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Editorial

Now this is an issue and a half! Taking top billing of course is that
game we thought would never see the light of day. Petitions were
raised, software companies were hounded, letters were written and
prayers were said. In the end it's all turned out rather well. Who
could have ever dreamed you would be getting what is possibly the
best Amiga game ever for under a fiver? Well that's exactly what you've got!
Think of it as a thankyou for staying with us, and staying with the Amiga. It's
about time we got something to really be pleased about, and I'm chuffed to be
able to have been partly responsible for making it all possible. Go and play it!

Tony Horgan, Editor

Cover feature

20 T.FX.

What can we say?! We promised it,
and we've delivered it: TFX is yours,
complete in its entirety with the CD edi-
tion of CU Amiga. We've even got a very spe-
cial offer for all you out there with no CD drive. You
can get the game on no less than seven disks for the
paltry sum of £3.50 plus 50p post and packing |well we
could hardly stick seven disks on the front of the magazine
could we?). We've got an extravagant nine page guide to it
starting on page 20. It's a bit more space than we'd normally
give over to a cover disk game, but we're sure you'll agree, this is no

ordinary game! If you're still not convinced, just play the damn thing and you’ll
soon be converted to the joys of stealth missions and low level bombing raids just as we all
are in the CU Amiga offices!

s

Feature

32 Portable Amiga

Your eyes are not deceiving you, what you
see here is a portable Amiga 600. This
machine is known as Suzanne and features a
2BMHz 68020, CD-ROM, LCD screen, glide-
point mouse and stereo sound. The most
amazing fact is that it was built as a one-off
DIY project by Simon Archer of London.

In this feature, Simon explains the procedure
he used to build Suzanne, what problems
occured and how he overcame them.

Whilst this feature covers some of the DIY
technique issues, it's intended as an example
of what one may - with the willpower and con-
siderable DIY ability - be able to do.
It's not a DIY tutorial but we're sure
you'll agree that Suzanne is a very
special and very unique Amiga... Oh
and she's not for sale either.

-
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Welcome to CUCD15. If you haven't invested in a CD drive yet, read
this to see exactly what it is that you're missing.

CUCD15 can be booted from a CD32 or an A1200/4000 with CD32
emulation. In order to use this CD from your own Workbench, you only
need to click on the InitCD icon, which will then allow software to run
from the CD. It initiates MUI, IDer and the Newlcons systems - don't
be surprised if the look of your Workbench suddenly decides to
change. The whole thing is only temporary, and it can be removed by
simply clicking on InitCD again.

To help you in finding your way around, there is a DOCS.GUIDE,
which will connect you to nearly all text documents, and INDEX which
is a CD search tool. Just like everything else on the CD, you need to
click on them to activate them.

650 Mb of What?

It's easy to miss where the real ® COsupport..........cccoceniins 67Mb
contents of a CUCD lies so here's @ CDROM ...........oooovvvmnnne. ™Mb
a list of how much data lies in ®Demos ... 16.5Mb
each directory. This month our W GANES ....oeceissierrinnsans 126Mb
theme is ShapeShifter and @ Graphics............oooonvinmnnns 60Mb
games... a bumper collection of ® Magazine.......... R 1.5Mb
over S0Mb of ShapeShifter utili- W ONNNG...oiirnninnsnnssesimssnand

ties and support files, and not to @ Previews............
mention a whopping great ® Programming....

126Mb of games! ® Readers ..............

Value for money or what? ® Sound.......

o et S e Dt B e 17Mb @ Utilities

® ShapeShifter................... S3Mb BWWW ...

-ROM 15

This month’s CUCD is even more
amazing than normal! The full ver-
sion of the legendary TFX and a
100% full 650MIb of other wonder-
ous goodies, make up CUCD15.

Highlights

won 1o IDer on Cl
h of the prut:lu ms h een caused by a lack of understanding of

ssential InitCD icon. This

fool proot
Cu now have IDer
Iy what »
types of files. Graphics
gs on current and future CUCDs with a hi-resolution
ur preferences are saved to your hard drive. This
we've moved the CDsupport drawer to the root of CUCD15 and
adme as well. If you've customised your CD praf
f the viewers on CD, you'll n to change your
directory. Simply delete the ‘System’ part of
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CD preferences program can now be
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Yes indeed! It's actually, finally,
really here! Tactical Fighter
Experiment, or TFX to its mates,
is truly the most amazing action
flight simulation your Amiga has
ever seen, and it's all yours cour-
tesy of CU Amiga Magazine.

FX.

called Inferno at the time. Its developers
DID had recently delivered the excellent F-
29 Retaliator (rather later than planned),

or those whao just can't wait to get
airborne there's a quickstart guide
on page 22. You'll find more in

depth information on the following

that's probably October 19951°, Little did
we know it would be October 1997 until it
finally got its long-deserved release!

pages. But first, just what is TFX
and how come we've given it to you?
Those with abnormally good memories
will recall TFX made its first appearance in
CU Amiga back in May '93. You're forgiven
for it having slipped your mind, as it was

and Inferno was being touted as the first
of a new generation of flight simulations.
DID told us it would be released in
October, meaning of course October 1993,
Somewhat suspicious since the delays
with F-29 Retaliator, we rather optimisti-
cally commented “but if we know DID,

Those initial teasers from DID were
enough to get us on a daytrip to their HO
in Runcorn to find out more. | remember it
well (Tony Ed. here by the way). There
was barely an Amiga in sight, but a PC on
every desk in the large DID office was run-
ning one version or another of TFX,
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Some were testing the flight model, others
were compiling test versions of specific
scenarios, while others were simply skiv-
ing off and playing the game!

Even though this was all PC based, DID
assured us it would be transferred lock
stock and barrel to the Amiga with no loss
of quality, save for a slight dip in speed. At
that time, the A1200 was Commodore’'s
new baby, but true to their forward think-
ing attitude, DID were already confirming
that TFX would be AGA only due to the
high system requirements.

Back we came, laden down with screen
shots, facts, photos of the team and a
whole load of expectations. Then we wait-
ed. We waited a bit more. Then we gave
up waiting as it seemed the Amiga version
was never going to appear. When asked
why it was taking so long, the response
came that although the Amiga conversion
was 95% complete, the then popular 2Mb
A1200 just wasn't enough to do it justice.
Mo Fast RAM and a 14MHz 68020 CPU just
couldn’t compare to the 60MHz+ PCs it
was originally designed for, and that was
that. Never mind, we had plenty more
games to keep ourselves amused with
back then. It wasn't until things started to
dry up on the Amiga games scene that
people remembered the next generation
flight sim they‘d been promised a few
years ago and started demanding answers.
Demand for a release of TFX mushroomed,
but still nothing came from its proposed
publishers Ocean, so we thought it was
high time we stepped in to blow the dust
of this never before seen masterpiece.




TEX

@ Quickstart Guide

Getting started

Press the right mouse button 1o skip past
the credits and on to the first options
screen. This gives you the choice of creat-
ing a new pilot or continuing a previously
saved game

Create a new pilot
The first thing to do then, is enter your full
name and your callsign - a nickname that's
used for clearer communication. Next you
need to select a game save slot for your
new alter ego. Double click any of the
blank ones. You can now take your pick
from the list of five game types. Arcade
mode drops you into a dogfight situation
for some instant action. Training is the sen-
sible option and the one that starns you off
on your career as a top gun pilot. This
breaks you into the game and acts as a
kind of qualifying stage for the real deal
misSsions

The Simulator option is good for check-
ing out the five different scenanos
(Europe, Middle East. Atlantic, West Africa
and Central America). This also gives you
the option of selecting six different weath-
er and time settings. The tloudy scenario
has real cloud cover - try flyihg up

through it to the blue sky above. The night
time and storm sattings are suprisingly
realistic 100, You'll find planty of things to
do here but won't have any hard and fast
missions to carry out. Tour of Duty is
reserved for those who have passed
through the training ranks. Finally there's
Flash Points, which also requires training
to have been completed. Training might
sound a bit boring but it's not, and it's
worth earming your wings as soon as pos-
sible 50 as to get on with the Tour of Duty
You'll also find the training schedule is
quite addictive, with a variety of mini mis-
sions 1o be taken care of. based in vanious
scenarios

Load previous game

You can take a short cut into a full game
by selecting Load Previous Game from
the initial option screen. This allows you
to select one of a few previously saved
game positions from disk. Select one of
the ‘Dirk - Inferno - Loose Cannon’ slots
1o be dropped straight into a "hop’. You'll
have the mission briefing displayed for a
short time only, S0 make sure you jot
down the basic gist of the mission and
any co-ordinates that are mentioned
Watch out for further messages and
updates appearing on the scrolling text
display in the cockpit. Thase also appear
on external views.

Getting airbourne is pretty easy once you
know what to do, but blowing up before
you've left the runway can be a bit embarass-
ing, not 1o mention annoying at first. Follow
these steps

. Turn on both engines (| and | keys)

. Increase thrust using the + key

. Disengage wheel brakes (W)

. Proceed along runway 1o gain speed

. Lift nose gently at speed 150

. Pull up the landing gear (G)
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Picking off bogies

If there’s one essential skill you need for
TFX, this is it. Fortunately the first training
sess5ion drops you into what is virtually a

things. Your armoury of air-to-air missiles
brings a clinical edge to the proceadings,
although ence you get into a real dogfight
situation you'll find it"s not quite as simple
as Il was in 1ra|n|ng

but here's a basic guide to stitching up the
enemy with a guided missile launched from
the Eurofighter

no-lose situation to get you into the swing of

Mot all the weapons work exactly like this,

A Pick out a bogey and get on his tail with the help
of your radar, lining up the red blip at the top.

BRF £ R TN T R

A Select an appropriate missile (Return) and keep it
im your sights as the radar gets a bock.
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A Use the missile view to track its conrse as it
swerves and bucks to home in on its target.
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Configuration

Detail settings

You can change the amount of detail in a number of ways in order 1o get the best
trade-off between speed and visuals. Prass the '~' key (above Tab) to access the con-
figuration menu. From here you can make a few general set-up changes, such as joy
stick sensitivity. music, sound effects, world detail and the flight model. Click the
Detail Menu buttan to change specific aspects of the display. This allows you to spec-
ity the graduation of the sky colouring, turn texture maps on or off, enable or discard
gouraud shading and decide whether the weapons will be visible under the planas,
You can also choose whather 1o have the different views snap from one to the next or
1o have the camera pan to the new view. Try cranking all the detail levels up to maxi-
mum at first, then if you would like some more speed, take out the aspects that you

think ara the least important
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Virtual cockpit

One of the many innovations in TFX is

No decent flight sim would be complete

the virtual cockpit. This gives you a feel without a range of different view points,

ng of actually being thera that's jus and TFX has a stack of them. Mever
not possible with the usual fi before has an Amiga flight sim had such
tion cockpit view, Accessed the detailed and realistic planes, and conse-

F2/F3 keys, it
from left to right
]

allows you to look around quently these are the best extenor views
you're ever likely to see in an Amiga flight
sim! You can switch from one to another
using the function keys. As well as being
good to look at and impressing your mates
with (especially the FG fly-by view which
comes complete with ‘swoosh!® sound
effects), these are often very useful for
getting a better idea of your surroundings
The rear view comes in especially handy
for gloating at a ground installation you've
just reduced to rubble as you power off up
into the sky, or at least checking that
you've hit the target on a close-range
ground-based attack.

as you would be abla
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Turn the texture maps off if it causes

the game to run too slowly

Mot to be confused with the graphical
detail settings, the realism settings con
trol how harsh or forgiving the game is
These are reached via the same overall
configuration menu that leads to the
details controls, For example, you can
set the game up 50 that it's impossible
to crash. In the real world, flying at high
spead with your landing gear down

if not rip them off

wiould damage tham
altogether, but you can opt for unbreak
able landing gear. There's variable wind,
rain and temperature conditions too,
which can be enabled or disabled. You
could turn all of these off for a more
arcade-style affair, or 1o make the game
more playable for anyone less proficient
at flight sims. Turning off crashing is a
bit of a cop out but can be useful if yvou
find yourself continually plummaeting
earthwards
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Know your hardware

Navigation and tracking Compass

All the planes come complete with
advanced tracking devices and maps of
the areas in
which your mis
si0ns lake
place. It's essi
antial thal you
know how to
read and use
these dewices if
you're to be
able to find
your prey, avoid
being hit and
find your way back home after a success-
ful mission

You can view the maps opposite at any
time by pressing M. The maps you'll see in
the game also show blips to indicate
friendly and enemy activity. The green and
blue blips are friendly, while the enamies
show up as red. Flashing red dots indicate
primary targets. You'll often be given a gnid
reference during the mission briefing to
tell you where your target lies. Check the
gnds overlaid on the maps opposite for a
quick idea of where you should be headed

Weapons
Your weapons fall into two basic cate-
gories; air-to-air and air-to-ground. Use the
Return key to cycle through your air-to-air
missiles and use the Backspace key to
activate ar-to-ground weapons, You also
have a cannon for when all else fails. This
can be used 10 shoot down planes and
also to destroy ground based targets, but
ammunition is imited and 50 i5 its range
If you have a target in view. the cur

rently selected weapon will attempt to
lock on to it. You'll know if you've got a
lzck with an air-to-air missle as the float
ing diamond on the HUD will meat up
with the square around the target. You
should also hear your on-board computer
announce that it's “Tracking...” the enemy

The air-to-ground weapons work in a sim
lar way. If you can’'t get a lock on your
ground target for any reason, a bit of
sharp shooting with the cannons will nor
mally do the tnck

Once you've got your lock you can hit
the Spacebar to the sound of "Missile
away!” from your friendly in-flight comput-
er. If you don't need to take any immediate
evasive action you could switch to the
enemy view or even better, the missila
viaw to watch it home in

Getting a lock doesn't necessarily mean
you'll get a direct hit. A good bit of flying
from the enemy can shake off a missile,
although the missiles themselves don't
give up without a fight!

You can scroll through the arms on the
right, then drag and drop them on the
plane to load up manually. Alternatively
use the Default arming button

An incredibly versatile plane
Lockheed F-22 was des gned

from both land and sea via :
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To help you get about in your missions we’ve
included maps of all the areas, complete with
grid references that don't appear in the game.

Central America
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Carrier landings

5 15 @ bit more ditficult. Just about

nigh when ye

you need 1o employ your

wing the pla

5 off the end of the shi

Dogfighting techniques

It costs American taxpayers millions to
send a pilot to the Top Gun Academy to
learn to be a combat pilot. Here's the
patented CU Amiga 50p version.

The Immelman:

A complex barrel roll/loop which allows
you to get the jump on your foe. CU
Amiga advocates not bothering.
Coming Out Of the Sun:

Another top gun fave. Requires lots of
sun tan lotion and good air condition-
ing. Too much effort.

Getting stuck in:

MNow this is the tactic for us! See the
enemy, charge in headfirst cannons
blazing, launch missiles like there is no
tomorrow and blow them out of the
sky! Remember - it's only a game.




The Besthits —, .

In case you hadn’t realised yet, TFX really is
amazing! Here’'s a quick tour of some of the
best and most unique bits of the game...
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