBytes, and once again you have to
enable the system to use the track:
disk routines, Providng you can work
with this it is a useable alternative 10
the real hardware nitty gritty.

Getting right down to hardware
register level is the lowest we can go
Come down 10 this level and you have
complete control of the system and
ALL the memary. Be warned though,
MFM encoding, Precomp, SYNC

words etc. are al tricky issues. In
their indwidual ways they are quite
straightforward, but the difficulty is in
testing them all together

You cannot use a monitor such as
Monam? to debug, as this would
require the system to be running,
which would interfere with the code
you are tning to test. The ideal
situation is remote debugging (con
necting two Amigas via the paralel
port, as Devpac Professional allows)
but this is quite expensive

The method | used when first
writing the disk routines was simple
trial and error and many late nights.
Luckiy they only have to be written
once. Once they are working simple
refinements are all that is required.
The Abacus book ‘Amiga Disk Drives
inside and Out’ has recently appeared
«on the market, which should prove to
be a big help

This is the only method to use if
you want the ful memory and
complete control so it is well worth
spending time writing some reliable
disk routines for your game

% g flexible routine
can be used in
many placesina
game, saving the
fask of witing more
code for some
effects®

GAMES
PROGRAMMING 7

Music And Sound Effects

The music and sound effects for
Menace were written by Dave
Whittaker. His name is fairly wel

known for Amiga game music (other
titles include Shadow Of The Beast
and Xenon I). The ideal situation Is to
get the music written by someone like
Dave, who does this for a living

At the end of the day what you
get for your money is the music and
sound effects, for basically any
machine you require, along with the
code to play them, all supplied in 2
single module of data

You simply call one of his routines
from within your code, and off goes
the music or sound effects etc. This
makes life very simple for the game
programmer, the music and effects
usually only taking one day to be
added 1o the game:

The Amiga, though, Is wel
catered for in the music department.
You may decide to write the music
yourself with one of the standard
packages such as SoundTracker or
SoundFX. These popular programs
have source code avalable to play
the music that you create. You can
therefore  save some money by
having a friend with a little musical
abilty, compose a track on one of
these packages, then spend a little
time on getting the player working in
your own code

These packages do not, however,
cater for the playing of sound effects
over the top ‘of the music. A simple
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er is all that is really
required to generate some effects
50 the simple solution is to allow the
game to have music or sound effects
going, but maybe not both at once

The main minus point about using
a slan Amiga package 15 simply
portabilty of the music.
If, far instance, an ST wersion of the
game (s required then deally the
music writer and player you use on
the Amiga should also be available on
the ST. 1 beli hat there is now a
SoundTracker file plaver for the ST,
50 if you use that program this would
solve your portability problem,

u should leave aside
for a decent
soundtrack. It is possible to have a
soundtrack that does not use
samples, but generated instruments
used on the C64. Soundtracks
that use this technique wil quite
easly fit within 10 Kbytes, but you
obvi ly lose a little of the effect of
good Amiga samples.

One point to bear in mind on the
music front is one of playback speed.
Most of the player routines are
patched into the vert blank
routine, so on PAL mac the
music is updated 50 times per
second, This seems fine, but remem
ber that the NTSC standard, as used
n 3 dates 60 times per
ans that the music
wil be 20% faster over there than

er here. This can turn a good
k inta one that sounds a bit
ause it is too fast.

1/50th of a sec-
ond nterrupt, which will be the same
on any machine, or detect which type
of machine you are on (PAL/NTSC)
and slow down the music accordingly.
This is simply done by not calling the
music routine every 6th vertical biank
on an NTSC machine. Rsn\wnhnr also
that you have 20 processor
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Gomes lke
Populous and Stunt
Cor Racerreclly
come into their own
inheado-head
mode - they have
costus many o
day's work!®

time per frame on an NTSC machine.
This can cause havoc if you write a
game, designed to run in a single
frame, that has not taken into
account this less of processor time.

Al new Amigas with the fatter
AGNUS chips now have the capability
to be switched into 60 Hz mode.
Monitors (and some TVs) can handie
this. and ideally you should try to get
access 10 one to test out your code
on in 60 Hz mode. All Amiga games
should also now start to accomodate
this 60 Hz switch capability on a key
press in a game.

Running your game in 60 Hz
mode will result in the game playing
20% faster, and also filing the entire
PAL display (even though the graphics
may look a lttle stretched), ST
owners have always had this
capabity, and it is a nice feature to

Intro Sequence

A nice rolling intro for the game can
do wonders for its appeal. They add
nothing to the game, but add a fittle
variety to the package. A good intra
to a game should be a piece of code
that is technicaly and wisually excek
lert, the sort of thing that is not really
possible to implement in a game
itself, but shows of some of the
capabilities of the Amiga.

This sort of effect should also be
added to the game should anyone
eventually complete the game. It is 3
real letdown when you spend months
playing a game, finally manage to
finish it, and up pops a bit of text
saying "Well Done’ Programmers who
do this should be shot (there is an
anmated sequence at the end of
Menace and one after Blood Money,
by the way, so I'm safe from the

nclude into a game. assassins for now!)

AND FINALLY

TEXT ROUTINE
Try to design an impressive character set. maybe incorporating some
copper tricks to jazz the text screens up a bit. If you are working on a
monitor then keep in mind the TV users and don't have a small charac:
ter set, they will probably not be able read it.

HIGH SCORE TABLE
Most arcade style games need a high score table. They are usually
pretty boring to write (this is usually the first routine to get delegated
to new programmers!) A ‘save to disk’ option is usually a must.

DEMO MODE
Any game that has a self-play demo mode is much more likely to be
loaded and displayed in a shop. It will also help when the game is
shown at the multitude of computer shows throughout the year.

SERIAL/PARALLEL LINK
Many games are now incorporating these types of link for head-to-
head action. Games like Populous and Stunt Car Racer really come
into their own in this mode - they have cost us many a day's work! It
really depends on if the game is suited to a two-player head-to-head,
of course, shoot-em-ups generally are not, but there is always a first
time for everything...

P H OTECTION
Most various p schemes of
their own, although lhs dlsk duplicators can often offer their own tech-
niques also. In my belief it is not possible to protect a disk 100% from
being copied. The main aim is to DELAY as much as possible the
inevitable ‘cracked’ copy appearing.

Most games tend to sell their strongest in the first month. Over a
period of two years, 80% of the sales may well have happened in this
first month. If you can therefore stall the pirates for as long as possi-
ble, people have a much better chance of seeing the game in their
local shop, than suddenly appearing in the post from friends.

Adding protection can be a long and tiresome process. It is sad
that it has to be done, but that is a topic we are all familiar with...

On that sombre note I'll wrap up this series. | hope many of you
have a go at some programming. It is possible to write games in
your spare time as a hobby. You never know, it could lead to a full-

time job. And as the old saying goes, “A man whose hobby is his

Job, is a very happy man” (circa. 1990 Dave Jones, DMA Design).
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The summer months are upon us! Pop festivals are
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SUPER CARS

Don't slimy car salesmen get up
your nose? Ooh they think they're
sooo clever! Super Cars has a
simy salesman, and he's particu-
larly obnoxious. To deal with him
you have to say the right thing at
the right time. Stap me witals!
There's a coincindence! We just
happen to have a list of all the
responses you need to use! What
a piece of luck!

Are you a scruffy piece of string?
Are you trying to take me for a
sucker?

Are you trying to rip me off?

Can't we compromise?
Come on, we're both
businessmen.

Could you reduce the price
please?

Does i come with a guarantee?
Does it have a petrol tank?
Does it run on nuclear power?
Does it run on unleaded?

Does the imredifluidator work?
Don't be daft, frog face.

Don't make me laugh. *

Don't push me.

Go ahead punk, make my day

Has the car got rust?
Have you got the time? *
Heads or tails? *

Hey, 'm paying cash you know.
Hmmm...| did want some extras
also

How about a round of golf?
How's the sub-frame?

| can't really find that much

| could MURDER & curry.

| think it's started to rain.

| need a second mortgage.
| ought to knock your fights out.
| used to know your mother.
I'm a lumberjack.

Is it fitted with CAT?

Is that a wig you're wearing?
Is the car insured?

I've got a cat called Garfield.
Ive got a garage.

Make me a better deal than that
Not for a rustbucket like that.
That's a disgusting suit

That's a fair profit margin

This parrot is dead.

You got moths in your wallet?
You know you aint half mean.
You're asking for  bunch of fives

Ullo John, got a new motor?

What is the airspeed of a swallow?
Won't you take less?

GAMEBUSTERS

Those responses that have an
asterisk next to them are a bit iffy,
and only work sometimes, If you
do use them, cross your fingers
and hope!

Adam Powell,
Crowborough, East Sussex

STUNT CAR
RACER

Here are some tips on coping with
various tracks for all you demon
drivers out there!

owm=rE | |
=o=0z]

LITTLE RAMP
Take the first corner at full belt
and tackle the ramp at 150 mph.

HUMPBACK
Accelerate around to the hump, so
that you reach 200 mph by the
time you are half way up. At this
speed you should have a fair jump
and landing

On the other ramps, keep
either below 130 mph or over 180
mph. Anything between  these
speeds wil result in heft damage.
The rest of the track should be
taken at a speed of something
around 170 mply.

F-29
RETALIATOR

There's nothing worse than finding yourself stranded in mid-mission with
no weapons! To avoid this, simply enter your name on the enrolment

BIG RAMP
Take the first two small ramps at
170 mph, then get up to 210 mph
for the main ramp. The rest of the
course should be a doddle.

STEPPING STONES
Head down the starting straight at
110 mph and take the second gap
at 100 mph. When you get to the
steps, push up to 140 mph and
nudge the speed up if it falls below
110 mph.

HIGH JUMP
Get up to 210 mph from the start

to clear the jump and keep under
200 mph for the small jump. You
can tackle the slanted road in two
ways — either keep at the top and
keep the speed up, or give the car
anudge to the right every now and
then. If you slip off, push fire and
push forward and right instantly.

ROLLERCOASTER
Keep under 110 mph on the first
hil, and you should take the
bumps fairly easily. Remember —
don't push too hard!

SKI JUMP
Keep below 100 mph up the first

screen as CIARAN, then load up your pilot's log,

The name should now read OCEAN OK. Now you can fly any mission

with the benefit of infinite missiles and cannons.

ston,

Bryn, Winston,
Bardsley, Oldham

hil and on the second keep to
around 140 mph, slowing down
after the jump. For the big jump,
get to 220 mph, but if you can't
manage it just crawl around and
you'l live.

DRAWBRIDGE
At the drawbridge, put the pedal
to the floor when the bridge has
gone down about halfway.

Tackle all the hils to the next
ramp at 140 mph, then on the
bumpy section head down the
middle of the track at 170 mph.
Lastly, get up to top speed for the
down hill jump.

GENERAL HINTS
If you get stuck in a hole, drive
slowly to the wall and accelerate
with boost. You should hit the
track or drive off the edge,
minimising damage.

At the beginning of a race,
accelerate and then pull left to
block off the other driver - you
may even manage to run him off
the track completely.

David Norfolk,
Watford, Hertfordshire

CONQUEROR

Imagine the headlines... MEGA-
WEAPON PACKING TANKS ARE
DESTROYED BY MERE DUMMY
COMPUTER ENEMIES. A bit on
the embarrassing side, what?
Well, to stop this from happening
in Rainbow Arts' superb tank-
battle simulator have a shuftie at
these official hi from the
developers themselves (nothing
but the best for Amiga Format
readers, doncha know).

German tanks have a worse hill
climbing ability than both American
and Russian tanks. This point
determines strategies for both
divisions. — if you're playing as the
Germans, a good tactic is to wait
at the top of hills and rush down at
the enemy when they approach,
whereas if you take control of the
allies, then it's a good idea to
escape by heading up the steep-
est hill, so as to slow down any
tanks that are in pursuit.

The program actually works
out the angle of incidence of any
shot, and uses the data to calcu
late the most effective use of
armour. Therefore an oblique shot
on a tank will have more armour to
penetrate than a ‘square on’ blast
So if you are under attack, try to
make sure that the enemy have to
fire angled shots, but if you are
attacking, then try to get a good,
straight (that is 90 degrees) shot
to do the most damage.
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Front armour s the best defence
on all tanks, 50 always try to face
the enemy straight on so as to
present the toughest face. For this
2ason, you should also try to
attack enemy tanks' flank or rear
where they are less protected

One of the most sensible
tactics to use (the computer
player employs this) is to form
heavy tanks into groups and leave
the light tanks. to reconneitre. This
means that the lighter, faster
tarks can act as your ‘eyes',
giving advance warning of enemy
manoeuvres - the also run
away quickly! The tactic they H>('
when under the auto-driver, is
run away from anything they
shoot, reporting the sightings to
your force. You can then move the
heavy boys in tackle the situation.

When using map firing, always
remember that any shells fired wil
take about 30 seconds
ground, so try to
enemy tanks wil be

when the
missiles strke and aim your guns
there. Be

however, that
olled tanks don't
map fire, so keep clear
area untl all the shelis
have landed,

on't go far a whole bunch of
heavy guns, instead try to build a
balanced tankforce.
are useful for reconn
also as an emergency
whereas heay
straight  headtohead  battles.
Medium tanks combine the advar:
of both light heavy
s, but lack the speed and
f the oth

warned

reserve,
tanks are good for

firepower
Don't forget to

se your drone

tank's attention while driving your

GAMEBUSTERS

tank to their rear from where you
can unleash a powerful attack
Watch out when doing this though
as the computer tank has two
objectives — to both defend itself
and attack any player tanks.
Thus it will tumn it's strongest
armour towards the most powerful

gun and take the  light
enemy tanks
THE TANKS

Different tanks are useful for differ-

ent things, and expenenced
players wall be able to utiise the
indwvidual strengths of each. Here

otes on the strengths
of some different tanks:

WINNERS!!

This month, prizes go out to

CHAFFEE — very fast and cheap.
M36 GMC - Also very fast and has
a good gun, but does suffer from
fairly weak armour.

SHERMAN FIREFLY ~ Good gun,
medium speed capacity and quite
adequate armour

PERSHING ~ Has the same gun
as the M36 with medium speed,
but does have the advantage of
good armour

PANZER IIl - Very cheap, but not
particularly good at any one thing.
PANTHER - Excellent front armour
a good gun and arverage mobility,
but the side and rear armour are
both on the weak side.

Being tec| hfn:l \'fm.

if anyone out there want's to

TIGER 1 - Excellent allkround
armour and good gun

KING TIGER — Best armour and
gun of any tank, but travels slowly,

T34/76 - Good allround armour
{as with the other Russian tanks),
good gun but has average speed.
KV1S — Better armour than the
T34/76, but has the same gun
KVBS ~ Is blessed with a better
gun than the KV1S has.

18- Excellent armour and gun

and has good mability.
Thanks wery much to those
friendly folks at Rainbow Arts for

these helpful bits of advice.

es here at Amiga Format, we can
straight from the Amiga into our
end in maps

dmwll on DeluxePaint, then they may well find their

dalf and his mate

Waz for their Champions of Krynn stuff, and Robert

Baker for hi

megauseful Tower of Babel instruc-

tions (it made sure | could stop playing enough to

get some sleep anyway!)

Monmouth Street, Bath BAL 2AP. Oh ane

Send any maps
, Amiga Format, 3

PLEASE
ible - we

Wails of frustration and keyboad
bashing brought about this major
discovery, After losing
these poor readers tred to
smash hell out of their Amiga, and
happened upon this helpful item
Press F9 to pause and then press
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» lettered keys in one go. The
now restart without you
press F10, but with the
added bonuses of invincibility and
infinite time. Can't be bad...unless
ou've got Il hands and can't
reach all the keys

R and T Parkhouse,
Basingstoke, Hampshire

Bored of pounding the same beat
over and over again? Well if you
push the firebutton and push
ward on the joystick while the
i |5 playing, you can select to

start playing on any of the 16 lev
els. Now hit them streets, Officer
Eab, and the best of luck {“mmmr
rmnuurr.... Thank you very much
well done”),

Matthew Gare, St Ouen, Jersey




