by Adam Hough

Authors: Stephen Hand, Stuart Whyte, Andy Hieke

Publisher: Microprose Ltd.

Requirements: AGA (there is an ECS version)

I was hoping to have either Zeewolf, Super Skid-

marks or Pinball Illusions by the time I wrote this re-

view, but it is not to be, so here’s the next best thing.

Impossible Mission 2025 is a platform game. As

a general rule, I avoid platform games. However, this

one I picked up as it said AGA and didn’t look too cut-

sey. The fact it was cheap also helped...

People may be familiar with the orignal Impossi-

ble Mission, and if you liked it on the C64, you’ll like

this as both the new game and the old one are included.

Plot for the game is relatively simple and stan-

dard. Elvin Atombender is up to his old tricks and you

have to stop him and his robot menace from taking

over the world. As in the old version of the game, this

is done through picking up pieces of map hidden in all

sorts of interesting gadgets, from automobiles and their

accessories in the first couple of levels to office furni-

ture in the later ones. I don’t know about any other

changes as I haven’t managed to get that far! Just to

make it even more fun, you’ve got a very definite time

limit for each level. The game has a pause feature so

you can leave a game to do something else if need be.

You have your choice of three main characters to

play: Tasha, a Russian International Augentat-

Gymnast; RAM 2, a Special Operations robot; and Fe-

lix Fly, a Riot Ranger. I tend to use Felix since he

looks the best.

Enemies include endless kinds of robots that

shoot weaponry, patrol mindlessly, drop mines, run

very quickly and sometime randomly, automatic guns

that are lethal, hovering droids that cause all sorts of

havok, and "floorsweeper" which appear if you spend

to long in any one place. There’s also a red dot that

sweeps around and kills you.

The environment too can be challenging. There

are areas throughout the game that must be jumped

across, others that you must leap and hope that there’s

an acceptable landing site below. There are lifts and

conveyor belts, and areas where you must use jetpacks

to traverse. There are certain items that can be collect-

ed throughout the game that make it easier -- these in-

clude guns, grenades, puzzle solvers, lift resets, invisibility devices, invulnerability items, the above men-

tioned jet packs and others.

Throughout the games there are assorted con-

soles you can access. One of my favourites is a space

invaders games, but there are also inventory switch-

ing posts, locators, a "simon" musical post and a cir-

cuit board configuration post which activates the lift

for each level once you have the correct puzzle pieces

assembled in the right order. A side effect of the posts

is that if you are ’killed’ you are sent back to the last

post you touched. This is useful as otherwise you can

find yourself sent back to the beginning of a level just

before your time runs out.

Control is via joystick or keyboard. While the

box says that a joystick is recommended, I’d have to

say that a keyboard is far more responsive and easier

to control.

The graphics for the game, make no mistake,

are gorgeous. Good parallex scrolling also help the

game so a well rendered backdrop rolls along behind

the action on the platforms -- the effect is quite im-

pressive. The sound effects are ok as is the music (if

you like heavy beating tekkno style sound tracks), but

that’s not the reason for the game and they can be

turned off. The gameplay, that elusive little thing, is

present in spades.

The copy protection is relatively minor. It’s the

type in the number from page xxx type. Slightly an-

noying, but it only occurs when you first load the

game. The software installs to a harddrive which is

nice but does not exit out again; you have to reset. My

most significant problem with the game is that it

needs a minimum of 1.6 megabytes of chipram. That

means if you have a loaded Workbench as I do, you

have to quit a whole bunch of software before it’ll

load correctly. Also it does not mode promote so in-

sure that the option is turned off in IControl before

you start. The game has a password feature that al-

lows you to jump to higher levels -- essential as the

game becomes more and more difficult. As with most

European games, this one allows you to pick your

language so French, German and Spanish speakers

are in luck.

While I prefer God Sims, this game had me

playing away for hours, and better still (or worse still

depending on your point of view) had me coming

back for more. That’s a good enough experience to

recommend the game to other people.

"Be gone, English kniggit, or I will taunt you a second time!" 5

Impossible Mission 2025 Special Edition AGA.