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MET ACROSS THE LABORATORY...
THE CHEMISTRY WAS lNSTANTANEO(]S'

Screen shots are only intended to be illustrative of the game
play and not the screen hics which vary
between different formats in quamy and appearance and are
subject to the computer's specifications.

AVAILABLE ON :
CBM 64/128, Amstrad, Cassette & Disk,
Spectrum Cusseﬂe, Atari St, Amiga & P




Chips Challenge is the first Super League champion of
1991. Read the review of this classic arcade puzzle
game on page 66.

ATF2 106
Battle Command ............74
Botics 24
Buck Rogers .................30
Garthage ... : 96
Ghips Chalienge ............66
Dragon Wars.................36
Edd the Duck .................62
(2] 17| (PR———. |
Final Contlict.................64
Horror Zombies ............32
Ishido 60

Line of Fire.......... 9q

Murders in Space.........70
Mystical.......... 28
Narco Police .............102
NINJa REMIK...ocerreerrenec 80
Panza Kick Boxing .......104
Robocop 2 26
street HOCKY .............92
strider Il
striker LT

stun Runner.................100
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Turn to our spectacular review of U.S. Gold's Strider 2
on page 76 of the all new Amiga Action.

P

Up to the moment news on what's happening in the Amiga scene. We preview
soon-to-be-released games and give you the lowdown on their development.

Amiga Action '91 Style... ...........12

We've sweat blood over this one, but it was worth it. Amiga Action starts the new
year with an amazing new look and a brand new reviewing system.

SUDer Leagues..........veeeseeneense: 1

We've compiled the most informative set of games charts that you could ever
hope to see. If there's a game that you require then look no further.

Action Gouer DisK...........c.ceun.... 16

A complete playable game this month in the form of Mean 18 from those gener-
ous chaps and chapesses at Accolade. It'll drive you up the fairway!

Boggit's Domain.........................19

Deep in the depths of the wild woods something stirs. It's your friendly neighbour-
hood Boggit with a sackfull of goodies and plenty of answers.

The Lucasfiim Interview...........38

Lucasfilm Games have a reputation for top quality software. We get the chance to
put Managing Director Doug Glen through a gruelling interview.

Giving the Game Awav ...............41

Don't throw them away because you're stuck! We reveal the inner secrets of Cap-
tive, Rick Dangerous 2 and Falcon Mission Disk II. Help is at hand.

A Well ‘ard Disk Gompo.............54

Fancy your chances at producing your own disk based demo? You could stand a
chance of winning an A590 Hard Disk and five Cumana 2nd disk drives:"

ADDIICH &UTTISEHscciis. B0

If it's hardware and utilities that turn you on then it would probably be wise to skip : e
to the none-games feature straightaway — a break from games for those boffins. e

Lt KICK O1f....ovvro e seaB

A brand new section in Amiga Action featuring loads of games that arrived late for

the full AA review. treatment. If they're hot then they'll get a review next mqnﬂa.'
Reviewed in this issue are:

Narc, Team Suzuki, World Championship Soccer, Chase HQ 2,
Spindizzy Worlds, Bug-Bash / Nucleus, Lemmings, Total Recall,
Timewarp, The Ultimate Ride, Vector Championship Run,

Wrath of.the Demon, Elvira — Mistress of the Dark,

Car-Vup, Damocles Mission Disk, Dragon's Lair 2
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THEACTON
ACCOLADES
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he latest interactive game

craze to hit the US is about to
make it big in the UK as well when
The Phone Program Company
launch Robocop 2, the telephone
game.

The PPC is a new company
which has been set up by Gremlin
Graphics Software to develop this

odemasters have plans for two
C compilations to be
released.Both contain various hits.
The first is Quattro Sports which
contains BMX Simulator, Italia
1990, Advanced Ski Simulator and
Pro Tennis Simulator.

THIITH IT QUER GREEPS

new entertainment media. The
Robocop game is the first of a
string of major film and television
licences which the fledgeling firm
has secured for release as tele-
phone games throughout 1991.

It's based on the movie Robo-
cop 2, and callers become Robo-
cop as he tries to track down and
destroy the evil ‘nuke’ dealing drug
barons. You have to either send
your commands by pressing the
equivalent number on the keypad
or actually speak your decision
through the receiver. For example,
you might be told that a hostage is
being held captive and be given the
choice of either shooting dead the
armed hostage-taker or trying to
talk him out of his crime. The
options available will be numbered
and by repeating these numbers
the story will follow on as if you are
guiding the action.

Robocop 2, the telephone
game, launched on the 14th
December, is available on 0898-
345678, with calls costing 33p per
minute standard rate and 44p per
minute peak.

HAT TRIGK

odemasters are definitely

pushing their products recently
and they report that their games
are the best, which is reflected in
the Gallup chart positions which
placed Guardian Angel, Quattro
Adventure and Quattro Combat as
the three top selling games in the
UK.

Here we see David Darling,
Managing Director of Codemasters
going Mad as a Hatter with one of
their games.

[HE INSEGT INUASION

ou are the Arch Leader of the Motherhood, Saint Helen Bak. Use
your laser-powered eyes to stop killer bees swooping down and
stealing away the ‘babies of fun’ and then dropping them from great
heights in their bid to obliterate all of mankind. They must be stopped
before they they can destroy the human race and then bring terror and

destruction to the planet of Earth.

Hewson'’s Insects In Space has been programmed by Dave Cantrall
with graphics by Mark Jones and music by the Maniacs of Noise. The
game boasts 8-directional scrolling at 50 frames per second. The screen-
shots sent to us promised much and it obvious that there has been great
attention to detail and we look forward to giving you the lowdown.

Due for release about now the game will be priced at £24.99.

QUATTRO POUER

The second Quattro Compila-
tion is called Quattro Arcade and
offers Pro Powerboat Simulator,
SAS Combat Simulator, Pub Trivia
Simulator and Nitro Boost.

Both should be available round
about now and retail for £12.99.

G0N, RON OR
RANI?

ecently announced is an

Amiga 500 RAM and hard disk
interface.

The new board offers the fol-
lowing features: MFM ST506 hard
disk interface, 512K system memo-
ry expansion, battery backed real-
time clock and calendar.

The price will be set at £159.95
and all enquiries should be sent to
Steve Dickenson, Cumana, Tel
(0483) 503121.




~ ONL Y GREML INCANDO THI

LOTUS 9{»% C & VG, 94% Raze Rave, 90% ST Action Award, 90% ,Zero Hero 88% ﬁmlgn ﬁttlon Award.:

0 . TOYOTA C & VG Hit, Amiga Action Award, ST Action ﬁwcrd More To Follow Ry & e
. ‘ o ipil TEﬁM’S UKi .. Prepqm To Be. ﬂmozed & . - "

. ®

TURBO

cCHALLENGE !

;LOIHS ESPRIT TURBO (Hﬁl.l.ENﬁE demonds
Jmmedmte purchase” C & VG 94 0.

e

Enuogsso BY TQYOTA (;‘.u) R,

“TOYOTﬂ reclly is an- excellent me...v ;
“ . very playable®. ST I 'ON

. -

e
b S
‘¢

TEAM
SUZUKI

';Jmpmsm " superb.fast polygon .
lgtt &qccs" H(E im Doug as.

.

'GREMLIN GRAPHICS SOFTWARE LTD, CARVER HOUSE, 2-4 CARVER STREET. summw’;sx 4FS TEL: (0742) 753423 . ”



SIDE LINERS

INFOGRAMES BUNDLE

Infogrames are about to release
several of their hit games in new
and very attractive compliation
boxes, much like the video collec-
tions.

Each one will be called a start-
ing block and three are planned so
far: Red, which includes Murders
in Space, TinTin on the Moon and
the Light Corridor; Blue, which

-includes Welltris, North and South

and Full Metal Planete and finally
Yellow, which includes Sim City,
Terrain Editor and Architecture 1.

Only two are available on the
Amiga and these are Red and
Blue though more are planned.
Both will retail for £49.99.

FROM
ALCATRAZ

Infogrames hope to follow up the
success of Hostages, a game of
terrorism and SAS, with Alcatraz.

As in the first game, you have
been called in as a special forces
commando who must infiltrate an
embassy and stop a threat of ter-
rorism.

Alcatraz follows much the
same plot as Hostages with a sec-
tion devoted to scaling walls,
sharp shooting and forearms.

As a commando, you must
scale the walls of the building and
keep in contact with the sharp-
shooters who have their guns tar-
geted on the windows of the
building. Once you have discov-
ered a clear spot, you can smash
through the window and attempt to
halt the terrorists’ evil mission.

Unfortunately, there are many
rooms to investigate therefore it
may prove difficult to pin down the
terrorist activists before they
escape. _

UL

o

You and your team members must sneak
through the alley and-into paosition. Waich
out for the terrorists and noisy trash.

li:l;;é:éff- 4 "2!51 ht:1951bs
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AMD IN THE BLUE GORNER...

ne of the first games due out
Oon the new 4D sports label
from Mindscape is their 4D Sports
Boxing. With all the character
movements modelled on real
human movement, Mindscape
boast that this is the most accurate

sports simulation ever written.
All the boxers’ moves are con-

Iso in the same series comes

4D Driving. Programmed by
the same team who did Test Drive
and its sequel this is a driving
game with a difference.

Choose vyour car from a
Porsche, Ferrari, Lambourghini,
Audi, Lancia or Honda and put it to
the ultimate test on the stunts
including the nerve-racking 360
degree loop the loop. Only the
most daring drivers will be able to
pass the tests put before them and
finish the tracks successfully.

As well as the preset tracks
there is a comprehensive editor so
that you can create your own night-
mare track, which can be saved.

The race can be viewed from
every conceivable angle using the
unique camera system. As yet we
have no details of the price or the
release date but you can be sure
that we will inform you of any news
as and when it comes in.

LIFE N THE HAST LAMIE AND In 80

" MINOSCAPE IS PUSHING
FORUIARD 1N GLORIOUS 4D

trolled by you, right down to your
man's fancy footwork around the
ring. You have to box your way up
the championship ladder and make
as much money as you can by win-
ning bouts.

may seem a little surprising really.

The graphics are polygons put Price and release date are to be
together to make a humanoid form  announced but you can expect it to
and do look very realistic, which be around £24.99

Price........56
Curb Wzight..
Engine.. furb
Horse Povier
Displcrart .
Transiission. .25
Latersl fAcc 024
Top Soeed.




A year ago, Hard Drivin’shook the world. Now

buckle up and step on the gas as Hard Drivin’ I,

the sequel, streaks onto your screen.

Hold ontight as you roar round four thrilling new
circuits, or build your own using the unique Track
Editor. Once designed, a computer generated view
of the new circuit will appear so that you can
memorise your route and its hazards. Now you can
test your skills on a really mind-blowing stunt track!

Andthere’s more! Link your computerto afriend’s

Amiga, Atari ST or IBM PC for a head to head race to
the finish. If you’re lagging behind, go for gold and
boost your speed with Nitro Injection — guaranteed

to leave the opposition standing.
Hard Drivin’ Il is faster, meaner and even better
looking than the award winning original.
Hard Drivin’ Il - Drive Harder!

Available on: Amiga, Atari ST, IBM PC 3.5 & 5.25"

Programmed by: Jirgen Friedrich
© 1990 TENGEN INC. All rights reserved

™ Atari Games Corporation

© 1990 Artwork & Packaging

Domark Software Ltd.
/ Published by Domark Software I.Id Ferry House,
51-57 Lacy Road, London SW15 1P
Tel: 081-780 2224 Amiga & Atari S'I' Screenshots




SIDE LINERS

PRINCE OF PERSIA

Domark have just released news
of their latest offering entitled
Prince of Persia. You take the part
of a young adventurer attempting
to save a beautiful princess from
the clutches of the evil Grand
Vizier, who is about to pounce on
her.

Time is ticking away, but first
you'll have to escape from the
confines of your cell, then avoid all
of the many cunning traps laid for
you by the guards.

The game contains three dis-
tinct sections: the dungeon, the
palace and the tower where the
princess is being held captive.

Sword fighting plays a major
part and therefore you must first
find your sword. Once you get this
then you can truly begin your
quest.

Prince of Persia will be avail-
able next year and will retail for
the asking price of £24.99

No sooner has our hero started his quest
than he is already confronted by his
enemy. A fight then ensues. Make sure
that you are the victor otherwise the
princess will perish at the hands of the
evil Grand Vizier.

There are plenty of hazards and traps and
you will need to muster all your agility
and skill in order to pass these ordeals.
Swinging from narrow ledges is common-
place.

SOFTSELLERS
SELL NO MORE

Unfortunately, it has just been
announced that Softsellers have
gone into liquidation. Please don't
order any more products from this
company.

If you have already ordered
goods, Softsellers have an official
reciever who you can write to for
full details and possible compen-
sation. The address is: Thompson
And Patterson, 12 Lowerbrook
Street, Ipswich.

Amiga Action apologises for
any inconvenienee that this may
have caused our readers.

\x\}a

JAGH'S BAGK

T ecmo, the company behind
such successes as World Cup
90 and Bombjack, have now added
Mighty Bombjack to their list.
Already having achieved sales
over 500,000 on the Nintendo
Entertainment  System alone,
Mighty Bombjack boasts one of the
most complex playing areas of any
game available, with an area cover-

ing 17 levels and incorporating over
250 adventure screens.

Elite’s first Bombjack title,
released way back in 1986, and the
sequel, Bombjack 2, in 1987, were
both attributed with the number 1
Gallup Chart position for several
weeks. With the release of Mighty
Bombjack, Elite are confident that
they can make this a hat trick for

Tecmo and Elite. Mighty Bombjack
will be released on the Amiga on
28th January and will retail for
£24.99

WESTERN
MNOUIES

ust an up-date to tell you of the

progress of Billy the Kid from
Ocean. The game is going very
well and should be released at the
start of the New Year.

The Wild West was a mean
and dangerous place. Bandits reg-
ulary robbed stage coaches and
you could always guarantee a
killing or two but few of these out-
laws ever really hit the big time.
One that did was known as Bill the
Kid, who would kill a man if he
thought it might do his reputation
any good.

Having arrived in Lincoln, Billy
realises it needs a dose of his kind
of law and order, which includes
avenging the death of his friend,
John Tunstall, and running the mur-
derous cattle rustlers out of town.
Always staying one step ahead of
the law, Billy must acquire informa-
tion, avoid being ambushed, and
be victorious in the action area of
bank robbing, cattle rustling and
shoot-outs.

The option exists to play Sheriff
Pat Garrett, Billy’s ex-best friend.
Garrett's allocated a budget to
spend on deputies and the objec-
tive is to capture Kid. But Billy's no
easy catch and he carries around
quite a reputation.

VUUR LIFE I THEIR HANDS

eah! Blood and guts and
loads of entrails. Ever felt the
need to remove somebody’s
appendix? How about performing a
triple bypass? Now you needn’t
stay frustrated simply because your
sister wouldn’t agree to you practis-
ing major surgery on her. Life and
Death is on its way at last.
We've had flight sims, sub sims

and sports sims, but now we've got

a hospital sim.

Pick up your knife and go to
work. Talk to your patients, reas-
sure them, read their charts, test
their blood and then chop their bits
off. It's your skill with the scalpel

that will decide whether or not the

patient ends up in recovery or the
morgue.

It's been on its way for ages
and we've still no details or price or
when it's out, but don’t worry, we'll
keep you posted.

EGAFORTRESS

ased on the novel Flight of the

Old Dog, MegaFortress sees
you assuming all of the roles of the
crew in the famous B-52 Bomber,
modified and armed with state of
the art weapons and radar. Your
mission is to avert a nuclear con-
frontation between the Soviets and
the Americans.

Switching between roles such
as pilot, navigator and weapons
officer you must fly your bomber to

the Soviet laser base while avoid-
ing the MiG 27s and 29s. You must
also learn when to perform such
operations as inflight refuelling. All
these combat tactics will come in
very useful when you are actually
involved in a battle scenario. Once
you have become accustomed to
the controls of your plane then you
will find youself flying around the
war theatre with the greatest of
ease.

Obviously, it won't all be plain
sailing (or flying) as you will be
constantly hounded by the enemy
and you will need to pull off some
pretty spectacular manoeuvers if
you are to gain the advantage and
destroy your enemy.

The game is programmed with
3D graphics and promises to be
very special. There is' no hint of
release date or price so far but you
can be sure that we will inform you
as soon as we know them.
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recognise all those present.

(Right) You can choose from all your
favourite players and here we see three of
them. Biffa Bacon, Johnny Fartpants and
Buster Gonad all make an appearance.
Biffa Bacon is always looking for a scrap
while Johnny Fartpants can’t stop the rum-
bles in his tum, and these aren’t hunger
pains either. Buster Gonad gets info plenty
of japes with his outsized plums.

A
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(Above) No need for introductions but for
those of you who haven’t actually experi-

Postman Plod delivers everything, except
letters. Biffa’s dad is always willing to give
Biffa a helping hand, right in his face and
Sid the Sexist loves chatting up girls and
stuffing socks down his underpants.

" DO'T BUSTER GONA

Uirgin (Ya gay puff!) are proud fo present their latest offer-
ing which comes in the shape of the filthy, but very funny,
Uiz game. Based on the highly popular comic of the same
name, it recreates in graphic olory some of the terrible
escapades that have happened to our reveiting heroes.
Virgin have Kindly supplied us with the sprite graphics
that will be used In the game. I'm sure you will be able to

enced the revolting Viz | will iniroduce you:

(Above) Roger Mellie,makes an unequalled appearance
with his kind words, such as bollocks, and his undying habit
of wanting to make love and then throw his guts up every-
where. Will Roger get the part or will his drunken disorder
get him into trouble again?

(Left) Here we see Roger on the box. Doesn’t he look a pic-
ture? You can be guaranteed plenty of abusive language
and obscene acts which is what we really want, isn’t it?
Don't be shocked if you see a sudden change in Roger's
character while on the T.V. He's most likely sunk about
twenty pinis before he came on air. Whoops! Here it comes.

The Fat Slags are also included anﬂ .' "'

4
it is pretty ohvious what you will be
required fo do with these fwo char-
acters. Both love chips and Pizza,
nd fo any man the

(Left) Buster Gonad
has one problem -
his plums are gigan-
tic. Buster thought
that they might
prove a problem but
he’s more than will-
ing to tell you of the
many japes he’s had
with them. Unfortu-
nately, with plums
so big, he often finds
himself in some
pretty painful situa-
tions.
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| The ultimate challenge §§ ~

| has been issued... now,
| you must race Qcross
| the globe in search of
~ fortune and glory to
| become the richest
| duck in the world!! The
| adventure willrequireall
| your skills and courage

| ARE YOU DUCK
| ENOUGH?



DOVIH Ot A MEW W
[INE GANES REVIEW

For years games plavers around the world have asked
questions like "Which Is the best shoot'em—up?", "Is Falcon
better than F15 Strike Eagle?", "Which are the all time classic
Amiga Games?". Now from the premier Amiga games maga-
zine comes a world beating rating system that provides the
answers to all those, as vet unanswered, questions...

own icon to make things easier to
understand.

Once a game has been placed
in a league, its position within that
league is decided. Essentially the
reviewing team decides which
games of the same type it is better
than and which it is worse than.
This means that for the first time in
magazine reviewing, games are

The new system that has enabled
this major advance in game scor-
ing is called 'The Amiga Action
Super League' and it uses a rank-
ing system rather than a traditional
percentage score. This month we
have included an overall percent-
age score in addition to the new
system, but we hope to lose this
altogether in coming months.
However, to make this dramat-
ic change, we're asking you, the
readers, what you would like to
happen. Just fill in the voting slip
and return it to: The Big Vote,
Amiga Action, Europa House,
Adlington ~ Park,  Macclesfield,
Cheshire, SK10 4NP. The first ten
entries out of the hat on Feb 10th
will receive a game of their choice.

How (e [eague System works
There is a Super League for each
type of game: a league for
Shoot'em-ups, one for Flight Simu-

lators, one for Puzzle games and
so on. Each new game that comes
in for review is put into one of
these leagues based on which type

of game it is. Where a game con-,

tains several gameplay aspects,
our team decide which part of the
game is the most significant. So for
example, Strider 2 does contain
elements found in platform games,
but on the whole, you need to do
more meany killing that ladder
climbing and so it is classed as a
shoot'em-up. Every league has its

i OFFIGIAL VOTING FORM

Okay here is your chance to change the shape of games magazines forever!
Placing your tick in the appropriate box will decide whether Amiga Action
becomes the first games magazine in the world to abandon the overall per-

centage score system!

Also if would don't mind being contacted by one of the Amiga Action team
to discuss the magazine in general then please tick the box and write your
phone number under your address. Please note, not everyone who ticks 'yes'
will be phoned, so don't hold your breath!

['] 1 would like the Overall score to GO forever!
L ! I'm a bit of an old fogy and want the score to stay
I [ | Please feel free to phone me for a chat about AA

I * What is your opinion of the new look Amiga Action?

My namelisy. o A5l
And my address iS........cceeueeee.

being compared against games of
a similar type instead of against all
games in general.

The results of the reviewer's
decision is displayed both on the
review itself and on the League
table pages elsewhere in the mag-
azine (this month's tables are on
the very next page!).

So if you want to go out and
buy a puzzle game, all you have to
do is turn to the league tables, find
the puzzle games table and look
up which are the top games (this
month you'll find that Chips Chal-
lenge is at the top). Of course as
new games are released, older
games will start to drop down the
leagues. Games which stay near
the top of a league for many
months or years are 'classics'.

Other changes (o Amiga Action
It's not just the scoring system that
has been redesigned this month.
The entire magazine has been
rethought to give you even better
coverage of the expanding Amiga
Games scene.

As you will have noticed the
review layouts are stunning and
they feature some amazing new
innovations.

First on the list are what we
call 'Digi-Scapes'. These are per-
fectly joined screenshots which
show what the entire playing area
of a game looks like. It's impossi-
ble to show how a game actually
appears when moving on screen,
but this is as close as you could
possible get on a magazine page.

Next comes 'Role Call'. These
are panels showing the various
characters from a game and what
movements they can perform. Take
a look at this month's Kick Boxing
and Mystical reviews to see how
useful Role Call can be.

Reviews now also contain spe-
cial labled screenshots (know in as
'‘annotated screenshots') which
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help to illustrate what the objects
and gadgets in a game do. For
example, we can now point to all
the items on a flight sim's instru-
ment panel and describe what
each one does.

Last but not least we have our
'In Action' sequences which are
used to tell stories or show how
each move in the game affects
your situation. These are particu-
larly useful for describing puzzle
games.

And new features too!
As well as improving our reviewing
system and page layouts, we have
taken this opportunity to add some
more features to Amiga Action.

Starting this month is a regular
mini reviews section called 'Late
Kick Off'. Here games that came
into our office late in the month are
evaluated. They don't get the full
Amiga Action treatment and the
games have not been placed in the
Super League, but it does give an
insight into what the games are
like. The best games featured in
Late Kick Off will be reviewed in
next month's magazine.

Also new this month is our look
at non games products for the
Amiga. Two pages devoted to disk
drives, modems, utilities and other
useful gadgets. It's short and snap-
py and keeps you up-to-date with
the rest of the Amiga universe.

The all action overdisk
Response to our putting a
coverdisk on Amiga Action has
been amazing! So popular in fact
that we are now selling 6,000 more
copies than before the arrival of
the disk! Of course with public
response like that, we couldn't do
anything but make the coverdisk a
regular (that's every issue!). This
month we've given you an entire
game courtesy of Accolade. From
next month the disk will contain up
to three playable demos of the lat-
est games releases.

fnd inally. . .
As if that lot wasn't enough, we've
improved the quality of our already
excellent screenshots. All this for
the same dosh — we must be mad!
We hope you like the new for-
mat so keep viewing!

TRICKS OF THE TRADE EKPLAINED AND EKPLORED

The core of any scoring system
is the score panel itself — and
what a corker the new Amiga
Action Info panel is! Below is a

Obvious, but essential, informa-
tion can be found at the top of
the Action Info scoring panel.
The game's full name is fol-
lowed by the software house who

detailed annotation of the new
score panel and some handy
notes on the two new Amiga
Action top game awards. The

are publishing the product, and
the full retail price at which it is
available in the High Street.

The qualily of a game's graphics
is ane of the key factors in decid-
ing whether or not to make a pur-
chase. That's why graphics has
its very own score block. Marks
are given from 1% (ZX81 style)
to 100% (Leonardo DeVinci eat
your heart out!). Of course our
team take a lot of factors into
account when scoring for graph-
ics,  including:  Animation,
scrolling, use of colour, variety
of graphics and so on. This
example shows a score of 85%.

The most important aspect of an
Amiga Action review is the
reviewing teams comment. This
explains in plain English what we
thought of the game and where it
fell down or, on the more posi-
tive side, where it really scores.
Percentage ratings and league
tables are one thing, but this text
is what you should really look
out for when assessing a game.

This line tells you which league
the game under review has heen
placed in. These names corre-
spond fto the icon that you will
find at the beginning of the
review and the league tables
which you will find on the next \
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PANZA KICK BOXING

FUTURAU.S. GOLD £14.99
TEAM: PASCAL JARRY

"
&

This has to be the best kick boxing simula-
tion ever produced for the Amiga. The
graphics have actually been copied from
real life footage and this reflects in the
smooth and realistic animation on the
fighters. Sound is excellent and you can
ly feel the blows making contact. The
referee is a little annoying as he grunts
whenever a decision is called and this
sound does become very annoying after a
while. Panza Kick Boxing is an excellent
game and one that will definitely appeal to
beat ‘em-up fans.

3 BUDOKAN

} 4 PANZA KICK BOXING

[5 ORIENTAL GAMES

page and in every edition from
now on.

example shown is taken from the
Kick Boxing review, but of course
the info applies to all of Amiga
Actions reviews.

We firmly believe that it is
high time that the real heroes
of the software business - the
programmers and develop-
ment teams - get same well
earned recognition. That's
why every review includes
details of who actually creat-
ed the game. This will take
the form of either a develop-
ment team's name or the
individual programmers sur-
names.

As with graphics, sound gets
its own rating. Again marks
are on a perceniage basis
with poinis being given for,
amongst other things: use of
the Amiga's capabilities,
originality, music, special
effects and contribution to the
game's atmosphere. This
example shows a score of
80% which is excellent.

The League Rating panel
informs you of where in the
Super League the game
under review is placed. The
game being reviewed will
always appear in the middle
of the three boxes while the
game immediately above it
in the league (i.e. the game
which is just better than it)
will be in the box above and,
of course, the game just
below it in the league will be
placed in the box below. The
league positions are indicat-
ed to the left of the game
titles. If a game hits the
number one slot then a
Touchdown will be indicated
in the top box — any game
that does that is an absolute-
ly essential purchase!

IIEW AWARDS FOR THOSE TOP RATED GAMES. .

OVERALL SCORE

Talk about controversial! The overall rating
is one of the most talked about subjects in
computer games magazine journalism. All
magazines use this system and like sheep
each new magazines that is brought out has
the same old unoriginal percentage score
to rate how good a game is. We think it
stinks! In fact we want to get rid of it all
together. We believe that it is far to sim-
plistic to just ‘pick’ a score as if out of mid
air! However, we're here to serve you the
reader so we've given you the chance to
vote on the subject. Yet another first - the
first games magazine to let its readers
decide how its scoring system should work!

There are magazine accolades and
there is THE magazine accolade -
the 'Amiga Action Super League
Accolade'! Only games which will
leave their mark on the software
world for years to come can ever
hope to receive this coveted award.
You can rest assured that if you see
this symbol on a review, that game
is an essential purchase! So remem-
ber only games of classic status will
receive the Super League Accolade.

We have decided that there are

many games out there that, while
not all time classics, are superb
games that are well worth the ask-
ing price. These games have been
given their own award, the ‘Amiga
Action Recommended'. Again if you
see this icon on a review you can be
sure that a game is well worth buy-
ing. The minimum qualification for
a game to receive this recommend-
ed stamp is a score of 75% or over.

Nad
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[1g Amiga Action

A - These games have been awarded an Accolade for
outstanding impact within their allocated league.

ADVENTURE

The Adventure
League contains all
those games that are
played by inputting
text commands.

R - These games have been Recommended as they are
definately a good buy, but not quite Accolade standard.

ARGADE ADUVENTURE

This league contains
games that, although
adventures, are very
graphical and do not
rely on text input.

ARCADE STRATEGY

The Arcade Strategy
League is made up of
games that contain
action elements as
well as strategy.

STRATEGY

Games that require a
great deal of tactical
planning are all con-
tained within the
Strategy League.

1 Indiana Jones, Last Crusade A 1 Dungeon Master A 1 Elite A 1 Powermonger A
2 Space Quest series A 2 Captive A 2 Midwinter A 2 SimCity & Terrain Editor A
3 Leisure Suit Larry series A 3 Corporation A 3 Starglider 2 a 3 Supremacy ; .
& VoFeys Quidt son i ¥ Cadisr < 4 Interphase A 4 Populous & Promised Lands A
LRl oo 5 Dragon's Breath A 5 Breach 2 A
5 Maniac Mansion A 5 Xenomorph A 6 Iron Lord A 6 Murder A
6 Operation Stealth A 6 Rocket Ranger A 7 Pirates A 7 Laser Squad A
7 Zak McKraken A 7 It Came... & Ant Head A 8 Millenium 2.2 A 8 Breach A
8 Zork Trilogy A 8 Horror Zombies from the Crypt A 9 Damocles A 9 Paladin ~
9 Hitchhikers Guide to the Galaxy R 9 Unreal A 10 Lords of the Rising Sun A 10 Gettysburg A
Planetfall Kul 11 North and South A 11 Armada A
ussIG e o 10 sult A 12 Narco Police R 12 Borodino A
11 Guild of Thieves R 11 Mean Streets A 13 Time Machine R 13 Risk A
12 Stationfall R 12 Shadow of the Beast Il A 14 Magic Fly R 14 Battlemaster A
13 Codename: Iceman R 13 Voodoo Nightmare A 15 Starflight R 15 Battle Chess A
14 Conquests of Camelot R 14 Zombi A 16 Space Rogue R 16 Gold of the Americas R
: s y 17 Carthage 17 Tower of Babel R
Ninja R
U Al r bl % 18 Lost Patrol 18 Red Lightning R
16 Future Wa.rs 2 1t Colorado ; A 19 Murdgrs in Space 19 Conflict Europe R
17 Ultima series R 17 Bloodwych & Data Disks A 20 Federation of Free Traders 20 Storm Across Europe R
18 Police Quest series R 18 Gold of the Aztecs A 21 Day of the Pharoah 21 Final Conflict R
19 Loom R 19 Shadow of the Beast R 22 \Voyager 22 Nuclear War R
20 Manhunter series R 20 BAT R gi ;‘m:f l :3 gragon Force R
: rchipelagos verrun R
21 Deja-Vu1&2 R 21 Treasure Trap R 25 Xiphos 25 Waterloo 5
22 Shogun R 22 The Immortal R
23 Spellbreaker R 23 Infestation R
24 Wishbringer R 24 Resolution 101 R PLATFORM PUZZLE & QUIZ
25 Chronoquest series R 25 Neuromancer R The Platform League If it's a brain teaser
26 Enchanter R 26 Ran Xerox ™ encompasses all that you're after then
L games that require take a browse
27 Sorceror R 27 Be.\tman The Caped Crusader r you to leap from plat- through the Puzzle &
28 Beyond Zork R 28 Wierd Dreams R form to platform. Quiz League.
29 Zork Zero R 29 Sir Fred R
30 Suspect R 30 Heroes of the Lance R 1 James Pond A 1 Chips Challenge A
31 Beurocracy R 31 Stormlord R 2 Ra"”b°w Islands B 2 Pipemania A
) . 3 Switchblade A 3 Klax A
32 Deadiine o 32 Thunderbirds N 4 Rick Dangerous 1 & 2 A 4 Tetris A
33 Time R 33 Ghostbusters 2 R 5 Flood A 5 Blockout A
34 Infidel R Nightbreed (Interactive) R 6 New Zealand Story A 6 Welltris A
35 Corruption R . Omnicron Conspiracy R 7 Viking Child A 7 lIshido i
36 Fish 5 . 8 Night Shift A 8 Puzznic A
37 Jinxter < - 9 Ghouls'n'Ghosts A 9 Nevermind A
10 Edd the Duck R 10 E-Motion A
38 The Pawn R R 11 Kid Gloves R 11 Trivial Pursuit A
39 'Suspended R 12 Impossamole R 12 Atomix R
40 Leather Goddesses of Phobos R 13 The Amazing Spiderman R 13 Pick'n'Pile R
41 Times of Lore 14 Batman — The Movie R 14 Loopz R
42 Colonel's Bequest 15 Strider : R 15 Jumping Jackson R
Goldrushi 16 Axel's Magic Hammer R 16 Clown'o'Mania R
S 17 Fire and Brimstone 17 Scrabble R
44 Starcross 18 Super Wonderboy 18 Manix R
45 Hollywood Hi-jinx 19 Onslaught 19 Manic Marble
46 Trinity 20 Chronicles of Omega 20 Boulderdash
47 A Mind Forever Voyaging 21 ls\fprentlce Z; 23
22 Stryx ictionary
Bla I :
o : > Getion 23 Flimbo's Quest 23 Hoyle's Book of Games
49 Night 0"5 24 Twin Worlds 24 Mike Read's Pop Quiz
50 Sea Stalker 25 Spellbound 25 Sporting Triangles

"o




Super League

BEAT

"EM-UP

Contains all those
games that require
you to kick hell out of
your enemy and gen-
erally be very violent.

A shoot ‘em-up con-
sists of plenty of
enemy and bucket-
fulls of blasting evey-
thing in sight.

FLIGHT SIMULATORS

Any game that simu-
lates aerial combat,
whether it be in a heli-
copter, fighter plane
or bomber.

)N

ROLE PLAVIHG

RPGs are defined as
games that allow you
to design the attri-

| butes of the character

J under your control.

1K+

Xenon 2 — Megablast

Falcon & Mission disks 1 & 2

Might and Magic I

1 A 1 A 1 A 1 A
2 Torvak the Warrior A 2 Blood Mone: A F-19 ith Figh 2 Champions of Krynn A
3 Budokan A Killing G ySh 2 Steatf\ .|g e 2 3 Bard's Tale Il A
4 Panza Kick Boxing A 200G St SHioe A 3 Battle of Britain A 4 Star Flight A
5 Oriental Games A 4 X-Out A 4 Fighter Bomber , 5 Iéegend of Faerghail R
i 6 Buck Rogers R
6 Afuler the War A 5 Turrican A 5 Battlehawks 1942 » > Do V%ars .
7 Golden Axe R 6 Silkworm i . g
8 Vigilante R ; ; 6 F-16 Combat Pilot A 8 Drakkhen R
A : 7 Atomic Robo-Kid A i 9 Azure Bonds R
9 Ninja Warriors R 7 Gunship A i
10 Shadow Warriors R 8 Simulcra A ; 10 Pool of Radiance
11 Sword of the Sodan R 9 Strider Il % 8 ntercep.tor R
:; g;har:?-ers of Shaolin R 10 Battle Squadron % 9 Flight Simulator 2 R SPORTS SIMULATORS
ack Tiger R s i
14 Dynasty Wars R 11 R-Type A g ?9 s - Whe!her it be football,
15 Nightbreed (Arcade) R 12 Venus A 11 Wings R :;ea';';':t bsar;r:ker, golf,
R idni i Skych rany
:g DOQEI"»‘ 'Igooper : 13 Midnight Resistance A 12 Skychase R other sport, this Is the
ouble Dragon 14 Line of Fire R 13 F-15 Strike Eagle R league for you.
18 Last Ninja 2 - g Y
19 Ivanhoe 15 Operation Wolf R 14 ATF Il
20 Wild Streets 16 Robocop 2 R 15 Snowstrike .
A
g; zﬂe[::grgs Retzvenge 17 Baal " 16 Strike Force Harrier :
eas 5
Operation Thunderbolt
23 Double Dragon s Xp ; LTICeIbe " 17 Blue Angels i
24 Bankok Knights kol oy 18 Chuck Yeager A
i A h
25 Knight Force 20 Anarchy R 19 Skyfox 1 A
21 StarRay R B A
(o
e 22 Escape From Robot Monsters r s | C A
BAT "N’ BALL 23 The Spy Who Loved me = 9 Fiendish Freddy's Top of Fun a
If rebounding a pro- 24 Menace " RACING 10 World Class Leaderboard a
jectyle of a bat excites : . ? 11 International Soccer Challenge
;Ouythen the Bat 'n’ SR oyens Bifihg Circts’ If it's hairing around a R el . :
Ball League is the 26 U.N. Squadron R race track at over izt :
100mph that t 13 Pro Tennis Tour A
place to look. 27 Vaxine R mph that turns
you on then look no 14 Grand Monster Slam R
1 Arkanoid 2 — Revenge of Doh a 8 Dar\ WS . further. 15 Zany Golf R
2 Light Corridor A 29 Saint Dragon R 16 World Games R
3 Shufflepuck Cafe A 30 Starglider R 1 Stunt Car Racer A 17 Projectyle n
g Q:l;gtnooridEgg : 31 Dragonstrike = g #otui E;pnl'lit Turbo Challenge a 18 Purple Saturn Day R
oyota Ral
6 Lords of War % 32 Defender Il R N.Y 5 - 19 laly 1990 =
7 Botics 53 Eswat 4 Ning A 20 Steve Davis Snooker R
8 Titan ¥ e Gars - 21 Football Manager 2 R
9 Ballistix e S W ¥ poke 500 A 22 Jack Nicklaus Golf 5
10 Impact 35 Mystical 7 Test Drive 2 » 23 Footballer of the Year 2 R
36 Eliminator g ;z’;‘::‘;damg Ry A 24 3D Tennis R
ng-On A ;
37 P-47 25 Manchester United
LAND & SEA SIMULATORS 10 Combo Racer A .
3 38 Dan Dare llI % BfRbad Racer C 26 Circus Games
itk Any SImuIat.lon ofa 39 Eliminator 5 Badlands A 27 Adidas Soccer
ground vehicle or sea Passi
28 Passing Shot
vessel is contained in 40 Pang 13 RVF Honda R 98 " Grand National
the Land & Sea Simu- 41 Oops Up 14 Grand Prix Circuit R
lators League. 15 Turbo Outrun < 30 Mean 18
42 The Plague Adidas Tenni
P 16 Hard Drivin' R =l atlcalomis
1 M1 Tank Platoon A g¢ wompany 17 The Cycles - 32 ltalia '90
2 Team Yankee A 44 Cabal 18 Powerdrome = 33 Cyberball
2 2::’:;139'329 A 45 Darius+ 19 Overlander 34 Fighting Soccer
24 4 46 Quartz 20 Test Drive 35 Street Hockey
5 Operation Spruance R |
6 Conqueror R 47 Outlands 21 STUN Runner 36 SD‘Poo
7 Red Storm Rising R 48 Operation Harrier 22 Ferrari Formual 1 37 Striker
8 688 Attack Sub R 49 Rotox 23 Hotrod 38 Gazza's Super Soccer
9 Carrier Command R ; 24 Grand Prix Master 39 Hole-in-One
10 Battle Command R 50 Wings of Death 25 Chase HQ 40 Subbuteo




Now that your favourite mag has
been revamped it would have
been a bit of a let down if we
hadn’t thought of something spe-
cial for the cover disk. Anything
less than a complete game would
have been the excrement from
Doug’s boxer shorts (and that's
BAD!) So here it is, Mean 18. Not
a demo but the entire game. Aren’t
we kind to you? Yes.

Loading the game is as easy
as pie. After the obvious steps of
buying the mag and then going
home to your pride and joy (that's
your Amiga), you should hunt
down your Workbench disk. Load
your cover disk onto the Work-
bench and then double click on

You can view the scores at any time and
see how well you are doing. By the looks
of this screen we weren’t doing so well.

the Golf Disk icon.

When the next window has
opened double click on the golf
folder. After a few seconds the
game will begin to load. When
asked to insert the course disk just
press Return. We've made things
simple by putting the courses on
the same disk as the game. There-
fore, instead of having to insert the

THE ANIGA A

course disk into DFO0:, all you need
do is click on Return. Golf will con-
tinue to load up. Once the game
has fully loaded you will be
required to input the set up of your
game, whether you wish to prac-
tice a hole or a full course or
whether you would just like to
brush up on your putting skills. The
choice is entirely up to you.

PEBBLE BEACH

B oA ATS S 3 44

woa % A 6 4 4.3 &5

SAU

WORK FOR ME WORKBENGH

Mean 18 should be loaded up through the Workbench. Once the main icon appears,
double click on it so that the window opens. From here you must double click on Golf.

The window

Hopkhench pelsasa,

48416 feae pampy

will reveal the

Mean 18 game
icon and the
couse icons.
The courses
are all includ-
ed on the main
disk as well as
the Golf game.

When the
Workbench has
loaded you
will be pre-
sented with the
Golf icon. Dou-
AR ble click on the
icon and the
disk window
will open
revealing its
contents.

EAH DISK

The Golf icon is the Mean 18 game. Double Click on this icon and the game will auto-
matically load up on your Amiga. The special golf courses are also included on the
Mean 18 disk so you will not need to insert any other disks to play our coverdisk. Off
you go and have a good game.

On choosing the course that you wish to play you will be presented
with an overhead view of it so that you have some idea of the lay-
out. All the binkers and tress will be displayed as well as the dis-
tance of the hole and hole information such as par.

"~

Course:
# players:
Gan

Player 1:
REG TEES

PEBBLE BEACH
1
StrokKe play

pick choice of tee!:

PRO TEES RESTART

You're through the tricky bit now and this screen is where you
must sign in and choose your tees. From here you will also be
able to choose whether to play a round or put on the green. It
may be wise to practice first as golf is a game of experience.

Insert course disk
Current disk is DFO:

0K

K Change [
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R DISH MEAN 18

HOW THE HELL DO | PLAY THIS GAME ?

The initial option screens are fairly
obvious but in case you are having
trouble here is a quick run down.

There are three methods of
scoring. Stroke (Medal) is normal
play for two to four players. Match
is two player with the one who
wins the most holes being champ.
Best Bull is a team game with the
lowest score for a team winning.

Each player must enter his
name and level of experience.
Beginners get some help when it
comes to selecting the right club
but pro players are left out in the
cold having to calculate everything
for themselves.

To start with you can either
practice teeing off, putting or any
one hole. If you prefer you can
dive straight in at the deep end
and play a full 18 holes from start
to finish.

Before making a shot you must
choose the club you wish to use.
Click on the left and right arrows to
alter the club selection. Then use
the left and right arrows to scroll
the aim, a full 360 degree rotation
is possible.

- Making the shot will requires
three clicks on the mouse button.
Click once to start the backswing.
Each line on the power increases
the power of your swing by 10%.
The dark area at the top of the
screen indicates overswing which
reduces ball control. Press the
mouse button a second time to
start the down swing at the desired
point on the power. Stopping your
swing part way up will result in a
shorter shot. The final click must
be made at the bottom of the swing
(the line where the swing began).
Clicking above the bottom of the

y

Golf is definitely a professional’s game and one that should be constantly practised every day.
If you find that you're having just a little difficulty in getting your balls in the holes (phweep!)
then here is a few helpful suggestions on how to improve your game and beat the par.

1) Make sure you keep your eye on the direction of the wind as it will drag your shots.

2) Keep refering to the map display as it will help you to plot your progress around the fairway.
3) Make sure you have selected the right club otherwise you may undershoot or overshoot.

4) Judge the power of your shot against the distance to the hole. Don't just whak the ball.\

5) Try to avoid the bunkers. These are difficult to get out of and could put you over par.

swing will curve the ball left and
clicking lower than the bottom of
the swing will cause it to slice
right.

Putting is a matter of aiming
the shot. The arrows on the green
indicate the direction that the ball
will roll. Therefore you must must
anticipate the correct the line the
ball should travel in order to sink
your putt.

If you complete the courses
on the disk you can even design
your own. It's a good idea to make
a back-up copy of Mean 18 before
using the course designer. This
will preserve the original courses.
Using the on screen menus you
will be able to alter the course
name, the skyline background, the
trees, bushes and any of the 18
holes. This makes Mean 18 effec-
tively 3 games absolutely free.

PROBLEM?

If you have any problem with your
Amiga Action Mean 18 Coverdisk,
which off course you won't, place
the disk into a sturdy envelope
and send it off to:

Amiga Action Duff Disks, PC
Wise Ltd, Unit 3, Merthyr Indus-
trial Estate, Pemprebach,
Merthyr Tidfil, Mid Glamorgan,
CF48 4DR.
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Comes complete
with FREE

book ‘Colditz’
by Major

Pat Reid,
M.B.E., MC.

* TO ORDER NOW -
051 423 5943

o Word Wer I hre s o cthr PO, o
like Colditz Castle. It was designated the ‘Sonderlager’
or Special Camp, for Allied officers who had attempted
escapes from other camps. Now comes your chance
to join in their search for freedom. By using your four
men fo pick locks, dig tunnels, time the patrols and divert
their attention you can experience the impossible.

By ingenuity, cunning and luck try the the many
escape routes available, even marching out disguised as
a German.

T—-{F‘r‘n TiGUE
COURIVARD

ately reproduced map of Colditz Castle contai
over six hundred rooms to explore and discover.
¢ Control four different characters simultaneously.
® 50 frames a second.
* Independently moving intelligent patrols and guards.
@ Full screen scrolling.
* Numerous objects to collect and use.
® A massive, inferactive, origional concept in gaming.
AVAILABILITY: AMIGA, ATARI ST and COMMODORE 64.

Digiral Mag

¢ Sof tware

5 MIDWOOD HOUSE « MIDWOOD STREET « WIDNES « CHESHIRE WA8 éBH « TEL: (051) 423 5943




I've been poking around in the
nursery beds looking at the new
shoots which should be coming into
bloom soon and here are a few that
show promise:

Gremlin Software have bought the
rights for the boardgame called
Heroquest. This fantasy adventure of
elves, wizards, barbarians and
dwarves caught the imagination of
gameplayers and sold 120,000
copies in the first year to become the
best selling board game of 1989.
Gremlin plan to release the
computerised version at Easter. As

NEW BLOOMS

Sierra already have a game called
Hero's Quest | forsee loads of fun
and confusion when humans try to
sort out the difference in their minds.

Domark have produced an
animated adventure called the Prince
Of Persia which is full of puzzles and
swordfighting. The press release
claims that you will play the part of a
young adventurer who must attempt
to rescue a beautiful princess from
the Grand Vizier, who is an old
sexual deviant. Boo! Why can't you
interfering young pups leave us old
sexual deviants alone?

Obitus is a new RPG from

Psygnosis which promises us a
magical kingdom which has been
illustrated with all the care which the
put into the Shadow of the Beast,
and populated with 400 magical
characters. The screenshots are
certainly pretty, but the press release
which raves about the wonderful free
T-Shirt also mentions that the game's
price will be £34.99.

Don’t you just love free gifts
which cost a tenner? Reminds me of
the time that a Scottish Adventurer
was presented with a beautiful white
Unicorn. He said: | don't like
presents which eat!

Constant sunshine

and clear blue skies
— what smashing
weather we have
been having here in
the Great Wood. I've
been spending the
long twilight
evenings sitting in a deck chair under
the Old Blackthorn Tree, with a glass of

mead in one hand and a mutton pie in-

the other, watching the young dragons
making their first flights off the distant
crags. | don’t know what strange power
keeps the weather forever sunny here,
but I'm not going to complain.

| do get lots of mail asking me to
explain more fully where my treehouse
is located, and how big the Great Wood
is. | once climbed all the way to the top
of the Old Blackthorn Tree to see how
far it stretches but | certainly couldn't
see to the boundary. On a clear night
Archmedes the owl says he can see
forever.

Off to the east are the blue Dragon
Mountains which are full of caves and
secret tunnels. | have been told that a
race of dwarves mine for silver up
there, but I'm too old to make that trek
now — and anyway the tunnels are
probably crawling with humans
searching for treasure and bashing
each other up.

A few miles to the north are the
crossroads which leads to the village
where | shop. A kindly group of people
live there, not very bright, but at least
they don’'t bother me with stupid
questions when | walk over to buy a
few odds and ends.

To the south is the river which leads
to the cliffs and the Crystal Falls. | know
of a few goblins who have dared to go

over the falls in apple barrels, searching
for the gold which is said to be found in
the mists far below, but as they never
did come back with any | don't think I'll
try it.

To the west the wood gets darker
with each passing mile. There is
nothing | can put my finger on, but the
birds sing less and the shadows
beneath the trees are deeper. Flowers
smell as sweet, but they have a strange
perfume which makes your head swim
and brings uneasy thoughts into your
mind. It may be just my imagination, but
I'm always glad when | can turn and
head for home, back to the greener
glades and sunny meadows.

| expect the weather has been the
pits out there beyond the boundary of
Adventureland. Never mind, I'll try not
to worry about your problems. | find |
have an infinite capacity for being able
to put up with the troubles of humans.
Couldn’t happen to a nicer race of twits
| always say. At first | thought that |
would never get used to living in a tiny
house surrounded by mailsacks, but on
reflection things could be a lot worse.
Pass me another pie!

QUICK KwiP

(sent by M Jardeby)
Q: How do you know when an Atari ST
user has been using his computer for

word-processing?
A: TIPEX on the monitor!

Take a High Dive Into The Kings
Quest Wishing Well
| think your Domain is a great thing. As
soon as | buy A.A. | always go to your

section first to see what clues you give.
Like last month — you told me how to
get on the Condor and get down the
well in Kings Quest Il. | went down the
well, but where or what do you do next,
because | just drown in the water?
Cairdre o Domchnaill, Galway

It's very hard sometimes writing
answers which humans can
understand. Dragging my intellect
down to that level takes a lot of
practice. What | normally do is take my
replies down to the bottom meadow .
and try them out on the donkey who
lives there.

If | send you down a well and all
you see there is water, then what you
are looking for must be under the
water. Type DIVE and you'll be able to
swim down and find the secret. |
suggest you prepare yourself for quick
action by typing the command early as
Irish adventurers tend to sink more
quickly than others. It's something in
their physique which makes them top-
heavy and keel over.




Did | mention that the butcher in
the nearby village sells Special Recipe
— Thick Irish Sausages? | kid you not!

Get a Good Deal From Gherri Tart in
Larry Il
I have been to watch the show at the
Nightclub and talked to the dancer
Cherri Tart. She wants some land, but
| have none. | know | will get land
when | get my divorce, but first | need
500 dollars. Where do | get 500

dollars? And when do | meet Passionate
Patti?
Magnus Jardeby, Sweden

Wrong again human. You are correct in
saying that you will need the money to
get the divorce, but you don't need to be
divorced to get the land deeds. After you
have spoken to Cherri, go to the lawyers
and ask for a divorce. When you are told
to go to see the female lawyer ask for
the deed. You will eventually be told to
return later and pick up the deeds from
the receptionist. You will be able to
return later, collect the deeds and give
them to Cherri. And then . .. :

This might be a good time to
mention that The Official Book Of
Leisure Suit Larry is now available from
Compute Books. It contains the
complete solutions to all the games,
plus lots of background information on
how the games were created and where
all of the secret in-jokes are to be found.

There is the small problem that it
costs £14.95, but as all you Swedish
adventurers are stinking rich | don't
suppose that matters.

“Okay, maybe | do play Captive all
night, but I'm not hooked, | can
handle it! In fact | think I'll probably
give it up after | finish my current
mission. | could give it up now if |
really wanted to, | just want to see
what new monsters there are in the
next Star Base”.

Recognise anybody you know? It
appears that there is now a legion of
Captive addicts storming across
Mindscape's galaxy of star bases,
leaving havoc in their wake. Those of
you who took my advice last month
and bought this addictive package will
be terrified to hear that Mindscape
have announced they will be
releasing an additional Data Disk in a
few months' time.

The game’'s writer — Tony
Crowhurst — has told me that he is
planning to take a short holiday and
then return to begin writing Captive Il
— The Freedom Fighters. Don't ask
me what is going to happen to my
Petunia Patch over the next months —

GAPTIUE GORNER

the weeds are already beginning to
take hold.

Because of the seemingly
endless puzzles that this game has
hidden in its depths | have decided to
devote a little section each month to
uncovering the mysteries. If you have
unraveled any goodies let me know.

For a start here is the purpose of
those mysterious dice. Stand before
one of the four button combination
doors. Operate the dice and see
what happens.

But here is the answer to the
problem most of you are stuck with.
In the fifth star base there appears to
be no password to release the planet
probe. That's because you have not
found the correct computer console.
The one you seek is on a level
above. You must use the mapper
device to locate the holes in the
ceiling which are invisible from the
floor and then use the Anti Grav
device to lift you up. Sneaky swine
isn't he?

Gameplay Uersus Graphics — What
Do You Think?

With regard to your comments in the
Compost Heap, | would like to

say that | wholeheartedly agree with
you. There is an annoying trend
creaping into RPG and Adventure
games where gameplay is coming last
to graphics and sound.

| am playing Leisure Suit Larry Ill at
the moment and whilst not denying that
the graphics are far better than they are
in a game like Dungeon Master there is
no comparison when it comes to
gameplay. The game becomes so
disjointed and slow owing to constant
disk accessing when moving from
screen to screen.

The problem with 16-bit software is
not the software itself but the inability of
the floppy disk to shift the huge
amounts of code into RAM fast enough.
Personally | would rather have a lower
standard of graphics. | too do not like
the long hands off sequences in games
nor the pointless arcade sequences.
Can anyone tell me what relevance to
the storyline the mazes in Operation
Stealth have?

| was in a computer shop recently
and heard the following conversation:
Sales Assistant: “Can | help you?”
Mum (with Dad): “Our son has an
Amiga and we wish to buy him a
game.”

Sales Assistant: “What kind of game?”
Mum: “Oh, he doesn’t mind what it is,
so long as it has good graphics.”

Absolutely no mention of gameplay,
good graphics being the only
consideration. Perhaps this is the
attitude which has resulted in the
games we are getting.

D. Powell, Lancing

You seem uncommonly intelligent for a
member of an otherwise moronic race! |
was beginning to think that | was the
person who thought the Emperor’'s New
Clothes looked slightly transparent. I'll
look around my Petunia Patch and see
if | can send you something to brighten
your winter nights.




Get Your Passport in Order For A
Gruise With Larry II
Please help with my problem in Leisure
Suit Larry II. | can get as far as the ship

that leaves for the South Pacific, but |

can’t get hold of a passport. Thus |

can't board the ship and get stuck.
Neal Bethure, Barnet

It's funny you should mention that
because | also have a problem with my
passport which stops me going abroad
as well. Twice | have been forcibly
removed from Passport Control for
kicking officials who laughed at the
photograph inside!

Your passport is where your ex-
girlfriend has stuffed the rest of your
belongings — in the garbage. Go home
and search the bin in front of the
house. While you are searching, keep
a weather eye out for that rotten, black
dog — or it won't be just your hands
which are smelly by the time you've
finished.

Galdragon Revisited
If you want to get the gem
from the assassins you
must first go to the forest at
the west side of the map.
Find the elf lord who has
the cloak. Once you Kill
him, grab the cloak and get
out. Walk to the forest at
the SE of the map and find
the head assassin (he's
wearing magic armour).
Since you are invisible to
him, because of the cloak,

he is easy to kill. Take the gem and
leave.
The cross left behind after you kill
the Demon Master is used to defeat a
powerful carnage spirit in the castle
you started in. Have you found the
Minotaur Temple in the s.w. corner?
It's not shown on the map but one of
the gems is there. If anyone wants any
more help write to me at : R.R#1
Waterloo, Ontario Canada N2J 4G8
Brad "The Molester’ Arndt

Where did you get such a silly name?
Only a plonker goes around calling
himself by a silly name. (Ehem! — Ed.)

Operation Steaith — Opening That
Dammed Security Door
Oh Boggit, knower of all adventures, |,
a humble 14 year old, seek thy
assistance. My problem concerns
Delphine’s neweth gameth, Operation
Stealth. | am sureth ye can helpeth me.
In the Base of Spyder | hath
crawleth on my hands and knees to
enter the holy toilet. After getting
outeth, | collect everything | can in the
many rooms. Now | am
stucketh.

Firstly, is there any
way of getting inneth the
bottom room? Secondly how
do | getteth through the
security door? Help me oh
divine Boggit, | am in
shambles.

Ahmad Hassan, The Hague

Peace be upon you my son.
Not only will | answer your

prayers, but I'll also try and do
something about healing your appalling
lisp. Firstly | don’t what Bottom room
you mean. If you wanted to go in the
Bottom room — you should have gone
when you were in the toilet!

The Security door will only open for
personnel with the correct fingerprints
so you must use your wonder
cigarettes to remove a copy of a
guard’s fingerprint from a glass and
then operate the paper on the door.

Now to solve your last problem. On

the night of a full moon | want you to
face France, close your eyes and
whisper the magic words: This one's
from Maggie. Stick out your tongue,
then get a friend to hit you on the head
with a sledgehammer. That's it — no
more lisp!




Yearning For Chaos
When. Oh, when will Chaos Strikes
Back appear on our humble Amigas.
Please relieve me from my torment.
R. Bridwhich, Hants

Mirrorsoft have reliably informed that
Chaos should be coming out in
January, Hopefully we will have a
review for you in the next Amiga
Action.

Haggle For a Bargain With The
Immortal

| am stuck, not at the beginning, (but
damned near it) with Immortal. On
level 2 there is a trader sitting in the
corner who has anti-slime oil for sale.
The problem is that | don't have
enough gold to buy it, as he wants 80
gold pieces and | only have 60.
| have looked everywhere for extra
cash, but there isn't a single cash-
dispenser in the whole of the dungeon.
Lend a couple of quid till Friday Bogg-
Brush!
J. Thompson, York

| wouldn't lend my granny a couple of
quid, never mind mind a northern tripe-
basher.

Your problem is that you haven't
explained to the trader how badly you
need the oil. Perhaps if you bashed
him with a black pudding or something
he'd get the message. Failing that, just
ask him twice and you’ll find that he's
dropped his price to 60 gold pieces.
Too polite, that's what I've always said
about Northerners, too polite (Ha!).

Okay, that's your lot for this month, I'll
get Archimedes to fly this scroll down
to the crossroads and then we’ll get
back to some serious monster bashing.

With the coming of the new look Amiga
Action, Boggit's will also be blessed
with a new look. Unfortunately, there
wasn't a great deal of time this month
so hopefully will see some major
improvements on these glorious pages.

If you have any ideas as to how
you would like the Boggit to look then
just drop me a line and i'll see what i
can do. I'm not promising anything,
though. You humans are a
tempremental bunch so make your
ideas worthy of my glorious pages.

Send your queries, moans and
plaudits (praises to you!), with an S.A.E
to:-

Boggit's Domain,
The Oid Biackthorn Tree,
29, Blackthorn Drive,
Larkfield,
Aylesford,

Kent ME20 6NR

P =

DUNGEON MASTER LORE

Trudging around in the Dungeon can
be hard work when you are low in
spirits and vitality. Perhaps what you
need is a set of Speed Boots to put
added zip into your feet. There is a
set of these magical, fashion
accessories hidden on levels 10, 11,
12and 7.

If you've finally admitted defeat,
here’s where to find them:

Level 10: In the SE corner (see map)
there is a small wall button (9).
Pressing this opens a wall at (10).
Pressing a similar button at location
(10) opens the wall back at (9). Here
there is a further room behind an
illusion wall which leads to the boots.

Level 11: In the SE. corner are the
stairs down to level 12. To the left of
the top of the stairs is the entrance of

a passage. Walk into the passage
and instead of turning left after two
moves, walk straight through the
facing wall. Walk through two more
illusion walls by moving right, forward
and right again. Voila!

Level 12: There is a corridor infested
with spiders. Carved on the wall is
the legend: Cowards will be hunted
down and killed. At the far end of the
corridor, in the room entered by three
doors, lie the boots. Caution: There
is a magic spot on the floor which
triggers the generation of more
spiders should you stand on it.

Level 7: Once you have been to the
bottom of the dungeon and returned
with enough keys to fully open this
level, the last set of boots are in full
view on an altar.
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5 In the distant
= future, the world of
5 sport relies on vast
3 quantities of TV
E coverage to keep it

going, and with
over 900 channels available on
each TV set, it's not hard to watch
the sport of your choice. There
have been one or two changes in
the popularity of various sporting
activities however. Soccer has
plummeted in the viewing stakes,
and something far more popular
has taken over. This new sport is
Botics, and involves two robots
battling against each other in a 3D
game of bat'n’ball.

Botics takes place on a pitch
made up from five arenas. Each
area is basically a small room with
a goal mouth at each end. Protect-
ing each opening is a single robot,
one controlled by the computer

and the other by your joystick. The
ball is then launched into the cen-
tre of the room and the game
begins. The ball is then flung
around the arena, bouncing of the
metallic surface with speed.

It is your job to stop this ball

Timeout Clock

Scorekeeper

from entering your goal. If this hap-
pens, you are pushed back into the
next pitch, and your opponent is
one step closer to your end zone
and victory. There is an option to
impact extra energy into your shot
using the fire button to increase
the electrical charge to your bat.
But beware: overdo it and your

bat will explode.There are
four different arenas to com-
pete in: Alpha, Beta, Delta
and Gamma. Alpha is the
first and easiest pitch to play
on, as no obstacles g
appear. However, the &
other three feature larger
goal mouths that open
and close, speed ups

(And Left) Depending on the result o
the match, you’ll either have your
name in lights and venture onto the
next game, or, on the other hand, fail
and be left sitting outside the pitch!

?
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THE BOTICS PLAY

for the ball and even a barricade
that will block the ball in either
your half or your opponent’s half.
There are five opponents to
play against: Brett, Mitch, Mark,
Hank and Rock. Each has has
own specialities and disabilities,
but Mark is the worst player, as he
returns the ball with sluggish
speed. The likes of Brett are
devastating when using the
electricity to deflect the ball.
Mitch can throw the ball at
the wall and

rebound it |OVERALL SCORE
with
superb 0
accura- 0
cy.
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BOTICS
KRISALIS £24.99

TEAM: JIM TRIPP & NEIL ADANS

100 100
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Although hyped as the sport of the future,
Botics may be disliked by a number of peo-
ple for the following reasons. The game is
enjoyable to begin with, but the initial
excitement soon wears off due to very
repetitive gameplay and lack of variation in
both the opposition and the arenas to com-
pete in. However, the game is nicely pre-
sented, with atfractive graphics. The con-
trol system was tricky to master to begin
with, as judging the height of the ball was
difficult, but perseverance proved the con-
trols are not a problem.

I 6 LORDS OF WAR I
} 7 BOTICS {

§ TITAN

BAT AND BALL GAMES

THE BOTIC

The player under
your control is
along similar
vein to that of a
transformer - in
other words, it
has the ability to
change between
the bat and the
bot. Neat, eh?

THE BALL
The ball used. in Botics i$
ially designed, and
legs in-order
oW the kick oft.
spot. Itis alsa tough'so |

that it can withstand any
of the krogks that are
involved. in the sport.
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(Aboﬁ)mé five qupe}llars that yau'
come up against have various skills of
play, from the weak Mark, to the fougher

(Above) Botics is set over four differen
ulty of play. Alpha
includes nothing more than the two play:
ers and a couple of goals. Delta has
other options.




Holford, Birmingham BE
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SHOOT 'EM

Spying a hostage Robocop advances in an attempt to rescue him. Choosing which targets
to blast is vital, as killing innocent bystanders is against a prime directive. In this case a
scatter gun would be a hinderance due to the large spread of bullets.

Using a hover platform you can travel between sections of certain levels. At this point the
bonus icons are bad news as they are the only thing that can knock you from the platform
and send you crashing to the ground. Avoid them like the plague.
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After his run in with

Clarence Bodiker in

the last game,

Robocop has been

patched up and

rebuilt into a lean,
mean, law enforcement machine!
Boasting  bullet-proof titanium
armour and a fully automatic
machine pistol, Robocop is back to
bring justice to the streets, a type
of justice only he can deliver!

A plague is sweeping through
Detroit. That plague is the new
designer drug, Nuke. Instantly
addictive, the drug has already
affected the lives of thousands of
unfortunate victims, making their
only thoughts of where the next fix
will come from. Detroit is a
bankrupt city controlled by a cor-
rupt corporation, and Nuke is easi-
ly available to those with the
money. Help is needed fast and
Robocop is here to rid the city of
this disease, to clean up the
decaying old Detroit.

In Robocop 2 you take the role
of Robocop himself in an attempt
to destroy the laboratories where

STRIRS 4

the drug Nuke is pro-

duced. You must break

into and systematically

search through warehous-

es, unused factories and
office blocks for canisters of the
drug. The Nuke is hidden inside
various boxes and containers forc-
ing you to investigate every inch of
the playing area. The unscrupu-
lous drug barons have also taken
hostages which they are holding
captive in the drug labs. A target

must be identified

before you fire or you will

risk shooting an innocent

man. Rescuing the hostages
is imperative.

As you progress through the
multi-level factories you soon
realise that some sort of heavier
fire power is required if you are
going to have any chance of suc-
cess. Shooting various items scat-
tered around the play area, such as
the drinks dispensing machines,

will give you a reward. This will
either be in the form of a much
needed energy booster, or a
weapon upgrade. These can
include a scatter gun providing a
spread of shots, rapid fire for a
concentrated burst to take out the
hordes of perpetrators charging
towards you, or a three way burst
that covers you above and below
as well as ahead.

The factories and warehouses
are spread over several floors and




If you can defeat the evil drug baron, Detroit will be rid of the threat of Nuke. A constant
barrage of bullets and missiles assault you whilst you attempt to deal with the metallic
monstrosity, but you must be victorious if justice is to be done. Fail and all will be lost.

o4
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buildings. Moving between floors
can be achieved using the eleva-
tors or by scaling the walls them-
selves. A hovering platform pro-
vides a method of ascent when
outside but touching any objects
will knock you from the platform
and send you plunging to the
ground. To progress between
buildings the quickest and simplest
method is to punch a hole in the
wall and step through that. Subtle
or what?

Of course the drug barons
aren’t just going to let you stroll in
and shut down their operations.
Hundreds of their minions set upon
you as soon as you walk through
the door. Armed with a plethora of
lethal military hardware they
attempt to reduce you to nothing
more than useless pile of scrap
metal. Armour piercing rockets,
grenades and .50 calibre incendi-
ary shells rip into you rapidly
depleting any chances of survival.

And as if that wasn’t enough
there is the machinery in the facto-
ries to worry about. Crushing
machines pound up and down: one
false move and they’ll turn you into
a metal pancake. Moving walk-
ways spin in multiple directions; a
momentary lapse of concentration
and Robocop will be thrown into an
exposed electrical cable, fusing his
circuits.

If you manage to succeed in
getting through the factories and
warehouses, and then finally
destroy the laboratories where the
nuke is produced, then who knows
what lies ahead. Nuke may no

D

longer be a threat to the city but
something else is sure to take its

place. And then
Robocop will be
called upon again 0
to dispense justice
in his own personal 77 /0
way.
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ROBOGOP 2
OCEAN £24.99
TEAM: SPECIAL FX
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Robocop 2 is certainly an improvement
over the first game in all departments.
Graphics, sound and gameplay are all
improved from the original. The most frus-
trating aspect of the game is having to start
from scratch whenever Robocop dies.
Allowing you to restart at an intermediate
stage would have been much appreciated.
It's a reasonable game that will keep hard-
ened games players going for a long time,
Robocop 2 is a very competent follow-up to
the original and will offer a stiff challenge.

I PERATION I

} 16 ROBOCOP 2 ‘

17 BAAL

885833883

According el
form spec;

e jted wit

out the §
Ti
telewgsio
(rase
e Eaught in a 1]
: fonsiderably moderniSEEER
m XWE? until recently robots
7 proved technology in ‘the film A&
Pots to be used and so this ilfrqge hash
erminator and Robocop are bal
fobot technology in the film indus!
I The days when robols can be usedsg
long way off. Before they can be used
artificial intelligence will have to be VS

As in the first Robocop you are given a rest from blasting the baddies by two sub-
games. The first tests your mental skills as you rearrange a circuit board against the
clock. In the second you get the chance to test your accuracy with a pistol on the fir-
ing range. Success will boost your score and give you a bonus for the next level.




As the wizard strolls casually onwards he is atiacked by the enemy.
e LA D S N A D 0 G
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For many years
you strived for per-
fection as a magi-
cian and now your
studies as a
novice are almost
over. Unfortunately, while on a
course of opening doors at the
temple of the Great Wizard, you
clumsily cast the wrong spell and
caused all the Great Wizard’s
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MYSTICAL
INFOGRAMES £24.99
TEAM: FABRICE DECROIX
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Although different from the average shoot
‘em-up, Mystical still falls into this catego-
ry as if contains plenty of blasting, all be it
with spells, and a whole host of enemies.
The idea of collecting spells is interesting
to say the least and each is as suprising as
the lasi. Each time a potion is coilecied,
the magician guips it down while scrolls
are eagerly read and each one is very
humorous and quite different. Each level is
basically more of the same: kill everything
in your way, and | think this scenario may
be the downfall of Mystical.
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potions, phials and scrolls to disap-
pear.

Obviously his anger was great
and the chances of you passing
your final exam small. Luckily, he
has given you one last chance and
has commanded you to bring back
all his magic which has been scat-
tered throughout many lands.

To help you recover the miss-
ing magic the Great Wizard has
allowed you to use his magic
against the natives of each loca-
tion. He will beam you down to the
level and then pick you up again
when you have completed it.

No sooner have you arrived
when the inhabitants charge up to
you firing missiles. By picking up
the scrolls you will be able to read
them and acquire yourself exira
spells while potions must be drunk.
Once the spells have been learnt
they can be used against your
adversaries.

Each spell has a different

At the end of the level, the evil wizard attacks with killer cherubs.

v JELLA B D

effect. Some will turn people into
frogs while others will transform
them into stone. Eventually you will
realise which spells are most effec-
tive and you can then concentrate
on collecting them.

Eventually you will come to the
root of your problems. A god has in
fact stolen the spells and you must
therefore defeat him in magical
combat. Beat him and a crystal ball
will appear which will project him
into another dimension. Maybe this
will be your final test. Unfortunately,
this god is armed and he pulls
spells out of his cauldron like
there’s no tomorrow.

You'll have to rush around him,
avoiding the oncoming cherubs
who are out to kill you. Take too
many shots and
you will be
destroyed. So you
will need to avoid
the cherubs and
keep firing.

OVERALL SCORE

10%

SONE FAGTS ABOUT ARTIFAGTS

3, Multiple vision x2, Fear, Genius, Fire Aura, Improve Fire x2, Improve Fire x3, Light-
ening, Vampire Bullet, Poisonous Cloud, Shoot, Buckler or Reflector

Theses items are
scattered about the
landscape and have
different effects on
your character. From
Left to right and from
Top to bottom they
are: Fire Balls, Veg-
etables, Bloody
Blades, Petrification,
Imprisonment, Earth-
quake, Magic Sword,
Metamorphosis, Fire
Ball, Ice Storm,
Weird Sign, Paraly-
sis, Multiple Vision x

ROLE GALL. . .

MONK : The monk is armed with Bibles
and he’s deadly accurate af hiting you
with them. They are also very strong
and take several hit before they die.

FARMER: The farmer is armed with
pitchforks and, like the monk, he is a
deadly shot. Your potions and scrolls
should see to his demise.

BOY: The boy isn’t actually armed but
he’s a pretty fast runner and he has a
pet which looks like a demented poodle
with fangs. Both should be avoided.

GIRL: Like the boy, the little girl is also
a very fast runner and you will need to
manoeuver skillfully if you are to avoid
her. Waich out for her pellets.

KILLER TREE: The tree stomps around
the play area stamping anything under

his feet into dust. The tree is almost
invincible to scrolls and potions alike.

&

VILLAGE IDIOT: He is a real moron but

is still capable of inflicting heavy dam-
age. Watch your sides split with laugh-
ter as you turn him into a frog.
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ROLE PLAYING

You become involved in a skirmish with Terrine warriors.
Using rocket pistols, lasers guns, needlers and bolt guns
you fight them off. Using the various menus you can opt for
different strategies and tactics or allow the computer to
handle the combat for you.

BUCH ROOGrs

Buck Rogers in the

25th Century has

been on our TV

screens for a few

years now. Mention

the programme to
science fiction buffs and images of
shiny space suits, beaming smiles
and horrid robots make them con-
vulse in horror.

Now TSR and SSI have taken
the theme and given it a major
revamp. Gone are the golden
robots that continuously mutter
Biddi biddi biddi, the terrible story
lines have disappeared down the
drain and it's goodbye to the scant-
ily clad women.

Humanity has expanded to
populate the inner planets of the
solar system. Hostile worlds have
been terraformed into life support-
ing planets. Cities have been
carved out of asteroids, colonies
drift through the gas clouds of
Jupiter, and Mercury is home to
subterranean civilisations. Mars
has become the seat of power
among the inner worlds. From here

= ] :

Here you can see the stats for Flavius, one of the warriors
in your team. Being native to Mars he comes from the
proud and noble race of Desert Runners. A selection of dif-
ferent characters in your team is vital if you are to succeed
in your fight against RAM.

On a routine mission you discover a derelict rockeiship
amongst the junk and wreckage that orbits around Earth.
Should you go and investigate or return to the space station
and get help? The craff may contain treasures beyond your

wildest dreams or demons from your worst nightmares.

20 »
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Buck Rogers is based around the AD&D
games that have been brought out recently.
Anybody who enjoyed these earlier games
will find this new release of some interest.
However a good game has been spoilt by a
few bad points. Firstly a 30 minute ordeal of
initialising the game on to three blank flop-
pies must be endured before you can even
start playing. The repetitive combat scenes
soon become rather tedious. But most
importantly, you must have at least a one

megabyte machine to load the game.

0 N |
BUCK ROGERS  :
US.GOLD / 51 £29.99  :
TEA: SS1 ;g
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6 BUCK ROGERS

7 DRAGON WARS

GE WATIT GUR
RAM military research laboratories have special project teams to engineer evermore dan-

Russo-American Mercantile (RAM)
goes about its goal

of enslaving the
solar system.
Earth has been

reduced from its former
glory to a twisted wreckage
despoiled by interplanetary
looters. Its population is divided,
trapped in urban sprawls and

Er

gerous combat Gennies. These beasts are fast and deadly, designed as killing machines.
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mutant infested ruins. All hope of
returning Terra to its
former glory lies
with a daring band of
rebels, the New Earth
Organisation (NEO) led by
Buck Rogers. You must join
Buck and the rebels of NEO in
the struggle of RAM domination.
Before launching yourself into

After boarding a rocketship you immediately discover that something is amiss. Ghosts

the fray of interstellar combat you
must create a party of rebels to
battle against RAM. Like the major-
ity of the game system this is
based around the standard
AD&D rules with a few modifica-
tions to encompass futuristic
skills and abilities.

Security systems, tech-
nology, navigation and
starship piloting are just
a few of the skills that
have been added.

Character  cre-

ation is simply a

matter of assigning
development points in the appropri-
ate places. Engineers, medics,

warriors, rogues and pilots can all
be generated in a few moments.

You can control all of your team
and select any actions you want to
make using a combination of
mouse and keyboard. Simply click-
ing on the option you require or
typing in the initial letter is all that is
required.

When you engage an opponent
in combat the game shifts to an
overhead tactical view. The
weapons you use, tactics and any
actions you perform can all be
decided by you.

If you prefer, any combat can
be handed over to the computer,
speeding up its resolution and
allowing you to get on with the

problem  solving
and  role-playing OVERALL SCORE
aspects of the

game which can
get very exciting at
times.

15%

aren’t an everyday occurrence on an interplanetary starship.



Engage in white - knuckle
tactical combat as you
join forces with the
Alliance of Free Stars
to defend the galaxy
against the conquesting
armies of the Ur-Quan.
The Captains of seven
hangry star-fleets await
your orders for battle -
man’s destiny is now in

The Ur-Quan Hierarchy - the
“evil empire” of the 27th
Centary is rathlessly
invading interstellar
neighbours and
slave-bonding the
inhabitants. Now
humanity itself

is on the shopping
list of species to

capture. your hands!
@Available on: @Available on:
IBMPC & SPECTRUM
Compatibles Cassette £10.99
£29.99 AMSTRAD
CBM aMIC Cassette £10.99
£24.99 Disk £16.99
CBM 64/128

Cassette £10.99

Disk £16.99

To Follow

e Creus ke

= \rrnil \l‘“\l'_TM

L The best in entertainment software

Unit 17, Lombard Business Centre,
~ 50 Lombard Road, London SW11 3Sd.
Tel: 071-738-1376.

Screwn shots are only intended to be illustrative of the game piay
and not the screen graphics which vary considerably between
different formats in quality and appearance and are subject to
the computers specification.
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Sneaking around the mansion on tip
toes is one way to avoid the unwanted
attention of some of the nasties that
are after you.

Ha! Take that you nasty monster. After
you hit the-beasties with a knife they
explode and land on the floor in a
gelatinous pulp.
B =
£
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A shroud of
impending  death
envelopes the
area, emanating
from the forebod-
ing stone mansion
that towers above you. Lightening
cracks through the sky, illuminating
the hideously deformed shapes of
leering gargoyles perched on the
stone parapets. You must enter
this mansion of death to banish the
evil that lurks inside, to silence the
calls of a thousand tortured souls
beckoning you to join them in eter-
nal pain and sorrow.

But evil is all-powerful, and in
this hideous, unhallowed place it is
a force which could crush the souls
of saints. You must have courage,
for fear is a great enemy. Surely
you have no chance of survival,
your heart ripped from your chest
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by the foul beasts of the apoca-
lypse that lurk within.

Horror Zombies from the Crypt
is an arcade adventure that pays
homage to the horror genre from
the 1950s movies. It stars many of
the beasts and manifestations from
the movies, all intent upon ripping
your flesh from the
bone, inviting you to
join them in an eternal
state of undead.

Destiny has struck
and you must take control of
Count Frederick Valdemar as
he explores the mansion of hor-
ror in an attempt to banish the
creatures of the night. The joystick
controls any actions you wish to
make, whether it's leaping across
gaping chasms or throwing knives
at the minions of hell as they
charge at you. Fast reactions and

your wits are all that stands
between you and spending the rest
of your life as a mindless zombie.

Searching through the man-
sion of gore rapidly. becomes a
very hazardous task. Frankenstein
monsters emerge from the walls
and floors all around you. Vam-

pires drop from the
rafters on to your
head. Suits of amour

and statues begin to
move, attempting to
cleave your head in two with

an axe. Hunchbacks throw
massive boulders at your frail
body.

You're not even safe from the
potted plants: walk too close to a
dragon plant and it lunges and
spits poisonous acid at you. As
well as the more interesting crea-
tures a host of other dubious char-

Your grandmother probably
won't be the sort of person
who would appreciate these
sort of pictures. Never mind,
I'm sure you will love it.
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Hﬂﬂﬂﬂn ZOMBIES
MILLENNIUM £24.99
TEAM: ASTRAL SﬂFTWARE
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Some people may react to Horror Zombies
from the Crypt a little unfavourably. The
graphics are more than gruesome -
exploding heads in full techni-colour aren’t
the sort of thing your granny would like to
find in a computer game! But if you can
stomach the gore then you’ll discover that
Horror Zombies is a great game. The con-
trols and gameplay are excellent and com-
bine to make a challenge that you will want
to keep coming back to. Horror Zombies is
set to become a classic that will keep you
playing all night, if you dare!
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ARCADE ABDYENTURE

acters inhabit the hellish mansion:
werewolves, bats, ghosts, rats,
skeletons, mummies and zombies
abound, to name just a few.
Surviving the night at the man-
sion requires a little thought. Pro-
gressing to the next level is not as
simple as avoiding the nasties that



LOST: One female head, slightly soiled and showing age. If found please contact A. Ghost.
Reward given upon return.

William Tell is looking a bit undernourished
these days. Despite the fact you don’t have an
apple on your head he still tries to shoot you.

. Throwing a knife at him will sort things out.

are tracking you down. In order to
open any doors a set of keys will Just a sample of a part of one of
have to be found. In most cases the levels. Horror Zombies will
they are hidden in places that provide a challenge for everyone
aren't easily accessible. Tables of all ages for a long time.
may have to be moved about so
that you can climb onto them to
reach a high ledge and so on.
Different objects can be found
that will help you to escape. A pair
of trainers allows you to walk qui-
etly, crawling stealthily past any
aggressors saves you a lot of trou-
ble. Potions are available that
allow you to transform temporarily
into a zombie look-a-like. Also hid-
den in one of the many rooms of
the mansion is
a bomb, essential
'or the ultimate
sonfrontation  in 0

his great horror 0
nystery.
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What a man!
The manager
is the guy that
makes sure
that the team
is kept on its
toes. But with
you in control
will this be
possible?

Becoming a star
striker for a top
football team can
certainly be very
lucrative  indeed.
Not intent with
banging in goals -and being
mobbed by fans most become TV
stars and pop stars. Unfortunately,
only the lucky few make top play-
ers, as the majority of hopefuls are
turned away.

So imagine being accepted by
a fourth division football club at 17
and given the chance to play week
in, week out and hopefully make it
to the top of the first division.

First though you must prove
yourself in a set of rigorous mid-
week fraining sessions in an
attempt to get yourself picked for
the first team.

You play the part of the striker,
desperate to break into the first
team. Each week consists of three
major training sessions. Proving
yourself here earns you a chance
in the week’s forthcoming game.
Slacking in a ftraining session
results in you losing chances and

SPORT SIM

therefore ruining your opportunity
for first team football and a possible
fortune.

The training sessions are as
follows. Passing puts you and two
team mates up against an oppo-
nent, the object being to pass the
ball as many times to each team
mate without the opponent inter-
cepting the ball.

The coach will also concentrate
on your ability to throw the ball.
Achieving this requires frantic left
and right movements on the joy-
stick (Decathlon style), followed by
a timed fire button press to set the
trajectory of the ball and ensure a
long throw.

The last session in the first
week is penalty practice. You have
to place the sensitive pointer over
the net in such a position that you
feel will beat the keeper. You must
be quick though as you have a set
time to kick the ball and only 10
attempts at goal.

Throughout the season you will
have to practice overhead kicks,
ball control, stamina training and
plenty more. In fact you will be
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Being such a foothall fanatic | was quite
looking forward to playing Striker. Unfortu-
nately, it does not live up to expectations.
Waggling the joystick, for instance, must be
the most annoying control method ever
devised, only leading to frustration and
many a broken joystick. The game also
plays very poorly: 12 half witted training
events all with unrealistic ball movements,
sluggish players and terrible graphics which
together did npt add up to much. | cannot
really recommend Striker.

I 0 N I
STRIKER NUMBER NINE :
IMPRESSIONS £24.99
TEAN: VIDEO VULTURE
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involved in no-less than 12 training
events!

At the end of the week the
manager must decide whether or
not he has enough confidence in
your ability, judged in training, to
pick you for the team. If you failed
to get any chances you're dropped.
Gain chances and you'll win a valu-
able place in the first team and an
opportunity to shine.

The match itself is very simple

and lasts for only a few seconds.

The only action viewed is the oppo-
nent's goal mouth. Your task, as
the player on the ball is to take on
the two oncoming defenders and
beat the goalkeeper. The amount of
chances given for this is deter-
mined by your success in midweek
training.

Being dropped is not necessar-
ily the end of the world. You can
take a gamble and possibly get into
first team action.

Then again you OVERALL SCORE
could pick up an 1
injury that could 0
put you out of 0
action for weeks.

If you're going to get to the top of the
league you're going to need to keep your
players fit. Jumping a few hurdles should
do the trick.

There are quite a few ways to score 2
goal, but for the show-offs among us it
has to be the scissor-kick. Gazza
couldn’t do it hetter.
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Soon on your screen for: Amiga, Atari ST
PC (VGA, EGA, CGA and Hercules)
C64, Spectrum and Amstrad.

LINEL

24A WHITE PIT LANE
FLACKWELL HEATH

NR HIGH WYCOMBE
BUCKINGHAMSHIRE HP10 9HR
TEL. 06285 31 244
FAX. 06285 30 875
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All  your hopes
were shattered
when the barge

landed at Purgato-
ry.  City officials
boarded it and
the passengers under

ROLE PLAYING

placed all
arrest. One in ten of the passen-
gers were separated from the pack
and fed to the dragons as a sacri-
fice. You were among the fortu-
nate remainder dropped naked and

defenceless into the slums
of Purgatory. The barge
was confiscated and
1 made part of the navy,
controlled by Namtar,
the Beast From The
- Pit. Your only
& thoughts are

A city guard,
well armed
and armoured.
A dangerous
enemy.

now of survival and revenge.
When the game begins you have
control of a party of four deter-
mined adventurers. You must use
your wits and skills to
survive on the savage
streets of Purgatory and
gain enough experience to
enable you to challenge
Namtar, the evil ruler of the

land.

Each of the four characters in
your party is represented by sever-
al attributes, such as Strength,
Dexterity, Intelligence and so on.
Also taken into consideration are
the skills known to your characters.
These include Cave Lore, Tracking,
Fighting, and others of a similar
nature, as well as any magical abili-
ties.

As you progress
through the game you
will gain experience
which in turn will increase
the level of your abilities.
Control of the characters is
through the mouse, although
occasionally the keyboard is used
to perform a special action such as
mapping the city or checking on the
proficiency levels of your charac-
ters.

As you wander through the
slums of Purgatory you will
encounter many other characters.
They may be vagrants like yourself,
with no possessions, city guards
looking for a fight, or deadly mon-
sters searching the streets for
unwary victims.

Occasionally you will come

across a traveller who
has also been subjected
to the evils of Namtar and
is willing to join you in your
quest for revenge. When you
meet a stranger you must decide
what his/her/its intentions are and
how to react to them.

Your abilities and skills will
influence your decisions and the
results of your actions. If your
party is proficient at combat you
may decide to attack and take any
equipment that you require. If how-
ever your group has a strong
magic user your
first option may be
to use his powers
to confound any
opponents.  The
choice is yours.

OVERALL SCORE

15%
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Interplay have produced some very good
games and Dragon Wars continues this
trend. Although the graphics are a litile
sparse, the actual game moves along quite
nicely with some very nice enemy to fight
with. A little more freedom of choice would
have been appreciated but this does not
spoil the game too much. As RPGs go,
Dragon Wars is a little bit simplistic and
may prove a litfle too easy for hardened
roleplaying fans but for those just entering
this genre it is the perfect introduction.

DRAGON WARS
ELECTRONIC ARTS £24.99
TEAM: INTERPLAY
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Vagrants wander
the streets in

* . search of shelter.
" They are easy lar-
gets but killing
them will give you
no reward.

Giant spiders atfack,
in small groups and
kill their victims
for food.

Wolves hunt in large packs and
killing them is not any easy task.
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Cheetah

Cruel gud

s chained

is chained |

r1
is chained

vo Quit
daydreaning and get to work, slavet™

Purgatory.

Sold at a slave market you are now forced to work in the mines below



THE ULTIMATE SOCCER CHALLENGE
IS ABOUT TO ...KICK OFF!"

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

EMPIRE SOFTWARE, 4 The Stannets, Laindon North Trade Centre, Basildon, Essex SS15 6DJ. Tel. 0268 541126
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How long has the Lucasfilm
games division been up and
running?
,; We started in 1982. Atari
j came to George Lucas and
‘ asked if he would create
== SOMe computer games with
subjects that had never been
tackled before on their machines.
For the next five years we were a
development house. After several
releases for Atari we eventually
signed with U.S. Gold.

One thing that | have noticed
about the Lucasfilm packaging
is that a great deal of care and
attention goes into the design.
Just from the packaging you
know that you have got a quality
product.
m When | first came into the
games industry | noticed that
Lad many games certainly lacked
~w appealing packaging. You
could buy a £5 box of candy and
the packaging would be more lux-
orious than a piece of software's
packaging worth £25. As many
people take visual cues on what
things are worth we found that it
would be to our advantage to
make the box as interesting and
appealing as the game within it.

Do you have your own in-house
packaging team?
+- We have a lot of graphic
~.| artists but we normally free-
*""% lance top designers to create
am OUr packages. San Francisco
has a very big advertising commu-
nity so there is no real problem in
finding artists and designers.
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How many programmers are
actually employed by Lucasfilm
at the moment?
?{ Working full time at Lucasfilm
we have about 20 program-
Z_:gmers Of these we have six
I Edesigners project leaders who
are the visualists and five tools
people who keep the system going
and write utilities to perform graph-
ics and sound conversions. The
rest of the people are scripters
who do the high-level program-
ming of the adventure games. We
also have a three person team
who are dedicated to the simula-
tors, such as Battlehawks 1942
and Battle of Britain.

As with Lucasfilm movies, are
the games storyboarded?
o) We invariably always stary-
board our games so that we
ﬁ‘have a fairly good approxi-
mation of how they will look.
Most of the time the finished prod-
uct differs considerably from the
original storyboard but it does give
us an initial idea of what the prod-
uct will look like.

It is obvious that a great deal of
care and attention goes into
designing the characters and
locations of the Lucasfilm
games. How many graphic
artists are employed and are
they all full time employees?
“ana We employ 10, although a
b U

‘_‘ couple of these spend only
3_{- half their time designing for
0237 Lucasfilm. The rest of their
time is spent doing illustrations for
science fiction magazines.

FROM STAR WARS 10 |

AN INTERUIEW

Lucasfilm’s movie expertise has
never been surpassed. Steve
White went to U.S. Gold where
Lucasfilm Games’ M.D. Dougias
Glen, was paving a visit.

How do your sales compare in
the U.S. with the sales over in
Europe?

-~ Most of our capital does
. actually come  from
Lucasfilm
have managed to
translate their games into many
different langauges including Ger-
man, Spanish and Swedish, which
makes a huge difference.

For a game such as The Secret
Weapons of the Luftwaffe,
where do the programmers
actually start? How do they go
about writing such a massive
project?

The first thing that needs to
I; =3l be established is the histori-
fg._‘: cal background. Larry Ham-

mond immersed himself in
the project and liased with histori-
ans and pilots who were involved
in the battle that Secret Weapons
would be emulating. He then
decided what features he would
like to incorporate into the game
and what were feasible. After that
he began writing the game and
upgrading the system that is used
for the simulators. The graphic
artists then started developing the
planes and scenery.

| have noticed that there is great

attention to detail in the manu-

als. How is this information col-

lated?

i We have several researchers
at Lucasfiim and it is they who

m must gather all the informa-
tion. In the past we have had
great cooperation from the



H DOUG GLEN

Doug had travelied from the
States with Secret Weapons of the
Luftwatie and Secret of Monkey
Island. We couldn’t let pass the
chance of an interview with him.

pilots of the battles we simulate.
They have been an invaluable
source of information and they
often allow us to print previously
unpublished photos. After devel-
opment the game then goes
through a period of about two or
three months in which it is tested
for realism and presentation.

What has been the reaction
from pilots to Battlehawks 1942,
Battle of Britain and Secret
Weapons of the Luftwaffe?
s Obviously they have a great
>% deal of enthusiasm for flying.
“& The German, Japanese,
British and American pilots
often get together to talk
about their experiences and
become very -good friends.
Their reaction to our games has
been excellent. Some have
rushed out to buy themselves an
IBM, Amiga or ST as they have
found the simulators very realistic
in many ways. As you will know
we use many of their descriptions
of battle in the manuals.

Do Industrial Light Magic, the
special effects team behind
Raiders of the Lost Ark and Star
Wars, ever stray into the games

workshop?
i+ The games people often get
"y together with the special

g effects teams as computers
ﬁ are making a great impact in
& == the movie industry. We have,
what we call, technology councils
at Lucasfim where we can dis-
cuss the latest developments in
computer and film techniques.

How important to Lucasfilm is it
that there be a strong inclusion
of the Lucasfilm past in their
games?

¢, |t isn't really that important
£ pbut there is obviously a
‘Y17 great deal of material to be
«=w. ysed and in the case of Star
Wars and Raiders of the Lost Ark.
They are subjects that almost
everyone can relate to.

The graphic adventure Loom
seemed to be a slight departure
from the Indy adventure and
Maniac Mansion. It appeared to
be more of a walk through
adventure. Was it aimed at the
lower age group of the market?

ﬁ That's right. It was meant to
“=7 be a great first time adventure

-

Lo

Z% and we realised that nobody
i had written a first-time game
" so we thought that we would
release one that would still be
challenging but could be complet-
ed fairly quickly. Beginners need to
be able to solve a puzzle quickly
as this gives them more confi-
dence. Loom does set the begin-
ner adventurers up for Maniac
Mansion and Zak McKraken.

Do you find yourself in direct

competition with Sierra games?

Sure. But we don't feel as if

‘" we are competing for the

_» number one spot. If both

companies do well then that

is good for the industry and

that can only be good for

everyone. With all the companies

pushing, the technology gets better
and better.

VLT

Could you please tell us a lit-
tle about the graphic adven- 1|,
ture Secret of Monkey Island?
~, The Secret of Monkey
TI7 Island is the latest graphic
) adventure from Lucasfilm

and is definitely the most

advanced so far. It fol-

lows the travels of a
young boy who desires to
be a pirate but must first
learn three pirating skills:
theft, swordplay and trea-
sure hunting. The game
should be a great hit.
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One more question Doug. Will
there be any more Star Wars
films?

% George Lucas has plans to
7 film the first three episodes of
=% the Star Wars Trilogy. As peo-
| | ple will know, Star Wars,
Empire Strikes Back and
ws Return of the Jedi were films
4, 5 and 6. The first three films will
be made all at once and may be
released during 1997, 98 and 99
but nothing has been estabilished
as of yet. As for games, we have
plans to create more flight simula-
tors and a new Indy anventure.
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Hooray! Here we are again, still recovering from the Christmas break and laroe hang-overs. But
with our paper hats and drum sticks in the bin it's time for yet another GTGA. This month I've put
together a Cantive ouide, and we’ve got a load of tips and tactics about Falcon for all you people
who are experiencing a few problems. Do remember to send in requests, and more importantiy
cheats. Address them to Dug the Jug’s Giving the Game Away, Amiga Action, Interactive Publish-
Ing, Europa House, Adlington Park, Macclesfield, Cheshire SK10 4NF.

THE LIGHT GORRIDOR — INFOGRAMES

Here is some information that may be of some help
when playing The Light Corridor. The green diamonds
are essential as these award you with an extra life.
Some of the red diamonds will allow you control over
two bats but this is more of a hinderence as the two bats
prove confusing. Avoid the blue squares as they will
shrink the size of your bat.

GAPTIUE — MINDSCAPE

Just a little extra bonus to go with this month's super Captive guide.
Although not a lot of people realise, the Dev-Scapes and Optics are
very handy, and in some cases essential. But which ones are which,
and what do they do? Here's a brief description of them:

DEV-SCAPES

Basic Anti Grav: Dance on the ceiling like Lionel Richie.

Il — Shield: A slight protection from the enemy.

Ill - Fire Shield: Protects you from fire monsters.

IV — Greaser: Speed-boots. Makes your robots that bit quicker.
V - Powersapper: Drains your energy. God knows why!

VI - Fixer: Repairs any small damage that has been done.

VIl - Re-charger: Gives you that extra energy when you need it.
Super - Deflector: Another handy protection device.

OPTICS
Basic — AG Scan: Lets you know what damage you are doing.
Il - Route Finder: Tells you which way the exit is.
ﬁ“ln[“ n“[ Ill - Mapper: Become a cartographer and make your own maps.
IV — Radar: Shows you what’s ahead.
V — Magna Scan: Clears static when bumping into fire.
EF VI - Body Scan: Shows you which body parts are damaged, and

warns you when your energy is low.

Golden Axe might not have been VII - Vision Corrector: Corrects your vision!
the greatest conversion around but Super — Visor: Enables you to see in low-level light.
it was a really fun game to play.
However, not all of you found it as
easy as myself, so here's a good
trick to use against the minions of
Death Adder.

“Instead of standing directly in

character above or below them.
Then when they walk close to you,
move down (or up) and let them 5 3l e | |
have it. This way, even if they have (Edeeliaetual | R
a longer reach it won't matter. < BIkd L |

Also, if you're riding a dragon
when a thief walks onto the screen,
breathe on him when he’s near the
edge of the screen. Keep on
breathing until he’s dropped all the
flasks you want.
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00PS-UP —
DEMON WARE

If you made the mistake of buy-
ing this game instead of Pang,
then maybg this will cheer you
up ever so slightly. In case you
haven't been able to get very
far in the game, here are the
first nine codes to get you that
little bit further. Thanks to Sick
Humour (Oh well! It takes all
kinds) for the codes.

1 POO1 5: Q058
2: DK51 6: FA20
3: 30FJ i/r 5F6J
4: FL59 8: CKD4
9: NF05

BATIAN — OCEAN
DU — ACTIUISI

Here are a couple of old cheats
that were requested by Andy
Brown of somewhere. The first is
the cheat for Batman (which | don’t
want to be sent anymore, I've
already got a few sacks full). The
second is for Activision’s Dynamite
Dux.

On the title screen of Batman
type in JAMMM. The screen will
flip upside down and you will now
have infinite lives. F10 skips you
through levels as well.

For the Dux simply type in
CHEAT on the title page and then
use the 1 to 6 keys to skip to the
respective levels. You could also
try typing in NUDE to go straight to
the boxing section, with a little bit
of a difference.

GONPO BOR

Dug the Jug is nicknamed that
mainly because of his huge
ears which he inherited from an
African elephant, but can you
think up a more ridiculous and
embarrassing nickname?

Well, if you can, jot it down
on a postcard and send it to:
Doug’s a jug-eared little git
compo. The winner will get a
copy of Captive from Whitey,
and hate mail from me for the
next year.
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maps that we have published mis_monm'me gam

: is pretty hard if you're not sure what you're doing. There are a

few basic tips to playing the game, and if you follow them you
shouldn’t have too many problems.

The first monsters that you encounter are quite puny and can
be killed with little effort. But to save yourself losing those pre-
cious hit points it is best to be careful. Let the monsters advance
on you, and when they are at a close enough range hit them four
times and then retreat once.

The experience you gain from these battles should be used
on your brawling skills first as they are the cheapest, thus build-
ing up your stats quickly. The money that you get should all be
put together and dumped in one of the shops; it saves you carry-
ing it around and using up extra energy.

Don't bother buying any weapons until you’ve got your brawl-
ing skill up to 24, then once there get everybody a pair of super
Battle Gloves. One way to get some extra cash is to sell the
clipboards once you've finished with them — they fetch quite a bit.

Don't use electric to kill the monsters as you don't get the
experience, and you shouldnt get into a situation where you
need to. As you get further into the game you will come across a
dice. What on earth could this be used for? | hear you ask your-
self. Well, it's very useful actually!

When in front of one of the circular doors, pop it into one of
your droids’ hands and click it with the right mouse button. It will
then show you which switches need to be pressed for the door to
open. This saves a lot of time.

A useful tip to use against the ceiling robots is to use the anti
grav Dev-Scape. Switch it on and you'll be on the ceiling with
them, enabling you to take them out with your trusty Magnums.

PLAMET ONE

The first planet is really easy.
Use it to build up your skills
and get a bit of dosh in your
pocket. Before you leave the
planet make sure you have
bought some super Battle

Gloves from the shop nearest
to the Mad Professor (you
need to have a brawling skill
of 24 to use them). The code
for the computer is CHAE-
SELUME.

Monsters: Trifids, Elves and Track Robots.

PLANET TWO

Work on building up your
handgun skill on this level
as you will need it for the
next planet. You can buy
Super Tindron parts from
this level which will allow
you to take that much more
damage. The computer
code on this planet is RUP-
PESICBERY.

Monsters:
Mummy (mon-
sters from previ-
ous planets are
used on the oth-
ers as well).
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IFYOU GO INTO THE BASE TODAY, YOU'RE SURE OF

!




PLANET THREE

If you haven't got any weapons then you won't last
very long on this level. Battle Gloves will do, but if
you've got the cash there are some Magnums that
can be acquired from the shop. There are two
probes to collect from this planet unlike the previous
two and you will have to get them for the later plan-
ets.

This base also contains security gates that have
to be shut off, but to save you the time the codes
are EGINHAM, RUPPEKAL and SCOOOFAR. The
computer codes are EXSOMIDED and PHYDER-
LAPS.

Monsters: Whirlmen, Critters, Mini robots and Two-
headed Dogs.

PLANET FOUR

The decoration in this place leaves something to
be desired. Water and fire has broken out in
some places but don’t worry because they do
not spread. However, the water causes a litile
damage when you walk over it and the fire can
not be got through at all. Make sure you get
hold of some super Hunter rifles and Coppator
body parts just to make life that little bit easier.
Again there are two probes. Gate codes are
ELDERS, YULTHAAPE, CHALTEDON,
POCINSBEE and VIGININK. Computer codes
are RATSICOPY and ELSISYDON.

Monsters: Sentry Droids, Ceiling Robots, Light
Sabre Monsters and the Tank.

16 SURPRISE!

PLANET FIUE

Very tricky indeed. This where most people will
have got stuck because they can't find the right
code for the computer. Well, in fact there are two
computers but one is hidden on a level that can
only be got to with the aid of the basic Dev-
Scape. Somewhere in the complex is a ladder
which is about three squares from a blue and
white swirly door. In between these is a hole that
you can fall through when the Dev-Scape is
turned on. The codes for the gates are PHY-
DERED, LAPCEPY and EXSOSY. You can't
miss the Professors so you can get the codes for
yourself quite easily.

Monsters: Fire Demons and Red Soldiers.
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Signing on as a Falcon pilot couldn't be
simpler. Make your friends accumulate
the points with their pilots and then
steal them and make them crash. Use-
ful for getting rid of your opponents.

The enemy ) ;‘are supplied by
trucks using a north-south road
to the east and an east-west

~ road to the north. There are two

bridges which means there are
alternative routes to the delivery
point. As there is more than one
set of trucks the enemy will
have traffic problems, especially
if you start to disrupt things by
blowing up bridges. It is inter-
esting to see how the truck
drivers deal with your interrup-
tions.

On the outside view there is
some extra data about the sta-
tus of the friendly and unfriendly
tanks. When vyou see the
approaching number for the
enemies increase you know
that they are on their way to the

Apart from the extra mission, the Falcon Mission Disk 11 aiso had quite a few
\». other changes. The main one of these that most people will have noticed Is
that the enemy is a little bit more intelligent and a hell of a lot tougher. All
the experience that you gained in Falcon will have prepared you slightly
for the onslaught ahead, but new tactics will have to be incorporated. 0f
course we can’t improve your flying, but we can give you a few helpful
hints thanks to the heip of Rod Hyde.

OUERALL MISSIon

The objective is to gain numeri-
cal superiority of tanks in the
headquarters sector. In fact you
need 30 more than the enemy.
If they get 30 more than you,
youre dead. The number of
tanks in the HQ sector is shown
on the outside view. Once you
have numerical superiority, you

. _EHEMY SUPPLY LITES

delivery point. From here the
tanks go into stock which is
camouflaged so you cannot see
them.

Hitting the trucks just before
they reach the delivery point is
most effective. Each time a
truck is hit a new one one will
start its journey. So to keep
down the number of trucks, hit
them at the end of their course,
making them waste a lot of
time. Use the cannon as much
as possible on trucks and save
the heavier armament on the

bigger targets.

Hitting both bridges is more
effective because a bridge will
take five missions to repair. But
you do need to hit both bridges
as the trucks can reroute.

need to complete your selected
mission before being awarded a
medal for completing it.

You can’t say that you've
mastered the Falcon fighter
simulation until you have been
awarded the Medal of Honour
when playing all missions with
an extra set of aircraft.

Taking off is easy at beginner standard
but as you climb the ranks your plane
won't be so forgiving.

Once a tank has reached
the HQ sector it will dig in and
so cannot be destroyed on sub-
sequent missions. It is impera-
tive then that any tanks near the
HQ are hit as soon as possible.
It is best to start by hitting all
tanks near the HQ sector and
then destroy the four pontoon
bridges. This will halt progress
for five missions. Then in the
meantime, ensure that no truck
reaches the delivery point.

A) G-FORCE INDICATOR

How many Gs are you pushing?
B) AIRSPEED SCALE

Present speed in tens of knots
C) ANGLE OF ATTACK
Important when landing

D) AIR-TO-AIR MISSILE SPEC
Present air-to-air missile

EGNNG GESTUNE T HEBES O S

G) FLIGHT PATH LADDER
Represents the angle of climb
E) TARGETTING CROSS
Used as a pointer to any targets
F) AIMING RECTICLE

Aiming area for missiles

H) HEADING SCALE
Direction of the F-16

1) 5-MILE RADAR RANGING

Distance of enemy from 5 miles
J) ALTITUDE SCALE

Altitude in thousands of feet

K) DETAILED ALTITUDE
Altitude in digital read out

L) LANDING GEAR LIGHTS
Lit if the landing gear is down
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Friendly tanks are supplied by
the trains and trucks but MiGs
can intercept these supplies
and Hinds can hit your tanks in
the HQ. MiG attacks on the
POL and Arsenal are more seri-
ous. If they are successful, the
installation will be out of action
for five missions. This means
that the relevant supplies will be
halted. If the POL is out of

action then you will not be get-
ting any more trains.



Cartoon Capers: Hilarious paw to claw
fighting game with attention-grabbing
digitised sound effects [Available soon]

Jukebox: Plays a selection of music files
with colourful, animated Vu-meters and
spiralling logo [Public Domain]

Xerxes' Revenge: Adrenalin-pounding,
fast-action horizontally scrolling shoot
‘em up game [Now free with AMOS]

With UK sales racing past the 25,000 mark since its launch
in June, AMOS - The Creator has to be the biggest-selling
non-game package ever for the Amiga.

Every day new programs flood into Mandarin’s office:
Games, educational programs, musical jukeboxes,
scrolling demos, font definers —and all are a tribute to the
sheer power and ease of use of AMOS. Its graphical power
brings an unprecedented level of professionalism to even
the most elementary programs.

With AMOS it is simplicity itself to display pictures in
any graphics mode (including HAM and overscan); add
copper list rainbows; write text using any Deluxe Paint
font; overlay windows; add pull-down menus; send soft-
ware and hardware sprites spiralling round the screen; and
add atmospheric music created in Soundtracker, Noise-
tracker, Sonix or GMC.

But AMOS also has a more serious side too: Amiga
owners are creating icon-driven databases, in-company
training‘programs, home finance packages, CDTV applica-
tions and so on.

AMOS is so successful that the independent AMOS

gram with fast zoom function and amaz-
ing flexibility [Available soon]

Treasure Seargh: A Public Domain edu-
cational coordinates game for over 5s
with amusing digitised speech.

Pukadu: Cute arcade-style strategy game
with that professional touch to keep you
playing [Shareware]

Mouthtrap:  Super-fast

EEEE —
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Club already has more than 1,000 members (contact: The
AMOS Club, 1 Lower Moor, Whiddon Valley, Barnstaple,
Devon EX32 8NW).

There’'s also a rapidly expanding Public Domain
library with more than 50 discs available (contact: Sandra
Sharkey, 25 Park Road, Wigan, Lancashire WN6 7AA. Tele-
phone: 0942 495261).

With all this enthusiasm and support, AMOS is the
perfect package to unleash your creativity and design pro-
grams beyond your wildest dreams.

AMOS is yours for only £49.99

“Worth every penny — get it now!”
— Amiga Format

e

SBOE LLWARE

playable arcade-style game with cleverly
animated cute graphics [Available soon]

SkateTribe: Super-fast vertically scrolling
skate game with bags of playability and
captivating music [Available soon]

Rainbow Warrior: A very impressive edi-
tor which enables you to create copper
list backdrops [Public Domain]

super-  Reversi: A stunningly presented Public
Domain version of the classic Othello

game with smoothly rotating counters.

Arcadia: Breakout at its best - with a
colourful copper list backdrop and a
built-in level designer [Public Domain].

Fun School 3: Beautifully animated fol-
low-up to the number one best-selling
Fun School 2 [Out now: £24.99]

NEW!
Version 1.2
with extra
features!

Please send me:
AMOS - The Creator
and FREE Extras disc

[J Ienclose a cheque for £49.99 payable
to Mandarin Software
P&P free in the UK. Add £2 for Europe.

[J Please debit my Access/
Visa/Connect card number:

0000 0000 0000 0ooo

Name.

Ellesmere Port, South Wirral L65 3EB.

24-HOUR ORDER HOTLINE: 051-357 1275




THE UARIOUS AIR-TO-AIR AND AIR-T0-GROUMD MISSILES OF THE F-16 FLCON
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AIM-9L SIDEWINDER ALL ASPECT MISSILE - Very
similar to the AIM-9J but filters out extraneous heat,
such as flares and any chaff emissions.

AGM-65B MAVERICK MISSILE - Optically guided
missile used for air-to-ground missions only.
You must dive in order for a Maverick to fire.

AIM-9J SIDEWINDER MISSILE - With an average
range of 5 miles, the AIM-9J is a heat seeking mis-
sile used in air-to-air combat situations.

DURANDAL
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DURANDEL ANTI-RUNWAY BOMB ALQ-131 ECM POD - Emits signals to jam MK 84 2000LB LOW DRAG BOMB -  FUEL TANKS - Fuel tanks will
- Very effective against runways enemy radar. The ALQ-131 should always  Must rely on visual contact. These increase your fuel load of 6,950
as they drive into the ground. be carried on air-to-ground missions. can be dropped from any height. pounds with an extra 2,304 pounds.

AIR GOMBAT PHASES AND TACTIGS

- MISSIONS -
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It is generally agreed that
there are three phases of air
combat:

1) DETECTION AND
AVOIDING DETECTION

You must see them before
they see you. 80% of all
engagements are won in this

phase. The F16 radar has two

modes. The track while scan
(TWS) or God's Eye view
mode has a range of 40 miles
compared with the 27 miles
range for the boresight mode.

When searching the sky
for bandits, switch to TWS.
Now the enemy radar range
is about 15 miles so it is pos-
sible to track the bandit and
still remain invisible to his
radar. With  practice you
should be able to skirt around
to the rear of the bandit and
then close range.

As long as you do not
stray into a +/- 60 degree arc
of the bandit’s nose he will not
be able to detect you with his
radar. At a range of eight
miles you run the risk of being
seen by the naked eye. At
this point you should be on
the bandit's six. This is his
blind spot.

2) CLOSURE AND ATTACK
It is your job to be in the best
position when the first mes-
sage from the ground con-
troller comes through. Making
the kill after the MiIG gets
through doesn't win many

friends on the ground.

The ideal position is for you
to come up behind the threat. If
you remain unseen, the first kill
should be easy. After that things
get tougher. Enemy aircraft are
equipped with chaff to combat
your A120 missiles and flares to
deal with your AIMOMs — and
the escort aircraft have first rate
pilots. However, if they haven't
seen you then none of these
count.

You will find that the escort-
ing MiGs are more aggressive
in Mission Disk Il. It pays to use
your advantages and keep them

~at arm’s length. In fact, if you

can identify them, hit the escorts
first. They generally hang back
from the main attack so don’t
get sandwiched between the
bombers and the escort.

No missile system is 100%
effective so be ready with your
second missile. Firing two mis-
siles certainly improves your
chances, but it is an expensive
form of insurance. At the higher
levels, you can only carry a
maximum of six air-to-air mis-
siles. The cannon is very useful,
especially if you go for extra air-
craft.

Of course you can try to
rearm and refuel by landing at
the forward field. There is not
much time between waves of
aircraft so if you've set extra
aircraft don't land unless
you are pretty close to it any-
way, or if you dealt with the first
threat very quickly. Generally
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this option should be taken to
rearm before going into enemy
territory after a successful
defensive activity.

Now, | have said that the
best position is to come up
behind the incoming threat.
Although, the easiest approach
is to head straight at them with
all guns blazing (most of the
time this will break up the
attack), as you get gradually
closer you could end up as the
casualty. MiGs and Hinds are
equipped with Atoll heat-seek-
ing missiles (six miles range)
and cannon (few hundred yards
range).

Head on attacks are cer-
tainly not recommended when
there are MiG escort fighters in
the air. The most likely conclu-
sion is that you will end up
fighting for your life while the
bombers get through.

Attacks come from

the north or the
east. It is
impossi-

ble to

predict from which direction
they will come, so it can be diffi-
cult to get behind the attackers.

The A120 Missile: This gives
you a chance of making the first
kil when you are still beyond
visual range. Provided that you
have remained unseen this
weapon will surprise the enemy
force and the chances of a kill
will be high. However, if you
charge in after the missile, the
bandits will be alerted and will
probably detect the incoming
missile. At higher ranks they
have a good chance of spoofing
your missile, and at this stage
you would be rapidly surround-
ed and in deep trouble.

2) MANOEUVER

Sooner or later you will be spot-
ted and ACM will begin. This is
the time to try some of the
manoeuvers described in the

Falcon manual.
With the long
range of modern

weapons, disengage-
ment is now very diffi-
cult. The important thing
is to outlast the enemy.
One of you will
run.  out of
weapons or fuel
and the other will
always be the
victor. Never let
the enemy come
from behind as
it is very diffi-
cult avoiding
the enemy
missiles.



Greater London Computers

AMIGA 500
NEW

*E AR AR AN AREE Kk =k TV X
Pack.

ONLY £379.95
including:

Days of Thunder, Back to the
Future II, Night Breed, Shadow
of the Beast II & Deluxe
Paint II.

Zydec Expansions:
512Kb Memory Expansion

(No Clock £39.95
512Kb Memory Expansion
(With Clock) £44.95

External 3'/2" Disk Drive
(inc Thru Port) £69.95

Other bits:

Games, Joysticks, “Plonker
Boxes”, Disks, Disk Boxes,
Printers, Paper, Ribbons,
Cables, Atari STE’s, Atari Lynx,
Atari VCS, C64
NightMoves/Mindbender packs,
C64 Games Systems, Mice,
Teddy Bears, Nilbogs &
Various Serious Items

Greater
London

COSMO'S MESSAGE FOR
THE MONTH

"Yo Dudes, Cosmo 'ere again. Well Dudes
it's like New Year init, and Mr Mike and the
GLC Crew is still 'ere with these amazing
offers Dudes. Just look at it all it's really
wicked like. Just look at them Screen Gems
packs, Mr Mike let me play with one and it's
really cool like you know." _

“Also Dudes check out that really wicked
Atari Lynx thing at a real Dudes price, and
it's Teddy Bear sized. And Dudes look at them
Zydec Expansion things, there so good even
Nigel can work out how to use them."

Ta Ta For Now Dudes, e%

Cosmo '

Delivery is free on all items
sent to UK addresses. All
Amigas are sent by DataPost for
next day delivery. We regret
DataPost is not available to
BFPO addresses

Greater London Computers,

481 Hale End Road, Highams Park, Chingford, London. E4 9PT

TEL 081-527-0405 FAX 081-503-2341
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Press the con- Watch out for Beware of the rolling bar- As the log passes
cealed button falling leaves. rels. Time your jumps overhead, crawl
to call the lift. They're heav- and you'll make it. Cop quickly to the right
Watch out for ier than you out and you be squished. immediately.
meanies! think!

i

Press the but-
ton to disarm
the trap.

Jump over the
struts or you
might get
more than you
bargained for.

Press the hid-
den button to
remove the
trap. Move
upwards care-
fully, timing
your move so
that you'll
jump over the
log.

Beware of the
falling branch.
Don't let it hit
you on the
head!

Press the hid-
den button to
activate the
lift. Make sure

you kill the
meanies as
you go.

Use these springy platforms to

give you more bounce when you

jump. Bonuses may
be gained by
sneaking into
the darker pas-

Push the hidden button to sages. Make

remove the spike trap. sure you look
out for them.

Your super-duper ray gun,
make sure you kill all the
meanies. You can also use
a bomb - it'll kill off more

Beware of the
missile spit-
ting plant!

than one at a time. Make sure you
crouch after
Watch out for this boulder. Jumping.

Trigger it and hide under the

nearby platform. Don't bother
going any further to the right
- it's a dead end.

Having ejected
from his space
ship, Rick begins
his mission here.

[ ] (]

THE STORY SO FAR...

The Fat Man has been left to the mercy of the
primitive Goolu natives. However, unbeknown to
our hero, a unidentified flying saucer descended
upon the jungle and rescued the overweight
meglomaniac. The aliens had heard about Rick
Dangerous and his amazing skills. Obviously, to
succeed in their takeover bid of earth, the out-
erspacers would have to dispose of Rick Danger-
ous. The key to their take over bid would be the
Fat Man. Using him they would trap Rick and take
over the earth.

Back in London, Rick was about to meet a
lady-friend for lunch when the saucer descended
from the skies. Without any hesitation, Rick ran to
the nearest phonebox and changed into his earth-
saving clobber. As quick as a flash, Rick boarded
the ship. The race was on.

THE FORESTS OF UEGETABLIA

Level three presents Rick with some of the trickiest
puzzles going. However, with the aid of Amiga
Action’s incredible digital landscape system, we
can now show you where to go and what to do.
What's more, we're even going to give you top tips
to help your cause.

Help is now on hand and together with Nick
Clarkson and Rick Dangerous you, too, can save
the world!




Beware of falling leaves - if

you're clever you can use them Beware of the falling

to kill your foes. Jump into the platform - you could

dark passage to get a bonus. end up a barbequed
kebab.

Timing is essential.

TEN TOP TIPS THAT MIGHT SAVE YOUR LIFE:

1. Try to wait in a safe spot and watch what the
tribesmen do. They’ll often walk over traps that
you wouldn't have previously seen.

2. Having leapt onto a platform, you would do
well to crouch down. The forests are riddled
with poision traps that can catch you unaware
and performing this minor manoeuvre can prove
invaluable.

3. If an area looks harmless, beware! Nudge
your joystck slightly and proceed with caution as
traps may spring up (or fall down) at any time.

4. Some traps require precise timing. Wait in a
safe place, watching where the obstructions go.
Only when you are sure of your route should
you proceed.

5. Some routes may seem impassable. This is
not always the case. Look out for hidden trip
switches which may remove tedious blockages.

6. Whenever you can, try and use a bomb
instead of your laser gun. You can often Kill
more than just one opponent using this method.

7. Don’t bother trying to collect bonus points
unless you're sure you won't put yourself in dan-
ger. It's better to stay alive with a lower score
than to wind up on the end of a skewer.

8. Some obstacles can be disposed of using
your bombs. Remember that you can now slide
the explosives into place.

9. If you come across a really tricky puzzle try
out all the possible options available to you.
When you finally solve it, jot down a quick note
so you'll know what to do in future.

10. Use obstacles to your own advantage. By
watching your foes you may learn that you can
guide them. Use this to your advantage and dis-
pose of the enemy before they blast you.

Watch out
for falling
foliage.

Slide bombs
under this
platform to
blow away
the spikes.

Press the
hidden
switch.

Stand on the
far right
hand-side of
the ladder.
Wait for the
plant fo pass
underneath
and run
right.

Press the hidden button and
a section of the platform
will disappear, allowing you

Jump off the
to drop down harmlessly.

lift at this
point. The
spikes below
will automati-
cally disap-
pear, allowing
you to fall
harmlessly
down.

In order to cross the chasm,
Jjump left. Platforms will
appear allowing you to
reach the bonus icon on the
left portion of the screen.

Waich out for
this large rock.
It will auto-
matically start
rolling towards
you. Time your
Jjump correctly
and you will
clear it.

When you're
falling down
this shaft don't
worry about
the spikes
below. They'll
disappear in
the nick of
time.




814991

0 m N m d ¥9) ‘00Y 10} sejqn) yum payddng

1ndjno 0313} 10} s1aypadg um|
0a YDA 10 13UN§ D Yyim A] SD pasn aq up) [
sindu| oipny /oapip “dwo) 711/1y/99y ©
10}1uoly in0jo) uolnjosay Ybiy 0a1alg umQ s,a10powo)

JOLINOW ¥NO0T0) 03¥ilS S¥801L IWOAOWWO)

“"AINO 40 I¥d 010 IHL LY Hh 7
g _ jsabo 1o} asjo BunyiAun pasu § uom noy
no QN m YOLINOW SdITIHd M3IN LVIY9 I INIVd IXNT3Q - aNY =

“"1191AIWNI
NV 1V aDIyd

¥OVd S.1IVHIVY
LYW ISNOW

15D 39VH0LS XSIa

SXSI0.SEINVIEO0L
4310 1SN Q3¥0171V1L >

*Ajup.1om 9)1A135 8J1s U0 Yiuow 71 3344 1°4°8 *w_%ﬁ% ‘ woj a_m“wﬂo*_,.___m_bw M v_u:m>o_. E_._n”_um_hm“%mm muw__ﬂ M
J9xpos Yoy auoyding  Jajnduwiod YA 10§ poo| J3Y : [10% .. %oy UOIOW-] - 11 341N FHL OL YDV *
m‘_mv_cvnm UIM| _.co“— m_ac—uc.__.o._ saInjna{ E:BE@QE : —mmzc :O&@::ﬁ_ x xmﬁ_z_.:,_._. mo m><ﬂ 4
DS QA L5 i st asp ) T , 92104 UUQ wiojsjnq 11 138 3HL 40 MOQYHS >
sindul oipno 0a1ajs g 0api “dwo) ‘11 ‘|y/g9y © u “SINY9 1¥349 TUOW 01 SM1d * STILUNL OYIH INVINW I9VNFIL = *=}ab noA joym
*sjinjap Jayping 1oy yso asnajd (Ajanindas ajqoyinan) souny A 10 YIA 0 Aomca SI4# JO WOHOQ {0 Is1| SN0} PADPUDS 985) ¥3LNdW0) 00SY YIIWY in v_QO_ um—-—.
19lj11a 0§ pajIauiod UYM JOJIIOLY AL D SO pasn aq os[p up) |[/SESSWD Y1 :
‘ssainduues pouosiod puv suoy ISAWYI 1VI49 1 HLIM L X)Vd YOIWY S, 1IVHdVY HLIM INILYVLS

vt soiminoson i sssmmy oot oo | NIVOY LIA SIVd ILYWILIN JHL ¥IHLII0L LNd IAYH SAOOMYVH LHIIY S.LVHL
G el

JOlINOW ¥Nn010D
03YLS 11/€€88 WD Z

SdiT1iHd MIN ANVYE

Rl
:

(.

N
IIIIII“

(e
(M

NL

JlPYS JIPH D Ul s3019H,, NOA buug Tx

AOOMIVH NOQO!

19vd




DIAYIS A¥IAITIQ TV1SOd GUYANYLS ANV LVA IGMDNI SDI¥d TIV GNY™
pippunys sb punog oasa)s [oybiq puunyy § -

; ; - (¢ abg o} Jojo1 as0a|q) 5
32 610 NN AgaTa no13uaTY "50nbaJ U0 a[qpjAD Shounond v Hossoyy jo ybukdo) yn

133815 MIN ‘vd)/evvy  LNIWLYUVLIQ 8 “[ouuosiad sai0 pouID ysiiug - 9J411 210M}jos s3jiin] oo Junjaly ofpuday, ul-3jinq 10ssarosd abinnbun m.___EEu 1boig
SYILNdWO) GOOMYUVYH NOAUOH %_ %h_aﬂu ww”w_w,_wwhcm,__m___ﬁ&_ v_m_m_“%__«_,_m« “3[qD[IDAD S §f JuaLoI 3L} POPIDMIO piom ,podajop, sjdung o ssng oy -
§QQ uui0} uoignyddn ub yyim Buopo spnjap uajjuis 2ADMJ0S B} GADY [|IM asD3JaI SIY} d10)oq patpindsap siepiQ sa|qn) Buipauuoy |y o sisayuhg paads -
%%\\\ e ot i s Ay 7 ui-jjing €| HOISPY] O Bupysnp-jow -
m& NOA puss i am pun aj1 Jo auoyd Ajduig 06, "AON Buuinp asnajes Joj pajnpaps i sajiin] 0oy e L sk oL )
“snjojs 0} Palqns '10A0 10 s10ak usayBie jo junynyy abnuaay, ‘eruadiy 2IDMEJOS Y1) [PPIEO S, HosIouIyy 2 ¥siq [puoin]  © 193 960V ©
AOOMYVYH ot e Tyt i o [T
of m_______we smo ma_:m:“_ou poosuny =M_E£ #++3)ILON INVLIOdWI.cx " asnoly T WYENZLS __U
*spaau inok Jins o palojiny aq umd :

QOOMAVH
Rt 000

:ST114NL OY3H INVLINW J9VN3IIL “*9NIMOTIO4 IHL uh<~_on_~_°uz_ any
++<1)ILON INVI4OdWE.«  NOIIYDI4DIdS )N JHV S,VOIWY ¥NO TIV

‘sisodap b JnoypIMm o YjIm sxunul

SIILITDVA IDNVNIE E]

iSTIV13d 71N ¥04 MON INOHd

AINO 1V uaipp a6 [ooips Awwirg 10) aApUIBYD UD SD 21DM ,.
° ° “ SSAINISNG -140§ sdays §s11{ yiim ajqojnap oso st ypnd arogo ayy 0 N “ m
o NI IM il ko
S¥IN0) ISNQ. (48 LHOIN ¢ DI TVDIdS V . \

YOINY QI¥0TIYLE > 11 1SV3E IHL 40 MOQYHS - % | N m m 1V YDVd 1YD1dS ! **4IMO0d 1L4N1 **AINO Y04
I B e e S, OHONVIVHDIW © V34109 S.LYHL DR O3W3LS JILSVINVA NI
mxm_c m4m V_ZSM o— va\ = ._.Z—<L m*:-_wﬁ v’\ N&-&&Euuﬁwsm‘i m§ ;ﬂ?&\h%%—nﬁ‘ ino Ea\‘ Nh.&b—:m&n_ un &ng—*w;as h< d.—< °z< >dwhm~mscu ==< »h—gsu uzmm:m
WOUSAOT GIHDLMSONIW YSI0 TYINOLL = 6663 |ou1d 10) 0021+ § 2PPd SY-9 DVd dN NOA 135 OL 0T13LVNOQ HLIM SIWY9 ISOHL 335
y ; °66/3 EEBBI Yim 3A0D SY-G })Yd . WO¥4 319V)XDVd ¥iINIYd NOA 131 01 OQYVNOI1
‘qwi ...A.—Oop_n—wuo._a_uv NV1ddidns '[oqog Jo S1amo] “yeamys ‘[joy N, Yoy ‘Dluwadig ‘32104 uiAuQ i ANV YOLINOW TVID3dS V WO YOVd TVDIdS V

‘DpUOY 4AY ‘Wo|S Jajsuoyy punig “olojy-3 ‘isen) uoabung ‘wiojsning

SIWY9 1Y349 NAL ST ‘Il INIYd IXNT30

(9211d ur aauasajip ayy Aq ysnipo 9 abuni ino wioLy aruLIBYD UD 85004 J()
(s[i0yap Joypiny 1oj ¢ afind uo siajuiid aag)
obiwy 1noA o 2jq0) pup 1eA0)

(esnquinq) TYNOSY¥3d 11 ISVEUIANS

"G L °"(105522044 PIOM) €°LA TVd NId (sjiosap 10§ jpund sopuouw aag)

LITTIVM XSIQ 8 SHSIA .S € JNYTE N3L A - :
“"S3IYOSSIDIV 3 TAVMLIOS SSINISNG 40 LSOH V == YILSAOT GIHDLIMSOXDIW ATIN4 7 = oo haabpg el @__ﬂ“”; % i
(aauad ur axuasaygyp ayy Ag isnipo pup 7 = 09071 Y9IWY A & 11 ~1= ) ¥ n~1 |in] 931§
“abuns 10 w01} aADUIBYD UD 35004 10) 5 g.,\ 1SYgYLYQ TYNOSYId 3SV9u3dNS s HIININd mmOWOM_ cm_E< 0} vaw._ ;u:;m uaang
Y1LNIId ¥N010D TINd — 1FIHSOVANAS 005 NYTAIXYW ; =+ 00221 ¥V1S MIN GNVYE JHL U319 ‘s1aynad§ 031a)S UIM|
Q.—z z_m 0 OONU.— =<._.m gmz = ~_O._.<._=§w V_m<= umm (siiap loj _E_E._ 10}1uow 9ag)

aNV AyunL10m aj1s-uo sypuop 7|
0 Bupnpur pup obiwy noA of
9|q0) pup 19103 4snq 3341 YIM

HOLINOW ¥N010)

+ JOLINOW 3Nn010) 03¥ilS

go__zoss_osuoz_am ‘
11/££88 WD SAIMHd MIN

01GNLS INIGYOD3Y IQIW S.L 4W
JVAYIINI ¥ILSYW-IQIW
(spaomputy ut 410) I0H) SYIHSIENd

+

(1517 sa.nypa4 panpunjs 2ag)
WDO0D NI AJOWIW
‘qW1 HLIM 00SY VOIWY
435N VOIWV GIANIW SSINISNG IH1 404
¥3H13901 LNd 39V)DVd TVNOISSI0¥d V
“"INIMOTIOF IHL SIANTONI ANY
SA0OMYVH WOY4 NOA 0L SIW0D £ Xdvd

STILANL O¥3H INVINW J9VNIIL
QWL HLIM ¥3LNdWO0)

005V YIIWY >
“"9NIMOT104

JHL 11V ONIGNDNI
ANV OTIONVTIVHDIW
A8 QI19WISSY 39V)HDVd SNOIYIS JIOW V

“INIMOTIOA JHL SIANTINI ANY
0T3INVIIVHIIW WOYH SIW0D ¥ Xovd

Nt N Ne N M N N Mo e
N NNR €l 9% 98 ¢1 93 ¢5 91 53

O3Y1LS [1/€€88 WD
SdiliHd MIN T1V 3H1

e 13 os|n noA uayy pun ‘arogp
=N - | png Anjdiamod s,jenydoy ui pajinjep

TS SYULXIHLTIY puo oBiwy dusojuny ay)

1 YDVd VOIWY INVITII¥G S, TIVHIVY

“ONIMOTIOA FHL SIAMDNI ANV
0TTLYNOQ WOY4 NOA 0L SIWOJ € MDvd

=

i
{1

ul
gaet

L LT

~*1af ospo noA uayy

(NY ‘2A0qp | yog
Anjdiamoy s, janydny ul

pajioiep S, VaIX3 IHL TIV
pup oBiwy Jnsnjuny ay|

1 YDVd VOIWV INVITIINE S.13VHdVY

“ONIMOT104 JHL SIANTINI ANV
0Q¥YNO31 WOY4 NOA 01 SIW0D ¢ Xvd

lmllu




sAbpung uo paso|)

Appsaupsm 00°L [4 00°6
| Appinyog oj AopuoW 00°S [i4 00°6 ‘SIWIL ONINIJO
: , *Aq asop Bupjind jo Ayuajd s a0y} “wooimoys payyyy asodind mau ino

v 1o sbupunouins yunsoayd ui ‘1004 INO ¥IANN TIV, “2J0s uo sI ‘TYOW
ANV ‘snpoad pasip1aapn jo abuns |jnj 1no aJaym Jisia b sn Aod asnajq

(4w pao> jouosiad 1noA o} palgns) sn wo.y asoypand of sty asn

un) noA pin) abioy) yipar) paoquio] o Jo sapjoy ays Apnain ain noA | %

“Jsanbai uo suoinjonb uajjLIp *, JUNODY Jupjsu], .
210§s-U1 1n0 o s|injap 4o X0 asna|d ‘SI0YIsIA WIOOIMOYS “[auuosiad $210j sljLig SDASIAN0
puD S{UBpISas pupjuiow )|°() 8Ll [0} O} 2GDJIDAD ‘BUDAPD Ul paiinbal \Eozsu&‘\

“wioj uoloddo up yum m:o»c S|IDjap uagiam noA puas im am pun ajium 1o auoyd Ajdwig
“SNJ0JS 0f 133lqns ‘1340 10 s103A uB3JYDI Jo SHAPD IS O} B|GDIIDAY “(B[GBLIDA) %8'9E YdY
“auays {un02p Jalipng no Buisn asoyrand of sauyny 1240 siaindwo) poosIDy Lopiog

oy vwonm wumions SAILITIDVA IINVNIS 3

10331

*s1sq (o1} b uo payyddas JON 810 s1a440 inQ “sasud pup syond pasyisaapn Jsajn|
ayy bujaq oy pun b..ms.a% 0} 1algns a1p s1ayQ “(auny of awny wosy Aa Aow
sjingap yond) ssaad oy buyob jo auity 4o 4391103 3.0 sasid pun ‘papapur 210 abnysod
pup 1VA “SY¥LX3 NIGGIH ON 0 2121 pun ‘Ai/d 104 104 a4 saxud paysy) fy

““ANVdW0) ¥3a¥0
TIVW YIHIONY ISNr 1ON 34.3IM ¥3aWIW3Y

“Aomo yyBioys esn pup dn pauuod jsnl - paiinbas so spoaj pun Byd suow yywm payddns
a10 swajt |[o pup ‘pyodsap of Joud pajse} aib siaindwod ||y :3YNAIDOYd ONILSIL TINd

(Ajuo punjuroyy yn) potsad sajuiont ayy Buunp 39yyH) 40 T suoy anok woi papajo»
aq un) iAsas Ajuniiom Buinbay sajuud 10 soyuow Taindwiod Auy :A 111DV NOIDITION

iSYTINIONA NMO “no Aq (33 |NYYYN S! punoiouing |Gy b pu J9Y¥YH) 40 3344 Ajereldwon ag
(|1 22135 Ajuniaom ‘potiad aajunionb ajoym ayj 10 “pajois asimiayjo ssajun SN MIN Y
padojdaz a1 asnypind jo shop g uiyim Aynog Buinoid sway| A INVYIVM HINOW Z1
“pasnipind aany noA wiagshs ayj jo padsn Aun uo iapo 10 djay Aun ainbai noA pnoys |jo>

0} Joquiny auoyq poddng [ojuypa] anisnpx3 1no uanb aq |jw nok :140ddNS TYIINHIIL

“T43H 38 TILLS T1.3M ‘SA00MYVH WOXA LHON0A 3A.NOA ¥3L4Y ¥IGWAWTY

] “uoyouniojut Buniapio 1oj sn 0> asalq “juawdiys podxa 1of 10 sn Buipsia uaym .T
. Suspisal )i} uou of §3)¥d 3344 XVL b |q]IvAD 810 SRy jsoyy :SYIAYO LYOdXI
: (82uninap juawAnd Jo Butsapio Jo Aop uo paypindsap Ajjpwwiou spoog)
: f “suoifa jsow punjuiyy yn
‘kuanijap ﬁu Bupjtom pxau 1oy way solow sad 63 ppy~* IIIAYIS YAUNOD 40 E
3 “(Asonyap Aop /-G) punjuinyy Y u spoo9 *A¥IAITAA VLSO 1384
“(umop 1o dn 1ayyia) pabiuny arny Abw aas noA saxud aiojasayy ‘jsnfiny
Bupnp 1addo suonoajgnd saquiajdag Aunw ajduinxa 1o} oy Iaquuawal asnajg
“(uoyouutjuo) asinbay noA 41 auoyd) Buysod a10jaq sjuatuasipiaApn 1sajo| 1no 4o auio
an butsapio a1n noA yyayp asnajq “spuawainbal sapio 1nok Y Buojn saquiny
auoydaja] awyAng o ‘a|qissod Ji Ajunpodw jsow .__E__ 'ssaippy ‘awn) puas asnal
(patpindsap aq [jim 1p10 1noA uodnasaym jdisdai o Abp wiosy 1nap o} skop/
2o} sanbap ssauisng 1o [ouosiad) ‘Sy31N1dW0) AOOMUYH NOGY09 Of 2jqoAnd @
s1ap10 [pjsod 4o synip Ayaios Buipjing sieyung ‘senbay) ayoy :1$0d A ¥IAUO
ajop Andxa g saquinu Buyonb piny abiny) ppar) pinquioy 1o \
pinasajsnyy ‘Dsi ‘ssaddy 1N0A yym auljjoy 13pi() 1no auoyd :INOHA Ad 4IQH0 B
"aAny Apw noA sapsanb Aun samsu pun ‘sjuewiainbas oA ssnasip of Addoy
unyj 210w sADMID 910 3 °[|02 0 s aAIB asog|d ‘asoyund o} wioym o1} asooy) noA ai0jag

a|qopojs adAy Jamoip 8314 (g | 05504

$6°£13 Ao
8|qoypoys adAy samoip 3ald o0 | xung

6113 Ao

5683 Ajuo Dalq )|
643 Aug |- ~ - %14 08
653 Ajuo ol Of
$IX04 39VHO0ILS NSIa

3014 9|qnoJ} pun upa)y daa)| “aALLp SIp INOA 10§ BUDUJUIDL DIUASS]

YINVIT) QV3H NSIA .S°€

[ 6623 ]

sa|qunduwio) %3 )4 g 10} 2|qo[i0AD osjy “a1omyjos suoyodljddn 17y yim
SY10 At} pup asnous 1noA saaojdal §t ‘810mijos 18ALIP Yym paijddng

— ajojdwos yojqo) ydnig 7] X ,Z| 1¥2500d
“[oubis 0apia apsodwio) Gunuorur

Aun gy paxiw aq of Aojdsip sandwiod smojjo ‘pIDPUDS 014 1uag /a0y
AIDMJ0S uolDWIUY

oapiA axnjaq 3 se|qu) Buipapu) 7088 TIVANIY
"PU023s D 40 4§ D Ul DIBWD) 10 *Ial 03PIA A| Isawiop Ba adinos
03pIA a}150dLI0) PIDPUDJS W01} Suoyn|osa Jo a6uba b ul sabbwi oapin
B1p quadns ainydu) “0apin Bunow woJy Buigqib awinay 1nojo> junjsu)
——— ja0} Aq 1oqquib 1nojo> 4saq 2y1"*)|d¥010)

59103 3 (63 Yliom) a1om/s Buisipfip 1nojo) swoxpipip 3334
2 (qW € Yim 09 QW o 0Z-91) sé aAny oA sp satunuy Auo so 31ojs
s

o30°6123

5306813

S6°6EV3] P
[}

$6'663 M "puodas 1ad sawnay 9-G “(sajds Aaib u) sown.y ajiys 2 ypojq sqoig
o Jasibip 1nojo) 19G4o1g /g SWONPIPIA YHM |IA
SDIALLD) 03PIA (3POYY N3G Y4t In0j0) 10) B SBS() “Sa|lf WYH B

441 sewa1) “(Buiywuiad Alowaw) pajioddns m_s__qmaa |1 “(pepiaosd

C6°663 sayiy Buisn) ¥N010) T1N4 10 3iym 3 pojq ur sabow dijojs sasiyibig

0 g 7 (1 tuidiBiq 3 ajq0) 2u)) p°A @109 MIIAIOIC
$6'193 101)) S|ouoissajoiq ay] ‘aanmjos buigdwns Ajonb ybiy
[+] Il ¥31Svwoianv

(3040 sy) IDVIYIINI IGIW 130d S 3344 HLIM MON
M/S ONIDNINDS 11 SI9A UoHIp [|ng 4sa4n1 - X, JISAW
a|qn) aut yng/yBinoay) ajqoypims 7 + yBnoay] ‘g ‘u)

(140d S) IIVIYIINI IQIW

02184 0 0uO}y ul s3|dwing “aIniajul Ipiw pup so|dwids 0asas pauiquio)
SYWv

2j3 JOXPDIPUNOS Yj1m Jisnw umo 1noA 1o} suawinujsul Buyduins
ualyw 0219} uny Jajaq a1o sajdwns ouoyy “sajduing ouoyy, Ayijpab yBiy

ANNOSYILSYW

“(papusiuoras Ms |) seouanbas pajouwiun ajAjs Aausiq yiBus) jnj ajoan
0} Aujiqo 3y} noA saAlg “wniBosd oounup 10 8y j0 ajDjs painjoa jng

NOISY¥3IA 1Vd 1S31V1
...... JYVMLI0S 0IANLS NOILYWINY AINSIA MIN

1D) Juoj DIX] [ UoKI3[ag Yl [auDg Juol] [
0L1-#2)1 plo ay} uoy} Jajsoy [~ Sjuo] Juepisey Q- T
uoqqu ouow ypm payddng Y6E o} 8jqppundxa Iang Y/ ™
WL LL Yipim sadnd “xo ONOW
. jSsaUISN SUDAW Joy} uid ;z IDjS MA
SO i $S/0ZZ - 4ILNI¥d ONOW NId ¥Z MIN 00Z-vZD1 VLS
8)1d aayaduiod awns ayy §o ||us UOII3|aS JIJ [8UDg Juol] [
inq 1nojo) (| )7 PJo 8y} UDY} I3jSD | SjuoJ Juapisay 8 I
suoqq ouow g 1nojod yym payjddng Jayyng 9| dAISSDY
WL LL Yipim dadnd ol 0 4N010) Uid 6 - 1dp 0pz
o i$)20d 10 Ul duo ayj si siy|
60T s> op/581 - ¥ILNINA UNOT0D MIN 1V3NO 00221 HVLS
Auniopm M_Eo_z IL O saypyms dip ou
Buipoo7 Jadng jaayg ‘|aundjuouy woij ajqoLuwiniboly
8|Buis oiny ypm >nd sadog SPaaJ Wwojjog pup I3y [
pasj sadnd ssianey spaa4 1opni] ||nd pup ysng
paay sadnd oniy XLID joq uwnjo) pg
*+saanynaj Buimojjoy ayys aany abuni 00zd7 2y i ssasud moau ayy |y
iMON F18VIIVAY SYILNId 30 IONVY 00T )1 ¥VLS MIN

19| 40 91/14n1q 210 Mmojoq pajonb spaads puosag 194 sioppivy ayy Iy
143A0) 1SN0

(340TIVL 3 G¥31 YODINNO) 3344

"D jiM 3W0) pup 2j9 |§ ’s, ¢ ‘obiiuy of
UOIJ2BULI0) 331D 10§ Pajnjs asimiayjo
ssajun od [a[|p10d $1U01u3) pADpUDIS
21n§nay buimojjoy ayy apapuy abuni ino up ssaqurd [y

2 T .

Boisod ‘1on0) isnd
319 LVA pup 2 Ul 94D SWwdi
‘poo ‘_w.c_k_m._m.m—wm.—u“__w_m.uv_c_: s1910
wos
_uw..:mowum.wnw_:o puiipdwiod 310 noA uaym

G6°6S3 ajqo) Buot vy1xX3 yum
- JAIYA ANODIS .S°€ WITSHIdNS SAOOMYVH

o S6'VL3 JAIYA ANODIS .S°E VSE XVD YNVWND

000€/0002/0001/005Y 404  wyBiy ssaxy « podyfinoyf -~ yayms 8jqosig
*sanyoay Buimoljo} oy M SIALIA NSIA AddOTd TYNYILXI

iktowaw quz o yum jnq anogo sy

0 QMN "qWZ 40 TV1OL V 01 43AVY9dN Lng
o IAING SIQ GYVH GWOZ 06SY IIOCOWWO)

jAtowaw quy | 4o (004 D YUM §nq anogp sy

° —. Mm ‘QWLTIN v OL 43avy¥9dn L1nd
[¥] JAIYA HSIA QYVH qWOZ 065V FIOAOWWOD

& @ N m 3344 Asowayy “q §'0 yim ajejduio)
x|

Hod [$)S [pusalxg 1 $sax0 y(
- oquig) 400 "N

uoisundxa Wyy quz ol dn 1o} sjaypos
€[ HDISPIY Yith jooqoiny
00SY Y} 10§ SALIP PIDY| UMO S,210POWILIO)
i31344 Q3111 AYOWIW “qW §°0 HLIM
JAIYQ NSIA QYVH qW0Z 06SY I4OAOWWOD

1S




0vOLES €££0°XVd 18/9€8 €L0:13L
dg4/ §3a4 ‘IYIHSAQ¥IA ‘NOLIYATV
1313¥41S MIN L/0JV INIWLY¥Vdid
SY3ILNdWO) QOOMYVH NOAYOI

189¢€8
MNNG

*noA Bupuodjom o}
PADMIOJ }0O] 3} “PuDy U0 sAoMD 210 winay jnjdjay 1nQ
*53140559200 '3 2IDM}405 Jo 3BuDJ DA 1n0 yym Buojo ‘sppsaydusad
§0 §soy 3joym o pun S_.._..i Buyzown JjasinoA 104 335 pun awo)

3

133015 MIN

NOLIEITY ‘1S MIN
SEOGIMONS MON
GOOMEYH NOGEOD

133415 ONIY

| Squssong L33UIS HOIH
\& "

3NV SN
=19V PRYIsaY)

SILOIHIWOS

MTIAVAL
8Z "udf (] e [IvNOIVN

%—i

U0y 198uS MON
SAOOMAVH

HINON Sajagy
W

&

soomgoa%z . e_a:s.:.__..3.5....?552%%._
SaﬁEe&& @ wa eS.iEE..mi;&W.E:E..%.EE:E&Ew.:%um
o} [nap jopads pu afingsog ‘[yA sapaput ayud no “sAompp s

Pop auwi [pa
paxpng Atayng afanyax ojny pup yms o|qsiq/8|quu Yum POy ysiiig

“a311d Jamo| yonw A1an b 4o nq uoisundx3 Wy
10SY UMO $,310POLLILLIOY O} BALDLLIBHD D31 D SO S,00SY |0 Y 8jqunduio)

“Jai1)g QWL DBIWY Y /€8 UOISIaN Jsaj0] Yiim ndwo) ||nj pagjunionf Joy
105Y @10pouwituoy so uolanBiyuo> awns ‘(unjiodw Ajawalyxa) p jou ‘diy) 9|

NOISNVdXI AYOWIW NCILS
ilvid 111IWVNAQ S,

jalou sjoj Jo sjinjap 10} Q:S\Q:ds\t\& pup syooq jo uoipafes b ATN( S! eAoqo umoys

$6°123 “suoljonb3 JynIpong /10aur] of [aA9) _w;m___ ‘91 0 7| saby - SHIVW ¥31139
6123 “paubisap Jaypoay ‘sjojuawiopuny syloyy | 01 9 seBy - S11q Y3LSYTE HLYW
$6°123 510 awwnifiosg p7 ojajduio) ‘g | ok ¢ sabY - 3510D SHLYW AYVWIYd
“s][pjs Buijads pio o} sayanaj poay
S6°L13 ooyps Aswitig 0 Jo djay ays yim padojaAag ‘9 of p s3By - )00 TIdS
S6°723  ['sfivys Butpnas/yBinoys aayouibows sdojanaq ‘g) o1 § sefy - SYYIG ITUHL IHL
“s||js Buipnas Ajna pjing uaipyiy

S6°€L3 sdjoy 1 Burjoy ayj Bz ‘g o) ¢ saby - L1} \YIA0ISIA UNYSONIG
4209 S[aA) [|Dfs  ‘sewnb uoynyy

S6'VEF | o) oarydoid sa1y) ‘dn puo p soby - NOILYYL-ANNOSNOD 5.0 3NN
“fuipoa .EQE_EH_ ay of Buyjeds saypnaj 7 4ing
6813 “tojny Buipnal ajajduio> ay) °g 01 p 2B - QY3Y ANV AV1d
sdnoiB abin isow 104 IYYMLI0S TYNOILYINGI

“[oAg] padunapo 1o “Goad apo> auiyaow (ara| aiompany ‘nbiuy 1noA peubisap
oy ajdoad ay) -y u| piwy ai0powwio) o spadxa 13} Ay
S6°123 ~ Aq uayiam ‘AT1SIM NOSIQQY - TYRNYW DRIY343Y TAVMAUVH VIIWY
3 “s1ajnduwo) Jo satsas obiwy ayy Joj Buwwnibosd g/

S6°€L3 3P 0} aua1afal yidap uf ‘YIGAS - [1 HOOSANYH SHIWWYYION YOINY
‘17 3y4 pun 50 oy o} apinf
Sv8l3 - ajaydwo> ay) ‘5)00g SNIVEY 8 10A - LNO ONY JAISNI SOQ YIIWY
obiwy ayy uo afionBunj sejquiassn (g Butuina)
S6vi3 o} apinf {01014 ‘5H008 SNIVAY b 10A - J9VNINYT INHOVW YOIWY
3150 Ut By inoA BunuwniBosd o} apind dajs Aq
S6813 |- I ‘51008 SNIVEY Z 10A - LNO ANY IQISNI JISYA YIIWY
S1p SDajxa pup JISngYe-asn Jsi1f sapnpul ‘suodt umo nok Buynan o} nbiwy
({YAk] ~— anoA Buppodun oy ‘)00 SNIVEY L T0A - SYINNISIE 404 YOIWY
jowip sradx3 pup siauuibaq 1o 004

$6'v€3 Ao 2088 3jppuai 104-XOGH)LIMS 10W
$6'6€3 Auo obiuy-3SNOW TY21LO I9VIWI N30109
§v°623 AM0_| 34 poasswiy 15/oBuy-3SNOW GIHDLIMSONIW YHSHYN
6513 Ajuo jlsag ay[(a1joinn) pusdiz
S6'713 Ajuo 3019 upajy 014 uoyijadwio)

SIDILSAOr QIHDLIMSOWIW

$6'vv3 Ao payjilian g°¢ papuniqun) g0 |
S6°v¥3 Ao 130) , G°¢ as) abiniojs ajqmO] Yiim papuniquy) 08
$66¢3 Ajuo pouILe) ¢°¢ papuniquf) 08
$6°/3 Auo payia) §°g asn) Kinaqy G papuniqup) 0
693 Ajuo payI) C°¢ papuniqup) |
$6°63 Auo papuniq ,G°¢ 10powiLLIO) duIntag |

Sjoqo] Yum SHSIQ NNVIE

SUILNI¥C YVIS 04 IDICHD L1SUL ANOA SCOOMAVH DIVW
-*apiaoid am pioddns pup 93IA13S JO S|3A3]|
8y} pup spnpoid 118y} O} JUSLULILILIOD INO JO uoyiuBodiai up 18|DaQ
P|o9 ipiS pub 19|jasay paiisjaid Quﬂ-‘-o&\-ou 4D}S D yioq so w\-Q—:QEQU
poominH uopioqg pajuioddp 3ADY 1DJS IDYE @2unouud o} pnoud aip 3\

Ajuniiom 210 9 WQ) 104 adA} |puiag 1o Z£Z SY
s1a1npDyUDW 103 7 [In4 $IU0LUI) 10} SIDJIBLUI 3qnabunipiau)

1 S6°6¥13F (13p10 uo d0pajuI Aypads asnajd) sajuiid 1503 moj a|qpijas A1ap
Lx s 6z/0z1 ©4 dn - +A0Z1 NIZILD
Aupiinm uszyy) 1084 z
abuni uidg 1no up Ayonb yxay isag

Asauoyyoys pnd yjnw/sjeqoy 10} paay
u-4ing 10304} ||nd puo ysng
ydnig nojo) (dp gz X 0¥Z siuoj p  1ayng g

1ajund 1n0j0) uigg 2ads ybiy sedns may

, sb0p/091 ©4 dn - ¥NO10D NId6 LIIMS NIZILD
1 AjupLiDm uazyy) 1094 7 Asauoipys pnd-iyjnw g sjaqo| 104 paay
sydoag inojo) dp 09¢ X 09€  WOHOY Yiim ul-jing Jopouy (|nd pup ysng

13juLlg Inojo) uld pZ

sd> 05/091 o1 dn - YNOT0D NId ¥Z LIIMS NIZILD
(pupjuipy ) AJuUD1IDM B4iS-U0 SYIUOW 7 | ngpey ‘Jusjis Ajpnjiia
sonuaindsuny juid [ uyuud Podun uoy

m__uu_a;: sajnuiw  ur sednd uo $y1ydnib jo unojod abod |ng |

suoyijddo Hytpuans /jmiuypal pun qy) ‘O1ydosh uoynjuasaid Jog
(19p10 yum Ajpads asnajd) 4/| ZEZSY [PHBS 10 SHUOLUS) ‘[3||DIDg

2)ud Hyysi|pay b 1o sajund 1n0j0d ||ng Apjonb ysag

PV LI(INIVd QYVIDVd L1ITMIH

0€9 0jquiq 3 Jejuidod W) ‘0083
uosd3 ‘|| seag | :ul suoypjnwy
“qWS o1 dqoppibdn “qWZ ‘1da 00€
19ulig 1asn] ABojouyay ajnuiw ayy of dp
¥3ISV1 LdI¥DSLSOd wddg - 1dI4ISUVLS
sjuoj Ajonb 1ayie| 103U UdYZ X HT
sjuoy Ajijonb saya| 1adns ulggy X

Ayyonb junid jpuoydaixy

wnaip siaysiiqnd dopjsap A1an3
(punjuiyy yn) Aupiiom aps uo Yywz | duj
ul-jjinq nyajul 1ajund [9]|nIng /|DLIBS

nuoo S6613

(punjuioy y) AupLIDM Sj1s-uo YWz |
sydoig 1nojo) 1dp Q9€ X 09¢
%£81 01 3jgopundxa 1ayynq Y /7 ebny

(4ay4nq ) 1 0Z 04 "dxa | suoisian abibiin) »w_\s Lol

19> S1-ve 193 01-vZ siajulld In0j0) uldyZ D] IS0y Atan om|
numo.o_cu numo.oxvu 4N010) S1-+Z YO “4N010D 01-vZ
-st 08/0%Z ©4 dn I9NVY ¥ILNIYd 89X VIS

Siuoj juapisal g | saydnig 1dp 09€ X 09¢
9]qoj1nAD sebplijin) juoj [pUOLIPPY Ayonb juiid seye| jpuodadxy

num 6623 L;__; 59113 7] ADIS 3} JO UOISIBA Uld T
sd> 09/081 ©1 dn - 01-¥Z >1 ¥VLS
snydig 1dp opZ X 0FZ sayijpoy Buipupy sadnd jua)jaix3

Aiauolnjs jaays Jound juosy wouy
ajBuis pup snonuiu0 ‘snoauN WIS a|qissa2D Ajispa suondo juoy ajdujnyy

a31d moj Jadns o |b pun sajunid x14DW-joQ ouoy Iojndod jsow inQ
s ¢z/0Z1 o4 dn - 0137 YVIS

3]qDJIDAD SaBpPLILID) JU0j DIIX] [ U0I3]3S Y} [aund juoly [~
1nojo> 00z uby} Apjonb iajieg sjuo4 Juapisay 0]
suogqu ouoLl 3 In0j0) ;__s%e__nazm = %29 o} ajgopundxa Jajjng Y0E
WL LL Yipi Jodod “xoW 4N0T0) uld ¥z - 1dp 09€ ©

§ OUOW 00Z-pZ)1 MU 8Ly} JO UOISIaA Inojo)
56 w,onw st 66/0ZZ - NILNINJ ¥11070D MIN 00Z-HZD1T AVIS




NRCCONS

CURSORUP
CURSORLEFT
CURSORRIGHT
CURSORDOWN
KEYCODE_Q

~ KEYCODE_X




AUTOFRONTPEN
AUTOBACKPEN
AUTODRAWMODE
AUTOLEFTEDGE
AUTOPEDGE
AUTOITEXTFONT

SRR




SHOOT 'EM-UP

The scenario is

set. Once again,

criminals are tak-

ing over the world

by storm. With law

and order being

virtually non-existent, raping, steal-

ing and drug trafficking are becom-

ing part of an everyday occur-

rence. However, there is a hope for
this polluted city.

An elite division of the Cyber-

police has been formed in order to

combat the villains. Named
ESWAT, (Enhanced Special
Weapons And Tactics), the

squadron has the latest in military
hardware available to them, with
each member being trained the
skill needed out on the streets.

ESWAT begins with you as a
regular street cop, without the aid
of Cyber-wear and only your
courage and your gun to keep you
alive. The idea of these first few
missions is to make an impression
on your superiors. Should your
performance be up to scraich,
you'll earn your stripes and be pro-
moted to Captain, followed by
Assistant Chieftain, Chieftain and
finally gain a place in the ESWAT
division.

ESWAT is a horizontally
scrolling shoot'em-up, and the aim
of the game is to make your way
from left to right shooting every
enemy you come across with your
standard-issue police revolver. As
usual, the end of each level is
haunted by a huge baddie intent
on taking your life. If you manage
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to pull through the first three felons,
you'll be issued with the ESWAT
badge and other hardware.

After you toil and sweat for
your ESWAT badge, you'll then be
granted the chance to wear the
Cybernetic Exo-suit in place of your

old uniform. Featuring rapid-fire
duel laser cannons, it will provide
enough firepower to make any low-

You walked into the wrong place at the wrong time! This building looked safe from the out-
side, but now a series of explosives have been set off and now the house is crumbling
around your ears. Make your way to the top and at the same time avoid the falling debris.
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Although ESWAT was a smash hit in the
arcades, I'm afraid | cannot see the Amiga
version being quite as successful as its
arcade parent. The large, colourful graphics
have still been retained from the arcade
original, but sadly at the expense of the ani-
mation speed - the main character and
backdrops scroll slowly which drastically
reduces the flow of the game. The sprite
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