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FROM THE MAKERS OF AMIGA FORMAT, A MAGAZINE WITH ATTITUDE

MASSIVE
DOUBLE-SIDED POSTER GUIDE

MAD OR JUST MISUNDERSTOOD? THE ASSEMBLY 

LINE HAVE A LOT OF EXPLAINING TO DO (P62)

The Godfather 
against 
Captain < _ 
Planet... i1

BEAST 
BUSTERS
Playable level 
specially prepared 
for AMIGA POWER 
by Activision

EXECUTIONER
New label Hawk break cover 
with this exclusive preview ST/r'"

PLUS! THREE GREAT PD GAMES
PHARAOH'S CURSE • Vintage platform game fun 
MAZEMAN • Sounds familiar? Damn right it does! 
DAD • Brilliantly simple block-sliding brain teaser 
Can’t see your disk or poster stuck here? Then 

go and tell your newsagent immediately!

The
Simpsons versus 
Sim Earth...
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SIDE B KID GLOVES
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If PREAM.

the space fugRt

100% a
PURE]
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COXVER:

COMING SOON... 3D SNOOKER AND FLOOR 13.

I) Ü % p U K E E |\

Ronnv's the coolest dude in tow n. I lelp him skate 
through nine levels ot bi/arre creatures, superb 
animation and weird power-ups. Released in 
Autumn on IBM PC, Amiga, Atari ST and C64.

VVOXDI RLAM)
Puz/les, conundrums, potions, a 
caterpillar, mushroomsand a very 
mad hatter tor your IBM PC, Amiga, 
Atari ST and Archimedes.

"Let's make no bones about it. Graftgold's RLALMS 
looks like being the game to topple Low erMonger as 
the greatest strategy game on home computers... it's 
going to be a stunner!" C&\'(>. Released in .Autumn 
on IBM PC, Amiga and Atari ST.

The smash hit coin op hacks and slashes its wav 
onto the small screen. "Best 16 bit coin op 
conversion" - 1991 Golden Joystick Awards. 
Available on IBM PC, Amiga, Atari ST, C64, 
Spectrum and Amstrad.

The most authentic space 
simulation ever. Released in 
the autumn on IBM PC, 
Amiga and Atari ST.

REALMS
A There cm only be one..

A

A
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THE CAME

ADVENTURES, ARCADE, ARCADE ADVENTURES, BEAT 'EM UPS, COIN-OP 
CONVERSIONS, COMPILATIONS, FRP, PLATFORM, RPG, SHOOT 'EM UPS, SIMULATION 

STRATEGY. WHATEVER YOUR TASTE, THERE IS A VIRGIN GAME FOR YOU..



THIS IS AMIGA POWER 2
AMIGA POWER
ISSUE FOUR AUG 1991

EDITOR
Matt Bielby

DEPUTY EDITOR
Colin Campbell

PRODUCTION EDITOR
Mark Ramshaw

STAFF WRITER
Stuart Campbell

CONSULTANT EDITOR
Gary Penn
ART EDITOR

Matthew Williams
ADVERTISING MANAGER

Alison Morton
ADVERTISING EXECUTIVE
Susanne Mansfield

ADVERTISING PRODUCTION
Deborah Cook

PUBLISHER
Greg Ingham

PROMOTIONS MANAGER
Michele Harris

CIRCULATION DIRECTOR
Sue Hartley

MANAGING DIRECTOR
Chris Anderson

CONTRIBUTORS: Jonathan Davies, 
Simon Goggin, Paul Lyons, Sean 

Masterson, Angela Neal, Julia 
O'Shea, Rich Pelley, Lam Tang, 

Simon Windsor

LINO & SCANNING: Simon 
Chittenden, Jerome Clough, Chris 

Stocker, Simon Windsor 

PHOTOGRAPHY: Ashton James, 
Stuart Whale

EDITORIAL & ADVERTISING
Amiga Power, 

Future Publishing Ltd, 
30 Monmouth Street, 

Bath BAI 2BW 
Tel 0225 442244 
Fax 0225 446019

SUBSCRIPTIONS
Lynn Bowler, The Old Barn, 

Somerton, Somerset TAI 1 7PY 
Tel 0458 74011

Thanks this issue to: Cliff Ramshaw for 
work on the cover disk, Maff Evans for 
helping Mark out with Monkey Island, Eric 
Matthews for the Gods tips, Katrina 
Windows for having such a great name 
and, erm, that's about it.

COMPETITION WINNER: Pathetic attempts 
to think of a name for (now ex-) Art Editor
Trevor's new kitten have been, erm, trickling in - 
we haven't had any he thinks he could possibly 
use yet, and (to be honest) don't hold much hope 
for a last minute surge of decent ones either. 
Best so far has been the rather useless ‘Katie’. 
Sorry, no prize. Things are looking slightly better 
in the ‘people you fancy’ compo - at last a few 
decent wall-mountable entries came in, the best 
being a giant picture of Twin Peak's star Sherilyn 
Fenn sent in by a Malcolm Frazer of Moray in 
Scotland. Thanks Malcolm!
THIS MONTH’S COMPO: To tie in with our 
film licence feature, pick us a film nobody's made 
a game of yet, suggest what sort of game it 
could be, and give us a brief synopsis. The 
best/funniest entry gets a free software prize.

WTRUE STORIES
Whatever happened to the 

Amiga cartridge? What the devil are The 
Blues Brothers doing in this magazine? 
And what on earth are the Bitmaps 
doing next? All the Amiga games news 
worth reading - plus Crib Sheets, Oh 
Dear..., Rock Hard Quiz, Essential 
Games and - yes! - the chance to win 
your own mini TV!

16 THE CHARTS
What's going up, what's coming

down, and what's hanging about in the
middle somewhere - that Gallup Chart
rundown in full.

^7 COMPLETE 
w/ CONTROL
11(!) pages of hints and tips, make 
Complete Control the biggest Amiga 
tips section of all! This month: massive 
Gods maps, a giant Prince Of Persia 
guide, finding your way around Monkey 
Island and more!

> A IF WE’D KNOWN 
OA THEN...
The Assembly Line have been 
responsible for some of the strangest - 
and most original - Amiga games ever 
written. But what do they think of their 
old games now?

»

GAMES OF THEMO

R-TYPE II
Good coin-op, great conversion.
Activision show the way. Page 20

HUNTER
Activision’s solid 3D multi­
vehicle runaround finally gets the 
release it deserves... Page 28

THE ULTIMATE 
AUTUMN GAME 
GUIDE

AMIGA POWER comes to you from Future 
Publishing, the stupidly successful publishers of 
Britain’s biggest (and best!) ‘leisure’ computing 
magazines. There's Amiga Format, Amiga 
Shopper, ST Format, Your Sinclair, Commodore 
Format, Amstrad Action, New Computer Express, 
Sega Power, PC Plus, PC Answer and 8000 Plus 
on the computing side, Classic CD, Needlecraft 
and Mountain Biking UK on the, erm, non­
computer side, and new ones to be announced 
any day now. (Hurrah!)

©  Future Publishing 1991

JIMMY WHITE’S WHIRLWIND RBI TWO 
SNOOKER Sports sim
Cue for a snooker pun... Page 24 Dornark at

S i!

J - BHÌ , J
. Tlissi»

NAVY SEALS
If we were to rate Ocean’s film 
licence, it would be well below 
‘C’ level... Page 34

Here’s the cure to the summertime blues - 11 pages of 
special previews of this Autumn's biggest games. It's 
The Simpsons versus The Godfather, Hulk Hogan versus 
Robin Hood, and it all starts on page 49.

9Q SUBSCRIBE!
Get your copy of AMIGA POWER delivered straight to your door (and get to 

chose between Exile, Switchblade //and Armour Geddon FREE!!) Plus! Special 
offers! Those elusive back issues! AMIGA POWER binders! And more!
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■MONTH

|D RBI TWO BASEBALL
Sports sims are back! We join

24 Domark at the plate... Page 26

«SEW

i Z ZEN AND THE ART 
Ov OF FILM
CONVERSIONS
Just how do you go about converting a hit 
~iovie licence to the Amiga anyway? 
AMIGA POWER investigates...

THE BOTTOM LINE
Almost 300 of last year's top

games rated to bring you a complete
buyer's guide to what's worth splashing 
: irt for, what's worth considering, and
*nat you should avoid like the plague.

103 DO THE WRITE 
THING

E_SPA explain all, you make your feeling
fett, and the plot thickens as we ask the
question: ‘Who killed Gary Penn?’

cage series kicks into gear, this one
a owing top industry ‘professionals' the
"ance to make their real feelings felt on 
'ecent games. This month, Neil Young of 
= 'obe Software.

106 SECOND OPINION
Yes another irregular back

GAMES 
REVIEWED 
THIS ISSUE

AUGUST

Afrika Korps.................. -78
Beast Busters...............-74
Brigade Commander-■72
Cardinal Of The
Kremlin............................. -76
Challenge Golf............. -76

1 Champion Of The Raj-74
Chaos In Andromeda -75
Cohort................................ -79
Discovery......................... -73
Frenetic............................ -77
Ghost Battle.................. ■75
Gunboat............................ ■78
Halls Of Montezuma --76
Hunter............................... -28
Jimmy White’s
Whirlwind Snooker —-24
Manchester United
Europe............................... ■77
Maupiti Island............... -72
Moonbase........................ ■75
Navy Seals...................... -34
Proflight............................ -72
RBI Two Baseball----- -26
Renegade Legion
Interceptor..................... -79
R-Type II........................... ■20
Tangram........................... -74

BUDGET
Barbarian......................... -82
Bionic Commando —--82
Footballer Of The
Year II.................................-82
Impossamole.................-83
Impossible
Mission 2......................... ■82
John Lowes’ Ultimate
Darts....................................-83
LED Storm--------------------82
Premier Collection — -84
Rambo III......................... -84
Run The Gauntlet...... ■84
Sharkey’s Moll.............. -83
Street Fighter............... -83
Supercars........................ ■83
Violator.............................. -84

PUBLIC DOMAIN
Air Ace..........................—■86
Amigoids——.................. -86
Battle Pong..................... .-85
Blue House..................... .■85
Gridrunner...................... .-86
Llamatron........................ .-86
Pharaoh’s Curse......... .■85
Seven Tiles..................... .-86
Trix........................................■86
Zeus..................................... .■85

Welcome to our fourth 
AMIGA POWER Cover

Disk, crammed with as varied a 

selection of games as you’re 

ever likely to find. We’ve got a 

fully playable demo of 
Activision’s ultra-violent coin­
op conversion Beast Busters, then there’re our two playable 

sections from Hawk’s Thrust-like The Executioner, plus an 
inspired selection from the world of PD. The disk isn’t our only 

covermount this month though. Full explanations below...

AND THIS IS DISK FOUR
BEAST BUSTERS
Activision’s excellent conversion of SNK’s 
smash hit coin-op adds real horror to the 
first person shoot-’em-up, putting you up 
against zombies, werewolves and a host 
of other fear movie refugees. It’s a

bonkers gun-run through all manner of ghoulish bad guys - our
guide to the gore-fest starts over the page...

THE EXECUTIONER
Two complete sections of new label 
Hawk’s fiendishly addictive arcade 
adventure. The bits we have here are 
pure Thrust-inspired shoot-’em-up, but 
there’s a lot more to the finished game 

* than that - if you liked last month’s 
playable section of Exile, you’re in for 
a treat.

PLUS! THE PICK OF PD!
MAZEMAN For many people PacMan is still the definitive ‘video 

game’. With Mazeman you get to control a close relative of the pill 

munching blob . It’s more fun than you could possibly expect...

PHARAOH’S CURSE This original 8-bit style platformer is a big 

favourite-in PD circles. Brace yourself for a dose of non-stop cavern-' 

jumping, mummy-mashing action!

DAD No, we don’t know why it’s called this either! It’s just like one of 

those old plastic toys where you have to move the squares around to 

get them in the right order - but 10 times as difficult!

TIPS POSTER
Not content with giving you Bombuzal and Kid Gloves on our first 
two issues, we’re going to show you how to complete them too - 
and what way could be better than with a giant, double-sided 
poster, showing you everything you could possibly need to know 
to take Complete Control of the two games? Simply mount it on

the wall near your computer and you need never be stuck again - the only problem 
is deciding which side you’re going to have staring down at you! (Why not buy two 
copies and get them both?)

SIDE A BOMBUZAL
Even with a poster this big, there are 
just too many levels in Bombuzal to 
take you through them all. That’s why 
we’ve done the first 60, then 
concentrated on the 17 coded ones 
thereafter, to lead you right through the 
game. Gary Penn nearly killed himself 
doing all this, so you’d better appreciate 
the results!

SIDE B KID GLOVES
Our complete guide takes you through 
every last screen of Kid Gloves, showing 
you what you have to do (and where you
have to do it) to complete the game. 
Stuart Campbell, Kid’s biggest fan, 
shows you how - you need never be 
stuck on that-particularly-tricky-bit-in- 
the-psychedelic-section-where-all-the- 
floors-are-deadly-to-the-touch again!

Not got either game, eh? Then quick! Flick to page 90...



START ME UP
Loading any of the programs on this 
AMIGA POWER disk should be an easy 
and painless experience. Firstly, ensure 
that you've got a mouse plugged into 
Joystick Port One and a joystick 
plugged into Joystick Port Two. Switch 
your computer off, insert the disk into 
the internal drive, and switch the 
machine back on. After a short delay, 
you should be greeted with a menu 
screen. Choose which game or demo 
you want to play, then either press the 
appropriate Function Key, or move the 
mouse pointer onto the appropriate 
small box and click on it with the left 
mouse button. Your chosen game 
should now load and run, but, just to be 
on the safe side, don’t remove the disk 
from the internal drive during play.

EMOTIONAL 
RESCUE
Don’t get all upset and hysterical if you 
have problems loading any of the 
games on the disk. Simply follow these 
three easy steps to banish duff-disk 
misery forever.
1. First, try starting the whole loading 
process over again from scratch, 
ensuring that you don’t have any extra 
peripherals attached to your Amiga.
2. If the disk appears to be corrupt, you 
may be able to correct it using the Disk 
Doctor program from the Workbench 
disk that came with your Amiga. 
(Instructions for using Disk Doctor can 
be found in your Amiga user’s manual.)
3. If all else fails, just send the disk back 
to us (including details of your 
equipment configuration would be 
handy), and we’ll rush a new one off to 
you as soon as possible. Please send 
the disk ONLY, not the whole magazine, 
to: AMIGA POWER Disk Four Returns, 
Future Publishing, 30 Monmouth Street 
Bath, Avon. BA1 2BW.

BEAST 
BUSTERS
Publisher: Activision 
Authors: Henry Clarke, Ken 
Jarvis, Matthew Simmons

WHAT’S IT ALL ABOUT?
To be perfectly frank, there’s not a great 
deal to explain about Beast Busters - you 
should be able to figure most of it out 
within half a second of starting play. 
Arcade goers will already be familiar with 
this sideways-scrolling, first person 
perspective shoot-’em-up, distinguished 
from other machine gun-mounted coin-ops 
by it’s non-military setting and sense of 
humour. Principle baddies in this, the first 
section of Activision’s SNK conversion, are 
our old friends the walking dead. Set 
inside a decaying city populated almost 
entirely with animated corpses, the game 
is obviously another variation on the

Oh dear - we're just a tad too late to really ruin these fellas' day with a couple off 
accurately tossed grenades« Armed Corpses are hard to miss - after all, they're blooming 
close to you, and there are an awful lot of the suckers« A bullet in the middle of the head 
has much the same effect on the baddies as stuffing a mad cow full of Semtex««« and then 
feeding it match heads« (If you can imagine that)«

THIS TOWN IS DOOMED! 
THOSE WHO ENTER

EVER RETURN.
JE VE CORE TO SOLVE 
THE MYSTERY.
The intro screen says it all«».

shooting gallery theme popularised by 
Operation Wolf, but it does some 
interesting things with the basic game 
style - particularly in the visuals 
department, where it gleefully reduces 
hostile zombies to, well, to their 
‘constituent parts.’

This AMIGA POWER preview is a 
generous snatch of the first level, taking 
place in and around a subway populated 
by zoms and rather aggressive werewolf­
style dogs. Were this the full game and not 
a demo it’d then move into a vertically 
scrolling elevator scene, followed by a 
‘walking into the screen’ street scene. (But

Down in the tube station at midnight: 
child-like corpses change trains here« 
Don’t make the mistake off thinking these 
are passing innocents - there ain’t no such 
thing in this game«

since it isn’t, there seems like little reason 
to dwell on them any further).

KEEPING YOURSELF 
UNDER CONTROL
You can play in one or simultaneous two 
player mode using either two joysticks or a 
combination of mouse and ’stick. On the 
intro screen you’ll be faced with a self 
explanatory options card, then it’s into the 
game where it’s simply a case of moving 
the control tool and pressing fire to release 
bullets. Grenades are available by 
hitting the left or right Shift buttons on 
the keyboard.

There’s no need to worry about 
running out of bullets in this demo, but you 
would be well advised to save your 
grenades for those special moments 
when large gangs of evil dead guys 
attack together.

Remember, keeping the angry 
corpses away from your character is a 
matter of absolute priority, because for 
each hit you take you’ll lose energy from 
your life-ometer, positioned at the top of 
the screen.

AND IF YOU WANT SOME 
MORE...
...you’ll be able to pick up the complete 
game version of Beast Busters any time 
now for the standard sort of price of 
£25.99 from your local retailer.
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ARMED CORPSE
The first and most dangerous bad guy, this rather revolting 
character pops up right in front of you, flashing a huge revolver. 
Since he’s so close he’s an immediate danger - get rid of him 
right away!

too close - and don’t start to feel sorry for the ones that look like 
(suspiciously blue) little kids either! That sort of mistake can be 
fatal. The best motto for players of Beast Busters is to 
KILL EVERYTHING.

DEVIL DOGS
Just as nasty, they do a great deal of snarling and jumping 
around. While the dogs carry no weapons (being dogs), they are 
ridiculously fast and can seriously shorten your life expectancy if 
they get their fangs into you. Best to blast them before they get 
up too close, that’s what we say.

SNEAKY SCUMBAGS
Of less immediate importance are the Sneaky Scumbags who 
creep up on you while you’re wasting the big guys. Just keep an 
eye out for these and make sure you waste them before they get

PICKING UP TREATS
Once the action hots up you’ll see plenty of ammunition 
magazines and grenades flying about the screen. Forget about 
the bad guys (for a split second, mind!) and shoot these instead 
- in doing so you’ll collect them and add them to your (fast 
depleting) weapon stock. For the purposes of this preview it’s 
merely a case of target practice, as you’ve plenty of bullets to 
play right through the demo from the offset. Having said that 
though, a few extra grenades wouldn’t go far amiss.

Also worth watching out for is a First Aid box which whizzes 
across the field of play. Collecting that will latch a few more 
grades onto your life-ometer.

Devil Dogs in abundance! These 
deliciously illustrated mutant mongrels 
won't settle for a few Bonio Munchy 
Morsels, we're afraid.o



Archers and snipers are 
camped out in baskets attached to 
cavern walls. It's far more profitable 
to leave these guys alone.

Snipers are 
always to be 
found guarding 
the turret tops, 
but they always 
shoot in the 
same direction. 
Keep well clear.

Float down into the cavern, 
and open the gate by 
shooting at its base. Watch 
out, it doesn't stay open for 
long...

THE 
EXECUTIONER
Publisher: Hawk
Authors: Andrew Prime, Stoo 
Cambridge, Doug Boari (sound)

IN THE BEGINNING...
Before we move onto this demo of new 
label Hawk’s debut release, one thing has 
to be made clear. Although this playable 
preview features little in the way of 
strategy, the full game is by no means a 
straight shoot-’em-up - there’s a story 
□ehind the action, and it involves lots of 
. siting planets and, erm, ‘interviewing’ the 
^habitants. The Executioner is actually an 
-"usual sort of arcade adventure, with 
your Thrust-sty\e space craft skipping 
T'ough cavern systems on various 
planets in search of the four keys that will 
eventually lead you to some evil wizard 
guy, who (of course) has to be killed.

There are 120 planets to explore built 
up of six basic landscape types - Organic 
•Vorlds, Sandy Worlds, Medieval Worlds, 
cy Worlds, Rocky Worlds and Futuristic 
iVorlds. This demo features two Medieval 
sectors for you to try out. In the demo your

THE EXECUTIONER: JOYSTICK CONTROL COLLECTABLES
ACTIVATE ENGINES ON

Just one major thing toWEAPON A
I— I

TURN THE H
CRAFT <■■■— —4

TURN THE

remember - easy does it, 
all the time. When we first 
received this demo we

►  CRAFT started haring around like

LEFT OR RIGHT OR idiots, and soon paid the

DOWN . DOWN price. Remember - if you
I

TRACTOR BEAM ON
AND REVERSE

so much as lightly scrape 
against anything, your 
game is over and it's back 
to the square one. Your
little Thrust-V\ke craft goes 
much, much faster than it

needs to, so please be dainty. Whether you’re blasting around in free space or 
edging your way though particularly perilous labyrinths, minimal joystick 
action is a must. In general, you’ll never need more than a half-second burst of 
thrust, followed by a quick reverse.

You’d also be well advised to keep the auto-fire off - if you go mad with 
bullets they’ll soon run out, and they don’t come back unless you quit out of 
the game and start again. However, if you take it easy, the arsenal will 
replenish itself.

LEVEL TWO OF 
THE EXECUTIONER

only task is to fly around and kill the hostile 
soldiers and pick up a few of the goodies 
you’ll find scattered around - all that 
taking-prisoners -and-pumping-them-for- 
information-on-the-whereabouts-of-the-  
keys business (not to mention the 
selling-them-at-trading-posts in order to 
buy some fuel) has been held over for the 
proper game.

SO HOW DO I ACTUALLY 
DO IT?
Killing is but a simple matter of twiddling 
your space ship about, aiming it in the 
right direction and firing your gun - or 
rather, a simple sounding matter of etc etc. 
As those familiar with Thrust-sty\e games 
will know, it’s actually rather difficult (and 
very frustrating!) in a nice sort of way. 
Goodies like fuel pods and transporter 
modules can be picked up by backing into 
the object and turning on your purple 
tractor beam. There are also a few 
gateways which can only be opened by

Objects (such as 
this transporter 
module) can be 
picked up by 
reversing your 
ship onto the 
object and 
turning on the 
tractor beam.

shooting at the control mechanism - these 
aren’t generally difficult to find.

The Executioner has been written by 
new programming team Hawk, and 
distributed by Impressions. Impressions 
boss David Lester explained: ‘This isn’t just 
another version of Thrust, or a straight 
shoot-'em-up. It’s actually an adventure 
played out in an arcade format.’

POWER PODS
Little golden pots which add to your fuel 
dumps. Well worth collecting.

HOSTAGES
These guys jump up and down and 
wave their arms around like lunatics.
They are extremely useful in the full 
game, but not much cop in this demo - 
it’s safe to ignore them if you want.

KEYS
The whole point of the exercise is to pick 
these up. There are only four in the 
whole game though, and none in this 
demo, so there’s not much point about 
saying anything more about them really, 
is there?

TRANSPORTER MODULES
Grey boxes with fans at the top. Useful 
in the full game - they would normally 
help you to get from one planet to

HOSTILES
Yep, there are plenty of these to be 
found about the place alright. Bear in 
mind, most of these don’t have to be 
destroyed, and just passing by those 
which don’t form an immediate threat is 
sometimes advisable. Remember that 
certain objects are much more useful if 
you don’t blast them but pick them up...

SNIPERS
Usually to be found guarding the castle 
turrets or camped out in baskets 
attached the sides of walls, these will 
fire repeatedly in the same direction, 
which makes them sound fairly easily 
avoidable, and they would be too, if not 
for the fact that they’re usually placed in 
strategic positions. Our suggestion: 
make it a priority to get rid of them.

ARCHERS
Again, these chaps are conditioned to 
fire the same way, and won’t bother 
you if you steer well clear. However, 
their arrows are pretty huge, and are 
usually to be found zipping across the 
entrances to important locations, which 
could cause some problems.

FIRING FLOWERS
Semi-concealed in the brush, most of 
these can simply be ignored. A good 
job too - they’re small and difficult to 
get close to, so if you’re going to 
eliminate them, do it carefully.

BLOBS
Once inside the caverns it’s worth 
watching out for drips of goo falling 
down from the roof. They drip regularly, 
so it’s just a matter of timing things right 
to avoid them.

OBSTRUCTIONS
Just about everything you touch in this 
game will mean certain death - so 
don’t! Some innocent looking objects, 
like shrubbery or woodwork, are 
especially difficult to negotiate.

UPWARDS SPIKES
These are long and pop out of the 
ground at regular intervals - having 
said that though, they’re shouldn’t 
cause much trouble. The tips’re always 
visible so it’s easy to steer clear.

SLINGSHOT
Weird little character who hides in the 
caverns, slinging bullets across the 
places where you’re likely to be 
hanging out. Best to eliminate these 
guys on sight - it’ll save you some 
trouble later on.

HIDDEN GUN
Fires downwards from the roof of 
caverns and is extremely difficult to 
take out. Steer clear.
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VIC-20 Days are here again (for those of you too young to remember, the VIC-20 was 
Commodore’s big selling machine before the C64).

MAZEMAN they pass over the ghost pen - knowledge 
which may prove useful in a tight spot. Oh, 
and this version

Following on from last month’s Amoeba 
Invaders, this month’s piece of arcade 
history is PacMan. One of the real legends

doesn’t have any sound, so you’ll have to 
make the ‘wocka wocka’ noises yourself. 
Get munching!
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PHARAOH'S 
CURSE
In this month’s visit to Deja Vu Corner, 
we’re proud to bring you a real blast from 
the past in the shape of Pharaoh’s Curse, 
a conversion of an original VIC-20 game 
from the same team who did last month’s 
Frantic Freddie.

Pharaoh’s Curse is a platform arcade 
game in the style of Jet Set Willy (the 
Spectrum classic that’s one of the biggest- 
selling computer games of all time), and 
involves your un-named little character on 
a quest to ransack the tombs of the 
Pharaohs for gold and treasure. 
Attempting to stop him are a mummy and 
one of the Pharaoh’s slaves, who run 
around either trying to collide with our hero 
or shoot him, and so deprive him of one of 
his two lives. He can, of course, shoot 
back at them, but killing them is only a

JOYSTICK CONTROL 
FOR PHARAOH’S CORSE

temporary solution, and they’ll soon return. 
The other inhabitant of the tombs is a 
small bird - harmless to the touch, but he 
can provide a helping hand for our little 
chap. If he holds his hands in the air when 
the bird is near, it will pick him up and 
carry him away through several screens, 
hopefully depositing him in a place of 
relative safety.

Otherwise the game is completely 
straightforward - just run around the 
screens (don’t worry about big drops, you 
can fall from any height without hurting 
yourself), climb up ropes, collect the 
flashing treasures, grab keys to open 
doors, avoid the little volcanoes, and 
generally try not to get killed by the 
bad guys.

BUT IS IT ANY GOOD?
Do write and let us know if you’d like to 
see this sort of thing on the cover disk, or 
if you’d prefer to see original Amiga games 
instead of 8-bit ports. Better still, write to 
Bignonia (the programming team 

responsible) at 
the address on 
the Pharaoh’s 
Curse loading 
screen and get 
them to convert 
some real C64 
classics - then 
hopefully we’ll be 
able to bring you 
a few more trips 
down Memory 
Lane. (Or 
alternatively, 
you’ll be able to 
see just what it 
was you were 
missing all 
those years.)

JUMP/CLIMB UP ROPE/HOLD UP HANDS FOR BIRD

FIRE PISTOL

WALK LEFT < n WALK RIGHT

of video-gaming, this was the first game 
that attracted significant numbers of 
female players into the arcades, and one 
of the first to have a serious spin-off effect 
into other areas of the media.

You should remember some of these, 
of course - there were PacMan cartoons, 
PacMan watches, PacMan records, 
PacMan board games, PacMan 
bubblegum, PacMan breakfast cereal, you 
name it. All of which wasn’t bad going for a 
character who was little more than a 
yellow circle with a wedge cut out of it.

This version departs from the original 
by having some different maze layouts 
and a couple of minor extra features, but 
the gameplay remains essentially the 
same. Using the joystick, you guide the 
PacMan (sorry, Mazeman) around the 
maze, eating the small white dots and 
avoiding the ghosts (or in this version,

MAZEMAN CONTROLS
Simply push UP/ DOWN/ LEFT/ RIGHT 
on the joystick to move the Mazeman 
in the desired direction.

The classic, and rather essential, Mazeman.

Atari, Apple and IBM logos) which 
continuously chase you. If you eat any of 
the larger yellow dots found in the four 
corners or the centre of the maze, the 
Mazeman will change colour to a 
chequered pattern for a time, during which 
period he can run over the ghosts for extra 
points. (Beware though - after you’ve 
eaten a ghost, it will reappear from the
ghost pen at the centre of 
the screen, and be 
restored to its usual 
deadly self.)

When you’ve eaten 
all the white dots (you 
don’t have to eat the 
yellow ones), you’ll have 
completed the screen and 
will move onto the next 
one, which will either 
have a different maze or 
be the same as the 
previous one, but with all 
the walls made invisible. 
The only other thing you 
need to know is that the 
ghosts slow down slightly 
when they go through the 
tunnels (centre left and 
centre right) and when

DAD
We’ve got another mind-stretching puzzler 
for you this month, in the shape of this 
funny little game of block-shunting. The 
idea is to move the large blue block from 
the top left corner of the screen to the top 
right corner by shifting all the other blocks 
around to make space beside it. Simply 
click on the leading edge of a block and, if 

possible, it will move into the 
adjacent space. And that’s pretty 
much it, really.

HEY! IT’S A MINI­
COMPETITION!
Dad is incredibly simple to play, but 
immensely difficult to beat (none of 
us have managed it yet), so if you 
have a solution, write in and tell us. 
The first person to find a solution will 
be receiving five free games in the 
post. Fuller game instructions (well, 
not very much fuller) can be found 
on the disk in the file entitled ‘Dad
Documentation’. Good luck!

DAD CONTROLS
Use the mouse to click on the leading 
edge of the piece you want to move.

6

Infuriating, bizarre, totally addictive. That’s Dad.
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TRUE STORIES

NEWS

WILL CARTRIDGES 
NEVER HAPPEN?

TAKE A TIP
Are we ever going to 
see the Amiga 
version of Anco’s 
Kick-Off like 
basketball game 
Tip-Off? Our spies 
tell us that Anco 
have the game 
complete and ready 
in their vaults, but 
have still not 
decided whether or 
not to release it 
because of console 
commitments. 
Anco’s boss Anil 
Gupta was not in a 
chatty mood on the 
subject when we 
gave him a buzz. ‘I 
haven’t made my 
mind up yet,’ he said 
mysteriously.

Amiga owners looking forward to playing huge games 
stored on instantly loadable cartridges are in for a 
disappointment. System 3 - who were at the 
forefront of this, with highly publicised plans to release 

games on cartridge format - have now decided against 
pushing ahead.

The Pinner-based software house were working towards 
releasing an enormous cartridge version of their 
forthcoming Silly Putty later this year, but found that the 
costs were far too high. After doing their sums, System 3 
estimated that Putty would have cost gamers a seriously 
prohibitive £60. The normal sized version of the game is to 
be launched on standard magnetic disk next month.

Supporters of the cartridge idea point out three main 
advantages over floppy disks: 
• Larger games can be stored on cartridge. That means not 
just more levels or a greater playing area, but also the 
opportunity to pull in bigger and better graphics and sound. 
• A cartridge would plug straight into the printer port at the 
back of your Amiga, so there would be no waiting for games 
to load, no messing around with multi-disk games and you 
wouldn’t have to buy a cartridge drive. Also, with games involving many screens 
there is a far faster rate of accessibility between different areas of the game. 
• Of more importance to the software publishers than the rest of us is the

DIZZY BUSY 
A compilation of old 
and new Dizzy games 
is to be released by 
Code Masters later 
this year. The 
Codies, who reckon 
full price games are 
‘a rip off’, are 
rewriting some of the 
early 8-bit Dizzy 
games for the Amiga 
with ‘some special 
extras’. There should 
also be a brand new 
Dizzy game included 
in the five title pack. 
Expect an arrival 
some time in 
November with a 
price not unadjacent 
to £19.95.

BIZARRE BOTTS
MicroProse are continuing their forays into the 

high powered world of arcade machines with a 

3D combat extravaganza called BOTTS. An 

Amiga conversion has already been pencilled in 

for next year. Battle of the Solar System 

features lashings of implausibly large robots 

throwing hell and fire at one another. The so- 

called Warbots move around 

first-person-perspective-3D-land junking 

anything they contact. Graphics verge on the 

dazzling, and gameplay is even more accessible 

than MicroProse’s last (and highly 

recommended) release, the excellent F-15 

Strike Eagle II (AP 87 per cent). Robot fans are 

having it very easy at the moment - we’ve had 

the recent Metal Masters from Infogrames, 

Metal Mutant from Palace, and games like 

Michael \Powerdrome) Powell’s Cyberfight from 

EA to look forward to. (We think we can safely 

say it’s become something of a trend).

CINEMAWARE 
BACK FROM THE

Double Double Bilk four 
from Cinemaware (who 
nearly never made it).
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1 piracy question. 
Cartridges are 
exceptionally 
difficult to copy, 
thus knocking out 
the perennial 
piracy problem at 
a stroke.

System 3’s 
Adrian Cale is still 
optimistic though.

Silly Putty would have been twice as big on 
cartridge, and impossible to pirate. Still, 
the floppy version should be worth a look 
when it arrives next month...

...it’s a 50 level arcade fantasy affair 
centred around an amorphous blob of jelly. 
There’s no hacking, slaying or kicking, it’s 
more stretching, bouncing and oozing.

‘It’s far too
expensive a project for one company to undertake,’ he said ‘but if a few of us get 
together we could make it work’.

Programming outfit Vivid Image were working on the technical side on behalf of 
System 3. Boss John Twiddy explained: ‘There weren’t really any technical problems 
but it was all a matter of cost. People were interested, but they didn’t like the amount 
of money involved. Interest has seriously subsided.’

When a dodgy software 
publisher responsible 
for nothing but dogs 
and disasters slides into 
the great abyss nobody 
really cares a hoot, 
but it’s a different 
matter when the same 
thing happens to a 
group of top-notch 
creative types.

Warming news 
then, that innovative
American software developers Cinemaware have 
been rescued from disaster. Brit publisher Mirrorsoft, 
who’ve been handling Cinemaware’s kit over here 
for the past five years, have splashed out on the 
Cinemaware name, thus allowing work on 
forthcoming releases like Rollerbabes, TV Sports 
Boxing and TV Sports Baseball to continue.

Cinemaware - who made a name for 
themselves with now-familiar games such as 
Defender of the Crown, Rocket Ranger and TV 
Sports Football - were completely skint until 
Mirrorsoft stepped in. Now a new company has been 
set up, called Acme Interactive, who will write games 
for release on the Cinemaware label.

Mirrorsoft’s boss Peter Billota boomed: 
‘Cinemaware was our most popular affiliate label. I’m 
sure many entertainment software fans will feel 
extremely satisfied that we will still be able to publish 
their games.’

There’s little mystery about the nature of the two 
up-and-coming TV Sports games, but you may not 
know about Rollerbabes. It’s a fast, violent and 
futuristic team game (a la Speedball) for up to 
eight(!) players featuring teams like the Eraser 
Heads (a group of school teachers), the Buzzcuts (a 
team of hairdressers) and, of course, the fabulous, 
all-female Rollerbabes. Teams compete on a circular 
Rollerball-style track in a game that combines 
racing, fighting and trap avoiding.



WANTED: STOLEN 
AMIGA GAMES
Top programmer and graphics artist Kevin 
Bulmer is in a foul mood, and who can blame 
him? The author of such memorabies as 
Gauntlet II and Corporation has recently suffered 
a burglary at his Wolverhampton home, the 
thieves responsible making away with his prized 
Amiga 3000, as well as disks containing tons of 
games code.

‘The machine is full of code, animation and 
graphics from projects I’m working on,’ he wailed. 
'But, to make things worse, the thieves also got 
away with my back-up disks. There were hours 
of work there, and I’m really not looking forward 
to doing it all again. The inspiration has gone.’

Kevin’s working on Terminator IIfor Ocean, 
but luckily only a few bits of code for that game 
has gone missing, and the October release date 
still stands. However, he’s appealed for anyone 
who comes across his goodies to get in touch.

‘The burglars took everything of value, so 
they weren’t just after the computer. Somebody 
will buy that Amiga without knowing it’s stolen. I 
don’t want them to trash the code, just to get the 
games back to me. I’m prepared to pay out a 
small reward.’ Anyone who can help should get 
in touch with the AMIGA POWER office at the 
usual address.

^competition ^ With Ocean’s upcoming Darkman 

Here we have 21 prizes up for grabs 

in another excessively simple 

competition.

WIN A MINI TV!

CRIB SHEETS
Continuing our series of quick guides to people, 
publishers, and programmers in the news. This 
month it’s...

Darkman goodies up for grabs.

This time all you have to do is answer 

two stupidly easy questions to have a 

chance to get your hands on:

• A Casio hand-held TV set.

• One of ten ‘groovy’ Ocean polo 

shirts.

• One of ten copies of Darkman, the 

game of the movie.

Ocean scooped the Darkman games licence because they reckoned it was 

such a great movie, and who could disagree? Funny, horrific, action- 

packed, it was packed with sequences that seemed tailor-made for 

converting into sub-games - as we’ll be able to see soon, when the game 

hits the streets.
But enough guff, here are the questions:

1) Why did Darkman turn into a crime fighter?

2) What makes Darkman that much tougher than all the crooks?

Just jot some answers onto a bit of paper and pop it into an envelope 

addressed to AMIGA POWER Darkman Competition, 29 Monmouth Street, 

Bath, Avon, BAI 2BW. Don’t delay!

FLAMES OF FREEDOM
- IT'S PRETTY BLOODY HUGE
Maelstrom are currently polishing 
off the eagerly (and long) awaited 
follow-up to Midwinter. Eagerly 
awaited because a) the first game 
was so popular and b) because it 
was actually pretty blooming good 
(if flawed in a number of ways), 
long awaited because, well, 
because we’ve been looking to 
review it since before we began 
AMIGA POWER and it still isn’t 
finished yet!

Flames of Freedom, like its 
predecessor, is a strategy ‘epic’ 
which is as simple as it is (ahem) 
confusing. Here’s the scene: it’s 
first person 3D time again as you 
make your way through dozens of 
islands (tropical this time, as 
opposed to ice-covered) in an 
attempt to rid the archipelagos of 
an evil dictator type. You can 
choose your own character profile 
(sex, looks, physical attributes and 
psychology) before setting off 
across 500,000 square miles of 
fractal landscapes. There’s enough 
hardware here to fill a Chuck 
Norris movie, but don’t get carried 
away with the firepower - the best 
part of the game should be the 
interacting with 4,000 or so 
characters who inhabit this world. 
Some are enemies, some are 
friends, and with some you can’t 
tell. (Just like real life, basically).

1. Flames of Freedom 2. you can make up your 3. All modes of
covers a 500,000 square 
mile area, but you can 
speed up travel times 
on the control panel 
(otherwise you’d be 
hanging around 
between islands for 
donkey’s years). J

own appearance (you 
can be man or woman, 
but not both) - though 
whoever wanted to look 
like this guy must have 
been pretty damn ugly in 
real life!

transport use the same 
control system, to avoid 
total and utter 
confusion. This one’s a 
jeep, and it is possible 
to leap from your 
vehicle, Timothy Dalton 
like, onto anything that 
happens to pass by.

No 4 MILLENNIUM
Contact: St. John’s Innovation Centre, Cowley 
Road, Cambridge, Cambs.
History: Originally the leisure wing of a larger 
publisher called Logotron. Top employees Michael 
Hayward and Ian Saunter bought the games section 
out in March 1990 and almost immediately scored a 
big hit with Kid Gloves. Since then they have released 
ten games of differing quality.
People: Apart from the the two managerial people, 
there are four programmers/ games designers and two 
graphic artists. One of the smallest independent 
publishers in the country, they also rely on freelance 
programmers.
Greatest successes: Over to marketing/ 
development manager Ian Saunter: ‘Last Christmas 
we launched James Pond which was a huge hit. It had 
all the hallmarks of a good game, lots of playability, 
was graphically amusing without being overly cute, 
and had a great soundtrack. It was a spoof licence to 
combat all the really big licences that were coming out 
at the time. We wanted to poke some fun.’ 
Biggest cock>up: We released Yolanda at a time 
when people were asking for 16-bit versions of 8-bit 
games. It was an updated version of a C64 game 
called Hercules. Vie wanted to write a games player’s 
game, a challenging platform game. In the end it was 
probably too difficult - perhaps the most difficult game 
ever! - and it sunk without a trace.’
Typical Millennium game: It’s all been a bit 
haphazard so far. We’ve done racing, sports, arcade, 
puzzles, shoot-’em-ups, we’ve played with vector 
graphics and heavy sprite-based games. The only 
thing we haven’t really tried is adventures, and that’s 
coming next.’
Typical industry comment: Well, they make the 
most of limited resources. A role model for small 
software publishers. And do you spell their name with 
one or two “n”s?’
Things tn come: A 3D isometric adventure called 
Robin Hood (September) which is getting a lot of 
coverage at the moment, Robocod (November), the 
follow-up to James Pond (which is bound to be worth 
trying out) and Chinto’s Revenge (November), a 
cartoony beat-’em-up.

4. Into the submarine 
and under the waves. 
Maelstrom’s Mike 
Singleton says drawing 
the waves was ‘a real 
accomplishment - they 
act as you’d expect 
them to.’

5. All those little brown 
circles on this island are 
people with whom you 
can have a chat. It's 
worth clicking on each 
icon to find out if they're 
going to help you or 
blow your head off.

6. Looks like this chap 
isn’t one of the good 
guys, but there are 
plenty of useful folk 
hanging around. They 
may ask you to 
complete assignments 
for them before they 
risk anything though.

Robocod- the forthcoming sequel to 
Millennium’s smash spoof James Pond.

There are 13 weapons to 
choose from, and any one of 22 
modes of transport to utilise. And - 
biggest news of the lot! - if

MicroProse are to be believed 
(and who are we to argue?), the 
game will be with us by late 
September. (Hurrah!)

Final word: Millennium relies on the much larger 
publisher US Gold to actually sell and distribute its 
games, but it is not merely a USG controlled label. ‘We 
write the games, which is what we enjoy, and we keep 
our own autonomy and identity. We just let US Gold do 
all the hard selling.’
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JUST WHAT IS A CHAOS
ENGINE?
T

he Bitmap Brothers have broken cover with 
the announcement of their new project - a 
Victorian-style shoot-’em-up-with-knobs-on 
called The Chaos Engine. Taking the famous 

Gauntlet overhead-view perspective, it throws you 
and up to two chums into a giant four world, multi­
level quest, with the survival of the world at stake!

But what, pray tell, is a ‘Chaos Engine’? Well, 
inspiration for the Bitmaps came from Charles 
Babbage’s Analytical Engine, a never-built Victorian

It’s those tres arty and oh- Overhead-view multi-level questing time 
so-moody Bitmap people- in the first part of The Chaos Engine.

design for an adding machine currently being put together at the Science Museum in London - though (of course) this computer 
game version is a much more complex and dangerous proposition.

The place is Victorian England after some major global catastrophe, and the incredible brainchild of mad genius Baron 
Fortesque has gone horribly out of control, ripping apart the very fabric of time and space! Six adventurers - you get to pick 
which three you play - prepare to storm the Baron’s country house and shut down the Engine, little knowing that they’ll have to 
cross forests, great industrial workshops and other hostile zones thrown up by the machine before they reach it.

Even worse, the Engine’s chaotic emissions have thrown up a vast range of hostile monsters to encounter, many of which 
exhibit a semblance of intelligent behaviour much like that seen in previous Bitmap release Gods.

In fact, much of the feel of the game would seem to be similar to that of Gods, the biggest difference (beyond the obvious 
gameplay variations given by the overhead viewpoint) being the multi-player option. Even in single player mode, a squad of 
three - controlled simultaneously - is employed, the behaviour of the characters determined to some extent by their various 
personalities and attributes. This, it is said, will give even a single player the feeling of being involved in a multi-player game.

‘A lot of our incentive was to try and provide an interactive, multi-player experience for one person,’ says game designer Phil 
Wilcock. ‘We’ve used the behaviour modelling techniques from Gods to give all the characters personalities - at any one time 
you’ll be controlling one character with the other two following along, occasionally wandering off slightly if bonus items or 
enemies distract them. The player will be able to swap between lead characters as he sees fit - some will be better at knocking 
down doors, say, while others will be skilled in combat - and, indeed, swap his whole squad around, choosing completely new 
characters from the overall party, at regular points in the game.’

‘Obviously, we wanted something where we could use the Victorian setting - all those nice brass dials and rivets and so on 
- without being totally limited by reality. This game design allows us to put in pretty much anything we like, though we’re not 
going to go too overboard. The idea is to create a sort of dark, futuristic version of Industrial Revolution England, a sort of 
Victorian holocaust. It‘11 certainly be ready for Christmas - that’s unless they get the thingy at the Science Museum finished 
before then of course, and it happens to go out of control and start ripping the fabric of time and space in real life! Then we might 
have to start thinking about putting the release date back a bit. Ha ha.’

ROCK-HARD QUIZ
Compiled by Gary Penn

Jean-Claude Van Damme? Jean-Shrimpton 
Van Driver more like. Chuck Norris? 
Chuck No-Wrist’s more appropriate. 
Steven Segal? Steven’s A Gal I think you 
might find. None of these so-called tuff 
guys is hard enough to have a go at this 
quiz and win. But are you? There are no 
prizes on offer. The acknowledgement of 
being tougher than they come should be 
reward enough, especially if you can 
identify the link between the five answers.
1) The home computer-grown sequel to 
the coin-operated racing simulation which 
was almost used to test driving skills.
2) The Assembly Line’s platform prank, 
released twice at full price.
3) Peter Cooke’s Old Testament tribute.
4) A Taito puzzler. One for Guy Fawkes?
5) A cartographer’s dream from the coder 
qualified to produce missile warheads, 
would you believe?

WE'LL SAY THIS 
ONLY ONCE...
Alternative have found themselves a nice little niche with 
budget TV spin offs, but ‘Allo ‘Allo will represent 
something of a departure. In the past, they’ve relied upon 
the fancies of youngsters with simple affairs such as 
Postman Pat and Edd the Duck. ‘Allo ‘Allo, which should 
arrive in September, may be puerile but it’s surely not 
aimed at ten-years-olds, so we’re a bit unsure about 
who’s meant to actually buy it. Still, expect a basic, 
simple, safe platform game, packed with bad jokes and - 
despite the naffness - quite possibly worth eight quid of 
anybody’s money.

AMIGA POWER RECOMMENDS
Looking for the cream of the crop? Then here are our fave raves from the past few months...

TOKI
(Ocean)
The closest thing yet to a 
perfect arcade 
conversion (or is it? - see 
R-Type II this issue), Toki 
brings the Amiga some 
of its loveliest graphics 
ever, tied up with a 
game that’s enormously 
slick and playable in the 
best coin-op traditions. 
It’s a shame that there’s 
so little of it, but even so 
you’re getting a big 
chunk of game for your 
money, and quality 
rather than quantity is 
the over-riding concern.

SPOT
(Leisure Genius)
Looking nothing 
whatsoever like any 
other board game in the 
history of mankind, Spot 
is such a cracker that it 
manages to transcend 
some of terrible 
presentation , and the 
most obnoxious central 
character since Nathan 
the Brat. In true classic 
style, it’s easy to learn, 
yet frighteningly difficult 
to become really good 
at, and a wide range of 
options makes it suitable 
for all the family.

DEUTEROS 
(Activision) 
Something of a minority 
interest, but for fans of 
Millennium 2.2, 
Supremacy and the like 
it’s exactly what they’ve 
been waiting for. At first 
you don’t really know 
what you’re supposed to 
be doing, but as the 
game develops 
everything becomes 
clear, and you get 
sucked in further with 
every passing minute, 
until time begins to have 
no meaning. One of the 
games of the year.

F-l5 STRIKE 
EAGLE II 
(MicroProse)
Very possibly the best 
Amiga flight sim so far 
(Gary still prefers FA/1S 
Interceptor), and 
certainly one of the most 
playable, F-l 5II 
combines just the right 
amount of realism and 
blasting action with some 
excellent 3D. The hefty 
£35 price tag may put a 
lot of people off, but 
those who lighten their 
wallets for it will feel it 
was worth every penny.

SWITCHBLADE II 
(Gremlin)
This gorgeous game has 
been the subject of some 
debate in our mailbag, 
with letters both for and 
against Stuart’s glowing 
appraisal of it in issue 
Two. The fact of the 
matter is, though, that 
this is just about the 
most enjoyable arcade 
game to have appeared 
in the office since AMIGA 
POWER began, and that 
alone makes it 
something that every 
Amiga games player 
should own.

THE SECRET 
OF MONKEY 
ISLAND
(US Gold)
Still our highest-ever 
marked game, this gets 
loaded up in the office 
whenever there’s a spare 
moment. Loved as much 
for the humour as for the 
adventure itself, there’s 
still a lot of game lurking 
underneath all the witty 
barbs and bad puns, and 
Guybrush Threepwood 
looks set to be Amiga 
owners’ favourite hero 
for quite some time.



AMERICA'S
TOP SECRET
WEAPON
Super-charged super-fighters who 
risk all defending America against
the world's deadliest forces. 
A combat unit of indomitable 
strength and courage.
A rescue team of unparalleled 
skill and daring.
THE BEST OF THE BEST

ORION PICTURES CORP.
©  COPYRIGHT 1990
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Cinemaware

An extravaganza of the very best 

Amiga action from the premie^« 

producers of quality 

entertainment software........

Featuring:
TV Sports Football: Strap on your helmet and get ready for an American Football Simulation that looks 
exactly like the real thing!
Lords of the Rising Sun : Welcome to twelth century Japan! Become Shogun in an epic quest to redeem 
your family honour.
Wings : Relive the action, glory and seat of the jyits excitement of a WW1 Allied Fighter pilot!
TV Sport Basketball: Lace up your high-tops and get psyched for a fast breaking, 
in your face, full court 5-on-5 proda^sketball simulation.

ProudlyrPresent

Cinemaware is a brand name of Mirrorsoft Ltd
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TRUE STORIES

'ON A MISSION FROM GOD': THE 
BLUES BROTHERS HIT THE AMIGA

Plenty of animation frames add character...

S
ometimes a licensed product comes along and you get to thinking, ‘Yes, of course - why 

didn’t anybody think of making a game of that before?’ The Original Blues Brothers Game 
from Titus is just like that - the characters are right, the game (from what we’ve seen of it) 
seems to be right, the music (potentially, at any rate) is spot on, and - hey! - there’s a two player 

mode automatically built in and just begging to be used.
First thing you should know is that it’s not based, not in any real sense, on the cult hit film. True, 

the nominal plot sees Jake and/or Elwood making his/their rather chaotic way towards a big concert 
opportunity - as in the movie - picking up amps, guitars, microphones and the like on route, but that’s 
really as far as it goes. The six gigantic levels, set in locations like prisons, sewers and under­
construction skyscrapers, seem based more on the likes of Mario games or The New Zealand Story 
than anything - cute, crisp graphics, secret rooms, mystery bonuses, and gameplay that includes
every platform trick in the book, from floating on 
balloons to running along conveyor belts to jumping 
from lift to lift and so on. 50 frames of animation to 
the two main characters and a wide range of 
baddies add real personality to the proceedings too, 
and the music (‘We’ve just got to get this bit right,’ 
admit Titus) should be the icing on the cake - five 
songs are planned, with ‘Everybody Needs 
Somebody,’ and ‘Peter Gunn’ pencilled in for sure.

To us this looks like it could easily be the best 
Titus release to date - we can’t wait until a finished
version comes into the office. The game is 
scheduled for a late September release.

The neat cartoon look of the Blues Brothers
sprites bodes well for the finished same.

Oh dear...
In which some truly awful games continue to get what’s 
been coming to them for a very long time.

gWkHUMAN KILLING
MACHINE (US Gold)

You’d think they’d learn, wouldn’t you? After 
the unmitigated disaster that was Street 
Fighter (see the budget section this issue for 
more info), USG brought out this pseudo­
sequel that was in several ways - incredibly 
- even worse than its completely appalling 
predecessor.

Mind you, it’s hard to put your finger 
on just what it is that’s so bad about it. It’s 
not the animation, certainly. Both frames of 
it are very nice. It wasn’t any lack of 
lastability, having to knock out every single 
opponent three times saw to that. Having 
said that, it wasn’t so difficult that it became 
frustrating either - the fact that you could 
kill everyone just by repeatedly kicking them 
in the ankles ensured that this was a game 
all the family could get rewarding enjoyment 
from. And it can’t have been any lack of 
cuteness and character, the lovable lickle 
doggie in Level Two that jumped up at you 
and licked your face (well, that’s what it 
looked like, anyway) gave Rainbow Islands et 
al a real run for their money and no mistake. 
Even the music was useful - just leave the

...even if you can't always tell what's happening!
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Another highly-realistic computer 
representation of a female from HKM.

windows open and turn the volume up and 
you could scare the birds away from your 
garden for days at a time.

Nope, on second thoughts, Human 
Killing Machine is one of the great unsung 
classics of our time, sadly under-rated by ail 
and sundry and due for a major critical 
reappraisal any day now.

And the Poll Tax was a really good idea. 
And I’m the Archbishop Of Canterbury.

ROCK-HARD QUIZ 
THE ANSWERS

1) Hard Drivin’ II: Drive 
Harder
2) Helter Skelter
3) Tower Of Babel
4) Plotting
5) Spindizzy Worlds 

And the missing link is 
... a bit crap, really. 
Each title features a 
built-in construction kit.

RACE APACE
We hear that Storm’s 
big Christmas release 
Big Run is coming on 
apace. Based on a fairly 
obscure Jaleco racing 
coin-op, it’s an into-the 
screen OutRun style 
driving game tied 
loosely into the 
Paris/Dakar rally. The 
maps are the same as 
in the original game and 
many of the graphics 
have been ported over 
directly - only one 
player, but the game is 
looking fast and fun. 
Indeed, Storm seem so 
keen on it they’re 
working on another 
racing game for next 
year, based on the coin­
op Indy Heat. Imagine 
Ivan ‘Iron Man’ 
Stewart’s Super Off 
Road Racer with little 
Formula One style cars 
instead of trucks and 
you’ll be more than half 
way there. Licensed 
from Leland/Trade West 
(the Iron Man people) 
it’s out due some time 
next year.

ALL TOGETHER NOW 
Domark are launching a 
couple of thematic 
compilations, based on 
sports and three 
dimensionalness.

Grandstand costs 
thirty quid and features 
the excellent Pro 
Tennis Tour and World 
Class Leaderboard, and 
the not so excellent 
Gazza’s Super Soccer 
and Continental Circus. 
Virtual Worlds is a 
compendium of four 
Incentive games - 
Castle Master, Driller, 
Total Eclipse and the 
previously unreleased 
sequel to Castle Master, 
The Crypt. That also 
costs £30, which the 
mathematically gifted 
will realise, works out 
at £7.50 per game.

OH NO!
LEMMINGS 
ALERT!
Yes, we’re afraid the game that 
everyone is still talking about has no 
intention of going away. You see, a 
Lemmings Construction Kit is being 
planned for release later this year 
which will allow you to design and 
build a series of fiendish labyrinths. 
According to Psygnosis its going to 
be ‘as big as 3D Construction Kit (ie 
enormous).

Lemmings nuts can also look 
forward to a Lemmings Data Disk 
which will be making an appearance 
in September, and then there’s 
Lemmings II which we expect to see 
early next year.

And if that’s not enough, there’s 
also going to be a Lemmings coin-op. 
Discussions are ‘going ahead’ 
between Psygnosis and a number of 
throbbish coin-op people, and 
presuming an agreement is reached 
the Lemmings should be all over your 
local arcade by late autumn.

Lemmings: Deep breath...Lemmings 
Construction Kit, Lemmings Data Disk, 
Lemmings II, Lemmings coin-op...phew.

WAR ZONE
Electronic Arts have scooped a bunch of 

Three Sixty games from the US which are to 

be launched here over the next few months.

You may remember Three Sixty from 

the likes of Harpoon and Das Boot and you’ve 

probably heard of the up and coming 

Megafortress, all of which reach these 

shores courtesy of Mindscape. Now EA is 

taking over their UK distribution and plans 

are afoot to bring us a World War II North 

African tank simulation called Sands of Fire 

almost immediately, closely followed by a 

multi-player action strategy game called 

Armor (sic) Valley.

Also, keep your eyes peeled for a game 

called Patriot, which will be a land based 

version of the frighteningly realistic World 

War Three strategy epic Harpoon.

Plus, first signs of Olympics Fever are 

showing themselves with Three Sixty’s 

announcement of 1992 Olympics 

Simulation (the release date of which is not 

yet decided).

We expect quite a few developers to be 

working on athletics types games over the 

next year. Be ready for them...
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EYE OF THE 
BEHOLDER & 
THE SECRET OF 
MONKEY ISLAND 
(Storming through) 
No sooner had these two 
clambered to the top of the chart 
than publisher US Gold were 
releasing details of sequels. From 
SSI comes Eye of the Beholder II, 
which the San Francisco strategy 
specialists reckon will be ready 
before the end of this year. SSI 
have their work cut out for them - 
we’re waiting for two other major 
projects to be completed, namely 
Buck Rogers and Gateway to the 
Savage Frontier.

According to US Gold, 
Beholder has sold twice as many 
as had been predicted (figures of 
20,000 have been touted although 
that’s for the PC as well as on 
the Amiga).

Monkey Island, which last 
month made an appearance at 
number ten, is to be followed by 
Le-Chuck’s Revenge (Le-Chuck 
being the ghostly adversary from 
the first game). That won’t be 
here until February at the earliest 
because, in fairness, Lucasfilm 
are up to their ears in the likes of 
Indiana Jones IV (that’s the game 
of the movie that never was) and 
something called Dark Horse, 
which is apparently based on a 
number of American comic 
book heroes.

CYBERCON III 
(Surprisingly slow) 
US Gold’s bumper month was 
spoiled slightly by Cybercon Ill’s 
absolute refusal to make it 
anywhere near the top twenty. An 
entry placing of 53 is pretty 
dismal for a game that’s scooped 
just about every accolade 
magazine reviewers can splash

Cybercon III- poor performance

out. The fact that it had only been 
out for half of the time covered by 
the survey goes some way to 
explaining it’s poor performance, 
but you’d have expected more life 
from this 3D extravaganza (which 
we gave 88 per cent). Maybe 3D 
has fallen out of vogue.

Meanwhile, programming 
team The Assembly Line, are 
busying themselves with a huge 
project for Disney (no less). We 
understand that the game 
involves aeroplanes, but beyond 
that it’s all a bit of a mystery...

3D CONSTRUCTION 
KIT
(Dismal showing, but 
why is it here?)
Domark’s games creation program 
illustrates the danger of shoving a 
piece of software which isn’t 
strictly, or even loosely, a game 
into a games chart. Dealers report 
sales far higher than the chart 
position suggests, and Domark 
claim it is outperforming even 
their biggest selling game to date, 
MiG 29. AMIGA POWER praised 
the program with an 80 per cent 
rating, and buyers seem to agree. 
Domark’s Claire Edgeley explains: 
‘It’s not something that will be

AMIGA POWER GALLUP CHARTS

AMIGA TOP 1OO
Exceptional ***** Nearly there **** Very good *** Has its moments ** Flawed * Dire

1 (12) EYE OF THE BEHOLDER US Gold £30.99 ***** 

2 (10) THE SECRET OF MONKEY ISLAND US Gold £29 99 *****

3 (4) FANTASY WORLD DIZZY Code Masters £6.99 ****

4 (NE) KICK OFF - WINNING TACTICS Anco £12 99

5 (6) PGA TOUR GOLF Electronic Arts £25.99 *****

6 (NE) LOMBARD RAC RALLY Hit Squad £7 99 ***

7 (NE) F15 STRIKE EAGLE II MicroProse £29.99 *****

8 (NE) 3D POOL Mirror Image £9.99 ****

9 (13) NORTH AND SOUTH Action Sixteen £7.99 ****

10 (21) HERO QUEST Gremlin ****

11 (3) DEFENDER OF THE CROWN
Mirror Image £9.99 ***
12(8) LEMMINGS
Psygnosis*****
13 (NE) XENON II
Mirror Image £9.99 ****
14 (20) TREASURE ISLAND DIZZY
Code Masters £4.99 ****
15 (NE) TOKI Ocean £24.99 *****
16 (7) MIAMI CHASE Code Masters £7.99 **’
17 (11) LITTLE PUFF IN DRAGONLAND
Code Masters £6.99 **
18 (NE) FULL CONTACT Team 17 £9 99 
19(1) ARMOUR-GEDDON
Psygnosis £25.99 ****
20 (9) NINJA RABBITS Micro Value £6.99
21 (37) CARRIER COMMAND
Mirror Image £9.99 *****
22 (NE) RAILROAD TYCOON
MicroProse £34.99 ****
23 (18) SPEEDBALL 2 Image Works £24.99 *
24 (2) GODS Renegade £25.53 *****
25 (NE) SWITCH BLADE 2 Gremlin £25.99 **
26 (NE) CENTURION Electronic Arts £24.99 *’
27 (NE) CRICKET SIMULATOR
Soundware £24.99
28 (23) FINAL WHISTLE Anco £12.99 ****
29 (22) STEVE DAVIS WORLD SNOOKER
CDS £9.99 **
30 (25) INTERNATIONAL KARATE +
Hit Squad £7.99 *****
31 (16) SHERMAN M4 Action 16 £29.99 ***
32 (40) CJS ELEPHANT ANTICS
Code Masters £6.99 **
33 (33) KICK OFF + EXTRA TIME
Anco £/.99 *****
34 (14) ROCKET RANGER
Mirror Image £9.99 ****
35 (NE) LIFE AND DEATH
Mindscape £25.53 ***
36 (25) KICK OFF 2 Anco £24.99 *****
37 (19) WORLD CLASS LEADERBOARD
Kixx £7.99 *****
38 (33) EUROPEAN SUPERLEAGUE
CDS £24.99 **
39 (24) SWIV Storm £24.99 *****
40 (5) CHUCK ROCK
Core Design £25.54 *****
41 (26) MEGA TRAVELLER 1
Empire £29.99 *****
42(33) SPEEDBALL
Mirror Image £9.99 *****
43 (42) PANZA KICK BOXING
US Gold £24.99 *
44 (46) FORGOTTEN WORLDS
Kixx £7.99 ***
45 (47) FAST FOOD Code Masters £6.99 ***
46 (28) CALIFORNIA GAMES
Kixx £7.99 **
47 (29) SUPER MONACO GRAND PRIX
US Gold £25.53 ***
48 (NE) PREDATOR The Hit Squad £7.99 **
49 (53) THE RUNNING MAN
Grandslam £7.99 **
50 (NE) THE THREE STOOGES
Mirror Image £9.99 **
51(39) VIZ Virgin £24.99*
52 (NE) GOLD OF THE AZTECS
US Gold £29.99 ****
53 (NE) CYBERCON 3
US Gold £29.99 *****
54 (36) F19 STEALTH FIGHTER
MicroProse £29.99 ****

55 (NE) SIM CITY/ POPULOUS
Infogrames £29.99 *****
56 (43) SUPER SCRAMBLE SIMULATOR
Kixx £9.99 **
57 (45) SUPER HANG-ON
The Hit Squad £7.99 ****
58 (NE) BUDOKAN Electronic Arts £25.99 ***
59 (NE) SPIRIT OF EXCALIBUR
Virgin £29.99 **
60 (57) CLASSIC FOUR Energize £6.99 ** 
61(50) OPERATION WOLF
The Hit Squad £7.99 ****
62 (35) R-TYPE The Hit Squad £7.99 ***
63 (67) POWERMONGER
Electronic Arts £29.99 *****
64 (34) DALEY THOMPSON S OLYMPICS
The Hit Squad £7.99 **
65 (NE) SUPERCARS II
Gremlin £19.99 ***
66 (NE) A10 TANK KILLER
Sierra On-Line £34.99 ***
67 (78) VIGILANTE Kixx £7.99 *
68 (72) SUPER GRAND PRIX
Code Masters £9.99 **
69 (NE) PREDATOR II Mirrorsoft £25.99 **
70 (NE) VIOLATOR Code Masters £7.99 ***
71 (63) SWITCHBLADE Kixx £7.99 ****
72 (44) GAUNTLET II Kixx £7.99 ****
73 (90) AXEL S MAGIC HAMMER Kixx £9 99 **
74 (88) TEENAGE MUTANT HERO TURTLES
Image Works £24.99 *
75 (27) WONDERLAND Virgin £30.64 ***
76 (NE) ENGLAND CHAMP SPECIAL
Grand Slam £25.99
77 (30) MOONWALKER Kixx £7.99 *
78 (29) BRAT Image Works £25.99 ***
79 (56) AFTERBURNER The Hit Squad £7.99 *
80 (31) POWER UP Ocean £29.99 ****
81 (NE) STRIKE FORCE HARRIER
Mirror Image £9.99 **
82 (NE) BLUE MAX Mindscape £29.99 **
83 (NE) WAR ZONE Prism Leisure £2.99
84 (NE) WIZBALL The Hit Squad £7.99 ****
85 (58) TOP CAT Hi-Tec £6.99 **
86 (48) LAST NINJA 2 The Hit Squad £7.99 **
87 (86) HOTSHOT Kixx £7.99 ***
88 (69) 3D CONSTRUCTION KIT
Domark £49.99 ****
89 (91) TRACK SUIT MANAGER
Alternative £7.99 **
90 (NE) ESWAT
US Gold £24.99 *
91 (NE) STRIP POKER AND DATA DISK
Anco £19.99
92 (NE) CRICKET CAPTAIN
D&H Games £24.99
93 (66) THE BARD S TALE 3
Electronic Arts £25.99 **
94 (NE) INTERCEPTOR
Classic Collection £10.99 ****
95 (82) YOGI AND THE GREED MONSTER
Hi-Tec £7.99 **
96 (79) OUT RUN Klassix £7.99 **
97 (89) PRO TENNIS TOUR 2
Ubi soft £24.99 ****
98 (73) FC MANAGER
Energize £6.99
99 (71) MOONSHINE RACERS
Millennium £29.99 **
100 (96) POWER PACK
Beau Jolly £24.99

3D Construction Kit- chartable? 

extremely popular over a two 
week period, and then everyone 
forgets all about it. We expect 
this to still be popular in a year’s 
time. You have to remember that 
this is more of a utility than a 
game.’ She pointed out that it is 
often being bought in stores not 
audited by Gallup.

Since the chart is not 
representing the program in a fair 
light, one wonders if it should be 
represented at all?

WHO’S WINNING?
You’re probably getting real sick 
of hearing about how much the 
summer sucks for games, but 
when titles such as the top two 
are cleaning up, the argument 
doesn’t really hold water. This 
month’s chart is split almost 
exactly 50/50 between full price 
and budget games, with most of 
the cheapos languishing in the 
less fashionable regions at the 
bottom. Gallup reckons the 
budgeteers will be making more 
of an impression as the weather 
improves and names like Code 
Masters, Kixx and The Hit Squad 
could feature even more 
prominently next month.

THE AMIGA 
POWER 
CHARTS: HOW 
THEY’RE 
WORKED OUT
• The Amiga Power charts are put 

together for us by Gallup (the folk 

who do the BBC pop charts among . 

many others) based on a continuing 

survey of sales in a wide cross 

section of shops up and down the 

country - both independent computer 

stores and large chains like WH 

Smith. As such they’re the most 

comprehensive charts it’s possible to 

bring you. Doing thing’s so 

comprehensively takes time, though 

- the chart above relates to sales 

during the May/June period.

• There’s no dividing the charts into 

‘Budget’ and ‘Full Price’ sections for 

us - we’re sure you’re perfectly 

capable of doing that for yourselves if 

you want to - so the list you see here 

includes games at every price point. 

This way, you can see just how 

important budget sales are to the 

overall market - at this time of year, 

with few big name titles being 

released, very important indeed.

• Each game is rated out of five stars 

(five red stars for the really, really 

excellent ones) using the same system 

as in The Bottom Line, to give you 

some idea of how good the things that 

are selling really are. Games which 

don’t get any stars aren’t necessarily 

total rubbish - they just happen to be 

the ones we’ve never really played, so 

can’t properly comment on. Having 

said that though, there has to be a 

reason why nobody in the office has 

ever found it within themselves to sit 

down with them, hasn’t there..?



f * ERE PAL, DID YER KNOW THERE'S A BRAND NEW Ly 
| ~7COMIC COMIN' OUT SOON?....WELL THERE IS, )
f^N’ IT AINT LIKE YER ORDINARY PONCY ]____

( CHILDRENS RAGS!) 
(IT'S GONNA BE THE FIRST ALTERNATIVE COMIC)

1 (FER KIDS!.___ UP TER DATE, WIV IT, HIP, COOL,)
(WICKED ETC....'N' IT'S MEGA FUNNY, WELL IT'S)

1 (BOUND TER BE COZ IT'S GOT ME INNIT!E 
f SO YER BETTER BUY IT.___ OR ELSE I'LL COME)

¿ROUND 'N' PUNCH YER LIGHTS OUT.----- RIGHT!)

UK DISTRIBUTOR: COMAG - 0895-444055
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S MOST POWERFULL* ZER-UTILITY CARTI

Matt

A2000 VEWSi!@N J|
AVAILABLE 1
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AwHJaCTION REPLAY SIMPLYfe^UGS INTO THE EXPANSION PORT 

YOU THE POWER T|©  FREEZE MOST ANY PROGRAM. TH

JUST LOOK AT THE UNMATCHED RANGE OF FEATURES

Colin

Mark’

A
M

IG
A

 PO
W

ER
 AUGU

ST
 19

91

C SAVE THE ENTIRE PROGRAM IN MEMORY TO DISK
Special compacting techniques enable up to 3 programs to fit on one disk. 
Now saves directly to disk as Amiga Dos > reloads independently of the 
cartridge • even transfer to hard drive! Works with up to 2 Megs of Ram « 
even 1 Meg Chip Mem (Fatter Agnus).
C UNIQUE INFINITE LIFE/TRAINER MODE - NOW MORE POWERFUL 
Allows you to generate more and even infinite lives, fuel, ammo, etc. 
Perfect as a trainer mode to get you past that “impossible" level. Very 
easy to use.
r IMPROVED SPRITE EDITOR
The full Sprite Editor allows you to view/modify the whole sprite set 
including any “attached" sprites. RANGE OF IMPROVED FEATURES, 
f VIRUS DETECTION
Comprehensive virus detection and removal features to protect your 
software investment. Works with all presently known viruses.
C SAVE PICTURES AND MUSIC TO DISK
Pictures and sound samples can be saved to disk. Files are saved 
directly IFF format suitable for use with all the major graphic and music 
packages. Samples are displayed as screen waveform.
C SLOW MOTION MODE
Now you can slow down the action to your own pace. Easily adjustable 
from full speed to 20% speed. Ideal to help you through the tricky parts! 
f RESTART THE PROGRAM
Simply press a key and the program will continue where you left off.
C FULL STATUS REPORTING
At the press of a key now you can view the Machine Status, including Fast 
Ram, Chip Ram, RamDisk, Drive Status, etc.
C POWERFUL PICTURE EDITOR
Now you can manipulate and search for screens throughout memory. 
Over 50 commands to edit the picture plus unique on screen status

"overlay” shows all the information you could ever need to work on screens. 
No other product comes close to offering such dynamic screen handling of 
frozen programs!!
t MUSIC SOUND TRACKER
With Sound Tracker you can find the complete music in programs , 
demos,etc. and save them to disk. Saves in format suitable for most track 
player programs. Works with loads of programs!!

AUTOFIRE MANAGER
From the Action Replay II preference screen you can now set up autofire 
from 0 to 100%. Just imagine continuous fire power? Joystick 1 and 2 are 
set separately for that extra advantage!
< DISKCODER
With the new “Diskcoder“ option you can now 'tag* your disks with a unique 
code that will prevent the disk from being loaded by anyone else. 'Tagged** 
disks will only reload when you enter the code. Very useful for security.
C PREFERENCES
Action Replay II now has screen colour preferences with menu setup. 
Customise your screens to suit your taste. Very simple to use.
C DISK MONITOR
Invaluable disk monitor - displays disk information in easy to understand 
format. Full modify/save options.
G DOS COMMANDS
Now you have a selection of DOS commands available at all times * DIR, 
FORMAT, COPY, DEVICE, etc.
C DISK COPY
Disk Copy at the press of a button - faster than Dos Copy. No need to load 
Workbench - available at all times.
C BOOT SELECTOR
Either DFO or DF1 can be selected as the boot drive when working with 
Amiga Dos disks. Very useful to be able to boot from your external drive.

PLUS A MACHINE CODE FREEZER MONITOR WITH EVEN MORE POWER!!
LVLN MGRF FEATUHRC INCLUIjINCs ftO CGLUMK’ DISPLAY ARD 2 WAY SCROiXING 
c Full M68000 Assembler/Disassembler r Full screen editor C 
frozen picture r Play resident sample C Show and edit all CPU registers and flag c

Load/Save block C Write String to memory C Jump to specific address r Show Ram as text C Show 
Calculator G Help command <F Full search feature Unique Custon Chip Editor 

allows you to see and modify all chip registers - even write only registers c Notepad r Disk handling - 
show actual track, Disk Sync, pattern etc. C Dynamic Breakpoint handling C Show memory as HEX, 
ASCII, Assembler, Decimal C Copper Assemble/Disassemble - now with suffix names 
REMEMBER AT ALL TIMED YOU ARE INTERROGATING THE PROGRAM IN IT'D "FROZEN" STATE 
WITH ALL MEMORY AND REGISTERS INTACT - 
INVALUAELE EOR THE DEBUGGER OR JUST THE INOUISITIVEI

WARNING 1988 COPYRIGHT ACT WARNING
Datei Electronics Ltd., neither condones nor authorises the use of it's products for the reproduction 

of copyright material.
The backup facilities of this product are designed to reproduce only software such as Public Domain material, 

the users own programs or software where permission to make backups has been clearly given. 
It is illegal to make copies, even for your own use, of copyright material, without the express 

permission of the copyright owner, or the licencee thereof.

TELEPHONE [24Hrs] | 0782 744707 CREDIT CARD ORDERS
ORDERS NORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO.... 

pn da  ret. >-><-'■!*/)»>>>*■ /
GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND.

FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324
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E REVIEWS

JUST WHO DO WE THINK WE ARE? I!
MATT BIELBY
Matt’s been spending most of this month in a series of one day 
meetings or out on the road visiting game developers, leaving 
little time for reviewing. He has, however, found space to get his 
mind around a few of the simpler things we’ve received lately - 
‘It’s all my brain can cope with at the moment,’ he confesses. 
His faves are platformers and ‘unusual, off-the-wall things.’

Matt’s been playing: ‘R-Type II, and Exile from last issue.’

GARY PENN
Gary’s not had much time for games this month - or 
anything else really. He’s been too busy putting together 
this issue’s giant cover-mounted Complete Control tips 
poster (in particular struggling away with every screen of 
Bombuzal). ‘I bloody hate the bloody thing!’ he told us, 
leaving little room for argument.

Gary’s been playing: ‘Jimmy White’s Whirlwind Snooker."

COLIN CAMPBELL
Colin Campbell - deputy editor and Jean-Claude Van Damme 
fan - has taken over True Stories and compiling the disk from 
this month on - tasks everybody else hated which seem ideally 
suited to his talents. Outside work he’s been walking his new 
dog and falling-off his ‘lovely’ Vespa scooter. He likes sports 
games, platformers and ‘everything-must-die games.’

Colin’s been playing: ‘Manchester United Europe and Toki."

Welcome to the AMIGA POWER game reviews, twenty 
five pages packed to bursting with, erm, game reviews. 
Summer’s still with us, and the number of releases

MARK RAMSHAW
Mark Ramshaw is AMIGA POWER’S long-suffering production 
editor, though that doesn’t seem to stop him spending a fair 
amount of time playing games. His parents run a Sunderland­
based computer shop, so his games knowledge goes way back, 
though it’s adventurey arcade things, user-friendly FRPs and 
ultra-violent Williams coin-ops that mainly (ahem) light his fire.

Mark’s been playing: Llamatron and Monkey Island."

STUART CAMPBELL
Stuart, the software industry’s favourite (hem hem) reviewer, 
started life in fanzines, in particular the rather odd ‘Between 
Planets.’ In his spare time he’s taken over the weekly Gary 
Penn Gamesweek slot in New Computer Express. His favourite 
games are ‘ones where you battle against the enemies, not the 
control system or incompetence of the programmers.’ (Blimey!)

Stuart’s been playing: ‘R-Type II —  it’s seriously excellent.’

JONATHAN DAVIES
Jonathan has been struggling away at an extremely unfriendly 
assortment of obscure strategy games this month - games 
nobody else had the time or inclination to go anywhere near. 
Imagine his surprise, then, when a decent, big name product (in 
this case Huntei) slipped through our Anti-Jonathan Hate 
Campaign net. His favourite games are ‘really good 3D ones.’

Jonathan’s been playing: ‘Hunter, which is really good.’

RICH PELLEY
Teenage health freak and cutsie game fan Rich Pelley 
disappeared off the face of the earth this month, and for ages 
we weren’t sure where he’d gone. Had he found a new girlie? 
Could he be hiding out from somebody he owes money to? Or 
what? Then his copy arrived, and with it a message: ‘I’ve gone 
Inter-railing - see you next month.’ The mystery was solved!

Rich has been playing: ‘Exile (\ remember the BBC version).’

PAUL LYONS
Thrilled at Future Publishing’s recent acquisition of Mountain 
Biking UK (Britain’s - ahem - leading mountain bike mag), Paul 
has been spending every spare moment riding around on £3000 
worth of borrowed titanium-framed Marin (a very posh bike 
indeed). That doesn’t mean Amiga Format’s Assistant Editor 
hasn’t had time to look at the odd strategy product for us.

Paul’s been playing: ‘Eye Of Beholder (still), and Atomino."

SEAN MASTERSON
FRP fan Sean’s been a bit on the ratty side this month, and 
we’re not sure why. Up and down like a blooming yo-yo he is - 
sometimes jolly, sometimes snappy, but most often in that odd 
in-between mood where you’re not quite sure what he’s thinking. 
For safety’s sake, then, we’ve steered well clear of him for the 
past few weeks, which is why we’ve got nothing to write (Sorry).

Sean’s been playing: Dunno - none of us have seen him.

I.

Hunter- pushing the boundaries of 
3D graphics even further.

really deserving of the AMIGA 
POWER in-depth treatment 
remains fairly limited - thus 
we’ve got just five of those, 
starting over the page.
Then, on page 72, come the 
rest of the full prices - some 
good, some bad and some 
simply indifferent, but all given

a true AMIGA POWER once-over - with the budget and
compilation coverage following on behind at page 80.
Our Public Domain reviews get boosted to two pages
this issue, starting on 85, and then last (but by no
means etc) there’s The Bottom Line - almost 300 mini
reviews of every major full 
price Amiga release from 
the last year. The complete 
character assassination of 
the year’s worst - and praise 
of its best, of course - 
begins on page 95. 
And there we have it - 
simply the most
comprehensive, most flexible, most comprehensible 
and downright sexiest games review system ever 
devised. (Unless you think different of course, in which 
case you really should be writing in and telling us why).

better. R-Type II shows the way.

IN A NUTSHELL: THE AMIGA POWER 
SCORING SYSTEM (AND HOW IT WORKS)
Our reviewing ‘philosophy’ (for want of a better word) is fairly simple and 
self explanatory. Here’s a brief breakdown on how it works:

1) We never forget you’re being asked to fork out £25 or more for a full price game - 
it’s a lot of money, and we believe a product has to be really good to be worth it. Half 
baked ideas, cynical tie-ins and plain sloppiness just don’t cut it, which is why you’ll 
find our reviews quite possibly the toughest around. Compare the marks we give out to 
those of just about any other magazine - we think you’ll find our wider spread of 
opinion tells you a lot more about the games.

2} We believe a rating system should be simple, logical and understandable - to the 
extent that a sentence like this is one, which is setting out to try and explain it, should 
prove totally redundant. So we’ll stop right here.

3} We’ll nearly always broadly agree about whether a game is good or bad, but 
sometimes - just sometimes - opinions differ quite strongly. That’s when we run an ‘On 
the other hand...’ box, allowing a second reviewer to voice his or her (not that we have 
any girlie reviewers as yet) opinions as appropriate.
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4) Predictable we know, but there simply isn’t a point number four.
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!l After the perfection of last month’s Tok/, Activision make their bid for the title of

II LEVEL ONE

The first level of R-Type II 
isn’t too taxing. Beware 
level two though!

These spring up out of 
the poo! at the bottom 

the screen* Eventually 
they get bored and 
shoot at you, but they 
should really be 
splattered all ovAtj|£ 

wall before then, i • r

■
ally this section 
e choc-a-blocwith"’ 
aliens, but it’s their day * 
off today so they haven't

for some zapping.

Game: R-Type II 
Publisher: Activision
Price: £25.99
Author: Arc Developments 
Release: Late August I 
Early September

T
here was a bit of a scare when 
Activision UK packed their 
bags recently and disappeared 
into the realms of history - 

yes, it was sad to see such a famous and 
long established name go down, but more 
to the point what would happen to the 
various projects they’d commissioned? For 
a while it looked like many eagerly awaited 
games wouldn’t see the light of day at all, 
but slowly they started to crop up with 
various other publishers - Exile at 
Audiogenic, the upcoming Realms and 3D 
Snooker at Virgin - and the Activision 
name itself resurfaced under the protective 
wing of Paris-based The Disk Company. 

And now the first releases from the

ARC WELDING AND MAKING HIT CONVERSIONS
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new Activision are starting to come out - 
Beast Busters (see elsewhere this issue) 
and this one, R-Type II. It’ll be coming 
your way in the late summer, and if I were 
you I’d start saving my pennies up right 
now, because this is simply the best 
arcade game I’ve seen on the Amiga in my 
life. Not only that, it’s just about the best 
one I ever expect to see, because I can’t 
imagine how a coin-op could be converted 
better than this. But back to the start.

R-Type //was the arcade sequel to 
one of the most popular scrolling shoot- 
’em-ups in the history of video-gaming, 
and on first appearance was the subject of 
some disappointment. The look and feel of 
the game was very much that of the 
original with a few largely cosmetic tweaks 
- it seemed more like extra levels to the
first game than anything else - but on 
playing it it became clear that this was a 
superb game in itself. It was nonetheless 
only a minor success, and you won’t see 
too many in arcades these days.

Fusing together all the disparate elements 
that go to make up a successful coin-op 
conversion isn’t a job for faint hearts. 

Programmers Arc Developments have a fairly 
low-profile history in the Amiga games world 
(they certainly aren’t one of the big names like 
the Bitmaps or Bullfrog or Core or even Probe), 
despite a record which already includes some 
pretty impressive arcade ports (Forgotten 
Worlds, Crack Down and Dragon Breed, to 
name three). Nonetheless, Activision handed 
them this tough job, so I had a word with Paul 
Walker (graphics and general direction) about 
how they coped with it.

AP: So, just how did you go about tackling the conversion? 
Did you have any help from Irem (the coin-op people) at all? 
AD: What we got from Irem was laser-printed sheets of all 
the game’s backdrops and single sprites of every character. 
This meant that we had to do all the character animations 
for ourselves (we’d have one basic sprite to work from, but 
it might have 64 further frames of animation and we’d know 
nothing about them). We also had a coin-op from which we 
taped the tunes and FX (via a built-in sound test facility), 
and then sent it to Martin (Walker, sound and music) to turn 
into Amiga sounds.

AP: Did you fit everything in? We haven’t spotted anything 
much missing - it must have been a tight squeeze.
AD: You haven’t and you won’t! Absolutely everything from 
the arcade machine is in there, we didn’t skip a single bit. 
Part of the reason the job took us so long (8 months just for 
the Amiga version) was that we kept thinking about cheating 
on bits, missing out certain parallax sections and so on, but 
then we’d come up with a way of doing it properly and we’d 
have to scrap whole sections of code and start over again.

AP: Did you make any changes? (For example, Ocean 
France actually improved on the parallax scrolling of the 
arcade version of Toki in their Amiga conversion).
AD: No. We took our job as being to replicate the coin-op as 
perfectly as we could, and that’s what we’ve done.

AP: Is there anything about the finished article that you’re 
unhappy with?
AD: Honestly, no.

AP: And do you think this is the best arcade-to-Amiga 
translation there’s ever been?
AD: Well, yes and no. I think our earlier conversion of Crack 
Down for US Gold was just as good, but it didn’t get a very 
good reception because of complaints people made about 
the actual arcade game. The original might have been 
flawed, but our conversion of it was absolutely perfect, and 
the same goes for R-Type II. I don’t think you’ll ever find a 
copy more true to an original coin-op than either of those 
two - they just can’t be bettered.
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‘best arcade conversion’, with the most single-minded blast-’em-up of them all.

Just like in R-Type, you start off in 
space with a few squadrons of cannon- 
fodder aliens speeding towards you. If 
these give you any trouble, give up.

And here's your chance to be re-umjed 
with the R-Type (the remote device that 
attaches to your ship) itself. Zap the pod­
carrying ship, pick it up, and you're away.

■4k

~ 4)

Th^se ceiling and ,floor-
' Imounted emplacements spew out 

Jarge numbers of suicide ships, but 
wjjh thp R-Type moUpted on the front 
youcan^ulldoxe fh<What you need is some extra speed. 

And wouldn't you know it, that's 
exactly what this friendly chap’s going 
to give you - after you've shot him.

harmless. First,

we met before?

What could be more fortunate, then, 
than the news that Activision were 
producing an Amiga version for you to play 
in the comfort of your own home? Well, 
plenty of things if it 
turned out like so many 
coin-op conversions - a 
half-hearted attempt at a 
quick cash-in from the 
legions of arcade 
devotees who’ll buy the 
name first and worry 
about the quality of the 

‘I can’t think 
of a single 
thing that’s 
wrong with 
fl-Type IF

game later. It hasn’t of course, but why? 
So just what is it that's so damn good 
about this one?

Ooh, pretty much everything, really. 
This might sound 
silly but I can’t 
think of a single 
thing that’s wrong 
with R-Type II, at 
least not if you 
take it for what it 
is, a coin-op 
conversion.

(Rather than moaning, say, about a lack of 
depth or new ideas or any of that old guff. 
And anyway, Rainbow Islands was a coin­
op conversion, and it’s the best Amiga 
game ever - official - so there just isn’t a 
problem there.) Purely on those terms, 
you’d have to give it 100% because as far 
as I can see it’s flawless.

Of course, since this is AMIGA 
POWER (and also seeing as this is the 
real world), it’s not going to get 100%, so 
let’s have a go at seeing where it does 
lose some marks.

NIT PICKING AND HAIR
oni ITTINP OkaV’wel1 first theres Orll 11 inU the difficulty. R-Type II is 
undeniably a tough old bast of a game, 
and it’s a level of toughness that may well 
deter 50% of Amiga game players straight 
away. Level one isn’t too bad, but to get 
very far through level two you’re going to 
have to be very good, very persistent, and 
very lucky, all at the same time. Personally 
I think the difficulty is judged just right (I’m 
sick of games that you can finish in a ->

R-TYPE MEETS R-TYPE II - THOSE GAME SIMILARITIES IN FULL
hat’s immediately obvious about R-Type II is that nearly all the levels are basically variations on the themes of the ones in 
the original R-Type. Not too sure what we're on about? Then take a look below and you'll see exactly what we mean...

Whereas level three is the 
most strongly reminiscent 
of the original, containing 
dirty great mother ships 
which you have to fly 
around and blow bits off, 
corresponding to same 
level in the first game.

We get back into 
sequence now, with the 
fifth level of R-Type II and 
the fourth level of R-Type 
also tying broadly 
together. Monster aliens 
shoot across the screen, 
leaving obstacles behind.

R-Type Ifs fourth level will 
strike a chord in anyone 
familiar with level six of R- 
Type. The big mazes with 
moving blocks and narrow 
manoeuvering spaces 
make timing of the 
essence in both games.
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day, or ones that give you infinite or 
ridiculously high numbers of credits, so 
that completing it is a test of endurance 
rather than skill), but some people won’t 
like it, so a couple of marks off there.

Next comes the equally undeniable 
familiarity with the first R-Type. Again I 
personally like it, I think it gives a feel of 
continuity, but there are people who will 
feel it’s simply unimaginative. One mark 
off for that.

The fifth end-of-level boss is protected by 
this incredibly sneaky and devious set-up. 
When you shoot the girders they rotate 
around and put a whole new complexion 
on your movement space. Easy on the fire 
button!

‘This is 
simply the 
best arcade 
game I’ve 
seen on the 
Amiga in my 
life’

There’s also the fact that - close as it 
is - it isn’t an exact physical 
representation of arcade R-Type II. The 
screen isn’t quite as deep, limiting the play 
area (most noticeable on level three) and 
coupled with the fact that everything’s 
slightly slower it actually makes certain 
sections of the game noticeably harder to 
complete. Two marks off there.

More worryingly, there seem to be a 
couple of minor bugs. When playing the 

And here’s the R-9 itself, lookins polished- 
up and ready for battle.

game with a hard drive plugged in, some 
of the aliens can be caught right in the 
middle of a full-force explosion, yet when 
the dust clears they’re still alive. This 
caused a bit of a problem once with the 
end-of-level two boss, and (although it 
happened only once) it would still be 
incredibly annoying if it happened to you, 
especially considering what a bitch level 
two is to get through anyway. On the very 
rare occasions when it does crops up, 
this is a serious flaw, so five marks down 
for that.

Lastly, there’s, urn... Well, there’s 
bound to be something I haven’t thought of 
yet, so let’s take a couple of extra percent 
off just to be on the safe side. And where 
does all that leave us? It looks to me like it 
leaves us at the bottom of the review... • 
STUART CAMPBELL

UPPERS Perfect conversion 
of a game that was pretty damn 
fab in the first place, and one of 

a fairly rare breed, a shoot-’em-up with
real lastability.

DOWNERS Very minor bug 
problem, and for some people the 
overall feeling of déjà vu.

THE BOTTOM LINE
Magnificent effort from Activision and Arc,
that puts other horizontally­
scrolling blasters (and most 
other arcade games) well and 
truly in the shade.

-TYPE AND B-TÏPEII - THOSE GAME DIFFERENCES IN FULL
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There’s no denying it, R-Type II is a very similar game to its 
predecessor, but - hey! - it’s not a crime to look like R- 
Type, is it? The question is, is R-TII just a lazy rehash of the first 

game (now available for £7.99 from The Hit Squad, bargain 
fans), or does it add and improve on it to the extent that It's 
worthy of consideration on its own merits? To find out, we ran the 
two games on a couple of Amigas side-by-side and put a series 
of comparisons into operation.

NUMBER OF LEVELS
R-Type - 8 R-Type II - 6
So the original wins out on sheer quantity, and indeed nearly all the levels in R- 
Type II are based to a greater or lesser extent on levels from R-Type. All the 
same, the sequel packs more action into its smaller space, there’s barely an inch 
of scenery that isn’t bristling with offensive enemy weaponry.

AUTHENTICITY
R-Type - 5 R-Type II -10
The original game made a few concessions when it was ported across to the 16- 
bits - as well as losing the arcade’s lovely parallax backdrops, several of the 
aliens were significantly less formidable than their coin-op counterparts 
(particularly on level 6), and the programmers fiddled around a bit with some of 
the movement patterns (particularly on level 3). R-Type II, by comparison, is 
simply a flawless conversion. As far as I know there isn’t a single thing missing 
from it, right down to the attract sequence.

WEAPONRY
R-Type - 8 R-Type II - 9
The first R-Type had one of the most impressive arrays of bolt-on armaments 
ever seen in an arcade game, and the sequel doesn’t mess around too much with 
the winning formula. The only additions are a couple of different types of 
missiles, and an extra double-powered-up beam weapon, but the original system 
was so good (a weapon for every occasion, and sometimes having the right 
device - which might have been next to useless two screens earlier - could make 

all the difference between a glorious triumph and a horrible disaster) that to 
muck about with too much new stuff would have simply detracted from the classic 
simplicity and flexibility of what was already there.

CHALLENGE
R-Type - 8 R-Type II - 10
This mark refers not just to how hard the games are, but to how things are made 
difficult for you (ie is successfully playing the game totally a function of skill, or is 
there a significant degree of luck involved?). R-Type does pretty well here, it’s 
only real drawback being that if you lost your power-ups at certain stages of the 
game, you really didn’t stand a snowball’s chance of progressing any further 
armed only with your bog-standard laser. In R-Type II, though, the game is 
excruciatingly tough without ever making you feel that you’ve been cheated. 
Restart points after losing a life are nearly always situated very close to power-up 
opportunities, and if you’re good enough you should never be hopelessly stuck. 
The level of challenge is just about the best-judged and most compulsive I’ve ever 
come across.

AESTHETICS
R-Type - 5 R-Type II -10
As previously mentioned, R-Type sacrificed the backdrops in a quest for speed, 
but in doing so lost a lot of the feel of the coin-op. Also, sound was a choice 
between music and effects, which is always a disadvantage. R-Type II, on the 
other hand, manages to pull both off simultaneously, and also holds onto the 
background graphics for a truly realistic arcade experience.

TRAIN COUNT
R-Type - 0 R-Type II - 0 
Neither game has any trains in it whatsoever.

So, adding up those marks in time-honoured fashion, we find the scores coming 
out at:
R-Type - 34 R-Type II - 45
Or, if you prefer, 68% against 90%, which is in anyone’s book a pretty damn 
significant improvement. R-Type II isn’t just some extra levels tacked onto the 
first game, it’s a monster arcade blasterama in a league all by itself.
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500 or C64, who better to turn to than 
The National Repair Centre.

For all repairs to your computer, one low 
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GAME REVIEWS JIMMV WHITE’S WHIRLWIND SNOOKER

A FRAME WITH TOM

Most people will have a much better 
time playing their pals, but there are 
four computer opponents to practice 
on. Jimmy (as in Whirlwind White) is 
one of the hardest, and it’s hardly 
worth taking him on until you’ve got 
this game sewn up. Tom is the monkey 
of the crew, but even he’s quite a nifty 
ball player.

Tom breaks off and nudges 
the pack aside« The 
computer camera has 
swooped over the pack in 
order to show how it has 
been disturbed, although 
you can pick just about any 
angle you fancy«

Behind and above view of 
the early situation« Looks 
like I'll have to clip the 
pack, and play safe« Plenty 
of top and a touch of right 
is required (by clicking on 
the cue-ball control icons), 
and lashings of pace.

Oh dear, I’ve got mixed up 
in the pack, and allowed 
Tom to run amok among 
those reds« Like watching 
snooker on TV, this is not as 
easy as it looks. If you can 
make breaks of about ten 
within the first hour of play 
you’re doing well.

Tom has edged the red into 
the top right pocket, and is 
moving onto the low-rent 
colours. He’s using the bar 
along the top icon, but I 
prefer the other option of 
icons bunched up at the 
side.

The white line indicates the 
travel path of the MIDDLE of 
the ball, but the edges 
could clip that red, and cost 
a four point penalty. It’s 
always wise to look at the 
situation from as many 
angles as possible. This also 
helps to plan for the next 
shot.

By holding onto the left 
mouse button when taking 
the shot the game camera 
follows the cueball. It looks 
like I’m quite safe with that 
brown after all.

With only one red on the 
table it’s time to get nasty, 
and play some snookers. 
This can be enormous fun 
against your ’friends* who’ll 
soon be howling with rage. 
Cue ball control has always 
been pretty dismal in 
computer snooker. Here it’s 
exactly as you would expect 
- bloody difficult.

Tom has left the white on 
the cushion (I’m playing the 
yellow). The cueball control 
icon will only let you play 
the top of the ball so whack 
on loads of chalk, and hit it 
firmly (but not too hard, or 
it’ll be a miscue).

I’m still chasing the blasted 
yellow, and now I’ve been 
(unluckily) snookered. By 
clicking on the white line 
icon, and pressing the right 
hand mouse button, you can 
see the projected path of a 
ball after it has bounced. 
However, this won’t show 
you the effects of giving the 
ball side spin.

I’m being beaten soundly, 
so it’s time to get horrible. 
The general idea here is to 
clip the yellow into that 
pack of colours, and leave 
the white at the bottom of 
the table.

From the creator of IK+ comes a simply astounding 3D snooker game. Could this

JIMMY WHI 
WHIRLWIN
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Game: Jimmy White’s 
Whirlwind Snooker
Publisher: Virgin
Price: £24.99
Author: Archer Maclean 
Release: September

A
t four o’clock in the morning, 
having played ten frames 
(and about 12 solid hours 
worth) of this game against a 

mate of mine I finally came to the 
conclusion that this was by far the most 
impressive sports simulation I had ever 
seen. In fact, it’s something that had been 
pretty obvious from the word go - I’d just 
refused to allow myself to really believe it 
up ’till then, scared that I’d turn out to 
be wrong.

Snooker, eh? We’ve all enjoyed a 
few frames of snooker in the past, I’ll bet, 
and we’ve all cabbaged in front of the telly 
watching some gangly youth make millions 
from potting balls, so we all know pretty 
what to expect from a snooker simulation. 
There’ve been plenty of them, on just 
about any machine you could mention, 
over the years too - the trouble is, we’ve

never seen anything yet which even 
approached adequacy.

Until now that is. It really is hard to 
see how this could get much better. For 
snooker fans, it’s about as close as you’ll 
ever get to actually owning a 12 foot table 
of lead and baize and having it installed in
your living room. 
That’s not all it can do 
though - Jimmy 
White’s Whirlwind 
Snooker has many 
more tricks up its 
sleeve too, though 
we’ll get to them in a 
moment.

But first, the real acid 
test of a snooker game 
- ball movement.

View the table any way you please, but 
putting balls in pockets is no breeze.

Often you’ll see computer pool, billiards 
and snooker games in which balls seem to 
fly around at silly speeds before eventually 
slowing down in uncomfortable jutters. 
Here the balls slow down languidly, and 
naturally. Unlike a few early computer 
snooker attempts, they don’t quiver as 
they sit there without being touched either.

The control method is equally 
impressive with a subtlety of angle 
calculation and strike that is impossible to 
fault. You could play this for ever and 
never be able to claim that the program 
was to blame for a dodgy shot.

Players work from a set of on-screen 
icons, or they can 
use the keyboard. 
Lining up a shot is a 
simple matter of 
hitting the cueball 
icon (and therefore 
being transported to 
behind the white), 
and swinging the 
cue around in order 
to line up. Here, you 
can use the swing 
icon, or the arrow

keys on your machine. Exactitude is 
achieved with the help of a white guiding 
line indicating the ball’s expected path.

Then you can control the speed of 
cue action (to a remarkably fine degree), 
before adding side spin, top or stun. Then 
just press the central ball icon, and watch 
the results of your calculations.

So what’s new? Well, yes, these 
controls are to be found in just about any 
snooker game you could care to mention, 
but the difference here is that this time it’s 
actually worth taking your time over shots, 
with the confidence that your actions will 
result in a something which, as far as the 
laws of physics go, is without fault.

That’s not all there is to it though, as 
we touched upon before - the game 
actually contains a whole host of other 
features too complex to go into here (and 
anyway, I don’t want to spoil your fun - 
half the joy is in finding out just what you 
can do with this baby). Fiddling around 
with the Trick Shot screen is especially 
enlightening - you can (at least try) to get 
away with all manner of manoeuvres.

Another wildly impressive feature is 
the game-view option, which allows you to 
zoom around the table at will. You can do 
this simply by moving the mouse about on 
screen, or by using the icons, or even the 
keyboard. Movement is, just possibly, the 
fastest thing yet seen in a 3D Amiga game 
- especially remarkable when you 
consider just how much hardcore number­
crunching is going on.
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This is the standard shootins 
screen style« The line 
indicates the projected path 
of the middle of the cueball, 
so tight angles and dips are 
a matter of judgement« This 
middle shot is simplicity 
itself, but following through

Hmmm, I’ve muddled 
through, and luckily, the 
brown is hovering over an 
inviting pocket« If you want 
to win with long shots you 
have to take your time« I got 
cocky with this one and 
missed completely«

Lining up another ambitious 
shot, this pot could pave 
the way to a tasty break«««

It’s worth getting a dose up 
of the ball just to check on 
your angles« Those funny 
faces appear randomly«

Tom is going to cut that blue 
into the right hand pocket« 
That shot would cause you 
problems because you can’t 
see the pocket while you’re 
lining up the shot A lot of 
swapping between view 
screens is required«

Slight angle shots are real 
nasty, mostly because they 
look relatively simple« At 
first even good snooker 
players will find their angles 
all over the place, but after a 
few frames you get used to 
the table«««

b always a danger«

Oh fiddlesticks (or 
something)« That so-called 
snooker attempt has set up 
the computer opponent for 
an easy pot« This is turning 
into a bit of a nightmare«

Now he’s played onto the 
green

And the brown« But he’s blown it Here’s my 
chance to play a skilled 
double into the middle 
pocket (otherwise known as 
a hit and hope shot)«

Adjusting the view height 
can give you a good idea of 
how best to strike tricky 
balls«

There must have been 
something wrong with my 
cue! Tom’s sixty points 
ahead and on the black« I’ve 
been well and truly stuffed« 
At the end of the game 
there’s a roar from the

be the best sports sim ever? You betcha!

crowd and applause a- 
plenty« It’s nice when you’ve 
beaten a friend, but 
extremely irritating when he 
has whipped you«

NOOKER
ARCHER MACLEAN SEEMS PRETTY PLEASER...
And who can blame him? We asked the 

man behind Whirlwind Snooker (and, 
incidentally, the excellent IK+ amongst others) 

how he put the game together:

‘It took me about two and a half years, on and off. The story 
behind it is pretty weird. When I first bought an Atari back 
in 1981 or so I was really impressed after playing this 
space shoot-’em-up game. That night I had a vivid dream 
about flying around a snooker table. I think it was a mixture 
of the excitement of this new computer and there being a 
lot of snooker on the telly at the time.

‘Anyway, the way the game is now so much like the 
dream, it’s uncanny. I always tell that story. Ha ha.’

How did you manage to get the ball movement to be so 
accurate?

‘It was a nightmare. The mathematics involved in getting 
balls to hit each other, with angles and so on taken into

account, are immense. I had to talk to friends who are 
more mathematically minded than myself. That’s such a 
small part of the game, and it took me two and a half 
months to perfect, but it was worth it. If you took a shot on 
a snooker table, and then the exact same shot on this 
game, the balls would react in exactly the same way.’

What pleases you especially about the game?

‘The speed of it. I don’t think there is another game that 
moves so fast. Also, you’ll find there’s so much you can do 
the more you play. Swerving the ball, for instance, is 
possible although not easy.’

So what’s next on the agenda?

‘I’m going to transfer this to the PC first, which will be a bit 
of a headache. And I’m also working on a pool version for 
the Amiga. That should include a number of different 
versions of the game - American, English and all sorts. With 
luck it’ll be something really special.’

No, but the good sides of this are so good 
that it seems a bit finickity to start going on 
about the faults. But, what the hell - this is 
a review after all. For a start, the sound 
quality isn’t quite there. Balls dropping into 
the pockets, for instance, sound far too 
clanky to be realistic.

I also had a real problem with the 
lack of statistics. If you’re going to transfer 
a game to computer you might just as well 
make use of the machine. It would have 
been splendid to see, say, a ‘percentage- 
of-shots-potted’ or average ‘get-out-of-a- 
snooker’ rate or, well, anything really. The 
stats they’ve actually provided are really 
quite inadequate.

There, that did sound finicky, didn’t 
it? To be honest, I don’t really want to 
knock the game at all. For having a great 
knock-about on at home this can hardly be 
beaten. Not only is it a work of admirable 
craftsmanship from programmer Maclean, 
it’s also one of those games that makes 
the Amiga worth buying in its own right. A 
gem. • COLIN CAMPBELL

UPPERS Possibly the most 
remarkable piece of games 
programming I ve ever seen.

Smooth, confident and, above all, lots and
lots (and lots) of fun.

DOWNERS Obviously, a 
waste of time if you hate snooker. 
Could have been enhanced with 

the addition of some engrossing statistics.

THE BOTTOM LINE
An essential purchase for anyone who
enjoys snooker - or simply 
good games. In pounds per 
entertainment hour, it can't be 
beaten. Not to be missed. 90 C-3
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GAME REVIEWS

oc
¿0 PITCHING/BATTING |

RBI TUJO BRSEBRLL

Spearheading a bit of a revival in computer sports, Domark’s

Going for that elusive home 
run in RBI Two Baseball.

Whenever a batman reaches a base, 
a little screen pops up, showing his 
location» Here we see a runner 
getting ready to go for home»

This minature representation of the 
scoreboard not only gives scores but 
also provides valuable information 
including the number of strikes, balls 
and men out» (The animated displays 
are thankfully not present)»

In addition to the statistics of the 
pitcher, this handy little information 
box also lets you know the velocity of 
the approaching ball»

And this cute little box shows the 
'runner currently kicking the sand at 
first base» He's just itching to make a 
run for it»

The guy in black is the umpire» Yeah, 
like the computer is really going to 

me cheat (Still, I guess it's nice to 
know he's there)»

When batting, wait until the ball 
this point before swinging 

the dub» With a bit of practice (and a 
lot of luck) you’ll be hitting home 
runs in no time (hem hem)»

This is the current batsman» He's not 
you'd call brilliant, with only 

one home run to his credit»

Game: RBI Two Baseball
Publisher:
Tengen/Domark
Price: £29.99
Author: The Kremlin
Release: Out now
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nee upon a time, Atari (or 
Tengen as they like to be 
known these days) produced 
a baseball game exclusively

for the Nintendo console, and as is the 
wont of software people, they 
subsequently got round to producing a 
sequel. Now their friends at Domark have 
produced a version of said sequel for the 
Amiga. Thus we have something a little 
strange - a sequel without a predecessor 
(on this format anyway). Mind you, 
considering the limited scope of baseball, I 
don’t expect we’ve missed out on much -1 
mean, just how different could they 
have been?

Once upon a time (part two), I 
loathed sports at school, but at least 
when the summer came round, and 
the old baseball equipment was 
dragged out it, I could savour a 
welcome respite from football and 
bloody rugby. Ah, happy days.

But enough of this - you want to 
know about the game. It’s not exactly 
simple, but I’ll give it my best shot...

BASEBALL IN THE MA|0R
IF A PI IF Leafin9 throu9h the bits and LlAUUL pieces bunged into the RBI 
Two box, the first thing to hit me was the 
amount of background stuff included. Not 
only is there a baseball cap (though it did 
actually look more like a cycling cap, but 
it’s cool anyway) to get you in the mood, 
but the manual goes so far as to give 
fourteen pages of player statistics (that’s 
the actual player rosters on twenty eight 
teams!) and even includes a lowdown on 
what task each guy (the batter, the pitcher, 
the baseman etc) actually performs in the 
favourite sport of our American friends. 
Very handy for heathens like me.

These aren’t dodgy trinkets designed 
to disguise a dismal game - they help the 
game shine even more. From the ‘Back To 
The Future’ inspired theme music and the 
presenter, with his cheesy grin fixed for 
the camera, to the in-game sequences 
with gruff speech samples, RBI Two 
Baseball oozes class. The game offers the 
usual one player against computer option, 
but it really comes into its own when there 
are two players, making it much more of a 
social affair.

The standard 3D view from behind 
the catcher is used for the main 

pitching/batting 
sequence (with 

‘Okay, I some pretty nifty 

admit it - ^¡mation), but 
once the ball is 
actually whacked, 
the view changes 
to an aerial one, 
panning over the

pitch to follow its progress.
Should this leave the main diamond 

pitch thing (or whatever the technical term 
is) out of view, the game helpfully super­
imposes a little scanner which charts the 
progress of the runners as they head for 
that home run. Although the characters

it’s very 
good.’

The fielder throws the ball back to first 
base, but the batsman manages to slide to 
safety just in time» Edge of the seat stuff»

The scoreboard. The scores are displayed 
at the bottom, while above titbits such as 
stadium attendance are shown.

Oh no» Another computer batsman knocks 
it for miles» It's all going horribly wrong»

are small in this view, they’re still move in 
a surprisingly fluid manner, sliding into 
home base and such like.

For practically every occurrence 
(home runs, being caught out, reaching a 
base safely, and so on), there’s a cute 
scoreboard display, just to give that 
stadium feel. Thankfully these can be 
skipped by a swift press of the fire button 
(handy after you’ve witnessed them for the 
zillionth time) or turned off completely 
(much more preferable).

In play, the success or failure of RBI 
Two Baseball kind of hangs on the various 
control systems used (as indeed most of 
these team control simulations do). Batting

A 'quiet* same. First strike , two batters 
out, and no home runs for either team.

is simply a matter of moving the guy, then 
pressing the fire button when the ball is 
thrown. This leaves it all down to timing, 
which works quite effectively (after about 
fifteen minutes practice). Still, the chance 
of some extra directional control would 
have been nice, and the hit rate is 
unrealistically low (for human players 
anyway). Pitching is a little more 
interactive, allowing for curve balls, fast 
balls, slow balls, and combination pitches. 
Then there’s the fielding and running 
(which is where I really begin to have 
problems) but more of that in a minute. All 
fielders run corresponding to joystick 
movement, so the trick is to work out just 
which fielder you should be directing. If it 
turns out that he’s not going to reach the 
ball in time, then chances are you’ve 
moved any other fielders several miles 
away. So, until a kind of latent instinct 
surfaces, actually getting hold of the ball in 
a reasonable amount of time proves a 
maddeningly tricky task.

Running between bases is another 
fairly automated affair (rather inevitably 
really). Other than getting the chance to 
force runners back to the previous base, 
or onwards to the next, things pretty much 
take care of themselves.o
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baseball sim hits hard and almost makes it a home run.

Contact! Ball hits wood with a 
satisfying thud. Hey, maybe this 
baseball lark isn’t really so hard 
after all!

zx |l| tu E Mark’s correct in saying that v m i h e RBI Two js a for 
OTHER baseball fans, but there are 
HAND enough of us to make this a 

■"" huge hit, and consequently I 

would have marked it some five to 10 percent 
higher. I too found the controls tricky to begin 
with, but mastering them is half the fun. Even then, 
RBI Two is one hell of a challenge, and it’s teeming 
with those little extras which make you want to 
continue playing into the small hours. The only 
downside I can see is the excessive subtlety of 
control with the batsman, which takes some 
practice, and not a few zero score innings. Still, 
after digging deep for £30, you don’t want to be 
lord and master of every North American baseball 
team overnight. I would urge all with a penchant 
for Centrefield glory to check this out. Plus, it’s 
especially good as a two player game...

- Colin Campbell

‘It has 
that

say that it 
doesn’t 
really excel 
in some 
areas. But it

Say cheese! Options abound in RBI Two 
Baseball.

LETS CALL A TIME OUT,
DAVO Time in fact for some gripes, the 
DU I u biggest of which has to be the 
ack of intuitiveness in the control system, 
particularly the fielding. Working out where 
the bleedin’ ball is going to land is bad 
enough, but it’s once you’ve actually got 
the thing in your mitts and try passing it to 
a base that the real nightmare begins. 
Frustrating? The concept of playing 
baseball with the disk was very tempting

Oops. This guy doesn’t seem to pleased 
that I forfeited the game.

for a few fleeting moments. This may be 
down to personal taste, but a choice 
between this and a more normal (to my 
mind anyway) point-in-the-general- 
direction-of-the-base and throw system 
would have been a boon.

My second gripe concerns the actual 
game time (though I admit defeat on 
finding a better alternative which adheres 
to the proper rules). With each game 
lasting a marathon nine innings each, and 
an even more daunting seven games per 

series, it would probably be less 
exhausting and time consuming to find a 
field and play the damn game for real. 
Seasons come and go, but the series still 
goes on (yeah, I’m exaggerating just a 
little bit). Now to me, these gripes seem 
fairly important, and they’ve coloured my 
overall opinion of the game somewhat, but 
I’ll be the first to admit that they are things 
which aren’t simply defined in terms of 
good or bad, but are perhaps more down 
to the tastes of the individual.

PITCHED AT THE SPORTS
FAN Much as I like the idea of playing 
I All out sports on a computer, there 
seem to be precious few which not only 
capture the flavour and underlying 
concepts behind a sport, but which are 
also very playable. Sure, RBI Two is slick, 
and it has that baseball ‘feel’ to it, but as a 
game in itself it just didn’t quite click with 
me, particularly in one player mode. That’s 
not to say I didn’t enjoy it. And that’s not to 

baseball 
‘feel’ to it, 
but as a 
game in 
itself it 
just didn’t 
quite 
click with 
me.’

comes
across as more of one of those luxury 
games (you know, the ones you ask your 
Granny for at Christmas) than one on 
which you’d be ecstatic about forking out 
£29.99.1 freely admit that it could well . 
down to me rather than RBI Two (I know 
several people who think that it achieves 
what it sets out to do perfectly), but for 
£29.99 I expect to get a game which will 
not only be fun to play for an hour or two, 
but one which I’ll come back to for weeks, 
maybe months to come. One which I’ll run 
around telling my friends about. You know 
the kind I mean.

It’s good. Okay I admit it - it’s very 
good. But it could never be mistaken for a 
classic. Me, I think I’ll find myself a nice 
shoot-’em-up to while away those hot 
summer nights. • MARK RAMSHAW
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WHEN THE CHIPS ARE DOWN - LIGHTEN UP
Let's take a closer look at some of those scoreboard sequences. Cute, slick but just that little bit 
repetitive, at least they can be skipped or disabled completely when you get bored. It’s just as well

UPPERS A nicely balanced 
learning curve, near perfect

0
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presentation, and fairly successful
interpretation of the mechanics of baseball 
make RBI Two Baseball a winner.

DOWNERS The controls (the 
heart of any sports simulation) 

V-X just aren’t intuitive enough. And
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that's what lets the side down (for me c
anyway). I’m also slightly dubious about 0
the longevity of the game. -1

THE BOTTOM LINE -1
<0

Only you know if this is your particular 
thang. If you need something

<0
.4

nicely frivolous to play J |J
between multi-disk epics, then I ”
RBI Two fits the bill nicely. 1 U i



GAME REVIEWS

Game: Hunter 
Publisher: Activision
Price: £25.99 
Authors: Paul Holmes, 
Martin Walker (sound) 
Release: September

I
’ve always kept myself to myself.
Hardly any chums at school (no-one 
seemed particularly interested in my 
collection of washing machine 

bearings 1955-75) and my best friend’s a 
gerbil. They even abolished telephone 
chatlines shortly after I started ringing 
them up. That made me an ideal 
candidate to join the secret service. I’d be 
able to sneak behind enemy lines

Somebody seems to have left this nice, shiny 
helicopter all alone» I better take care of it

Hurrah! Another enemy installation bites the dust Back to the 
copter for another spot of island-hopping*

rii

The excellent titles just keep on coming from the resurrected Activision, this time
■
II

‘There’s 
masses to 
do and heaps 
off things to 
discover’

completely unchallenged, and I wouldn’t 
be missed at home for months on end. 
My first mission was a bit of a failure, 
though. The beautiful blonde spy I was 
supposed to be seducing didn’t take too 
kindly to meeting Conan (my gerbil, who’d 
gone along for the ride) and did a runner. 
They didn’t ask me back.
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HE’S A MAN WITH A 
MICQinkl HunterS™ es you the rIluulUn chance to slip into the 
shoes of a man with a mission. And that 
mission is to make life as tough as 
possible for the enemy who, for 
unspecified reasons, have taken control 
of most of the map.

A quick perusal of the screen shots 
will reveal that the chap in question (he’s 
the one in green) is a blocky, 3D sort of 
character. As well as walking about he 
can also swim, although his talents as an 
all-round, secret agent sort of guy aren’t 
realised until he comes across some 
‘wheels’ (or, indeed, ‘rotors’) (or a ‘hull’). 
The place is littered with cars, lorries, 
tanks, boats, helicopters and all sorts of 
other forms of transport, all of which he’s 
perfectly capable of driving. Handy, that, 
when you consider the distances
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It’s about this time of day, that I like to so for a nice, refreshins swim. 
(It isn’t easy being a one-man army).

Today’s shoppins list: six fuel dumps, four radars, four forts 
and one HQ to so (up in smoke).

Left: Oh look, a helicopter. Let’s 
dump those wheels and take to the 
skies.

in the form of an epic multi-vehicle arcade adventure.

concerned and that fact that the map 
consists of lots of little islands with water 
between them.

So we’ve got some fairly corking 3D 
graphics, a huge map and plenty of ways 
of exploring it. What next? Well, there’s a 
selection of missions available to be 
tackled, so the best thing to do is pick one 
and go on it.

The exact nature of the mission 
depends, really. There’s the main one, 
which is an all-singing, all-dancing action 
adventure in which you’ll have to apply 
your brain cells as well as your trigger 
finger, and then there are a series of 
subsidiary ones (practice missions, if you 
like) which will be of more appeal to 
military minds.

Whichever you choose, taking the 
right equipment is a must. Happily, all the 
essentials, like a map, a radar unit, a 
clock and a range of weaponry, can be 
found fairly close to the HQ where you 
start, while your supply of ammo can be 
topped up from the stores before you

‘Hun lei's a 
game that’s 
hard to fault’

AND HERE'S A QUICK TIP (YES, ALREADY!)
Well, I just thought I’d slip one in. If you’re in a tank or something and you find yourself getting chased by enemy tanks, the 
best thing to do is stop the engine, jump out and attack them with a bazooka or gun. They’ll only attack you when you’re 
actually in your tank, so the second you get out they’ll stop firing and drive off or start going round in circles.

leave. You’ve a formidable range of kit at 
your disposal, including a hand gun, 
grenades, a bazooka and some timed 
explosives (which you can fix to things 
and run away). If all that’s not enough, 
climbing aboard a tank or helicopter will 
give you access to even more.

If you’re stranded in the middle of nowhere with the enemy 
closing in from all sides, an aerial observation unit can be 
launched to give a bird’s eye view of your surroundings. 
Various features can then be highlighted.

*
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Why bother collecting weapons, ammo and equipment 
when you can just stroll in here for them? Because there’s 
only one Stores, and it’s right next to your base, 
somewhere you won’t be visiting terribly often.

The map’s indigenous population tends to make its 
presence felt: vultures hover expectantly overhead, 
seagulls tend to get crushed undertrack, bulls are easily 
provoked and rabbits and ducks make a tasty treat.

And if all else fails...

MAKING (NOT SO) SOCIAL 
PAI IQ If you begin to run low on 
uALLu anything you’d better start 
sticking your head round a few doorways. 
The landscape is packed with buildings of 
all descriptions: houses, power stations, 
lighthouses, hangers, you name it. If 
you’re lucky you might hit upon a stash of 
enemy equipment, or perhaps someone 
with something useful to tell you (although 
you might have to bribe them first).

Opposition comes in the form of 
everything from foot-soldiers (who are 
best squashed) to tanks and helicopters, 
backed up by anti-aircraft guns and 
missiles. Some pretty heated battles can 
ensue with, for example, you taking out a 
fuel dump with a helicopter, getting shot 
down, crash-landing, leaping into a 
nearby armoured car and nipping off with 
a couple of tanks in hot pursuit.

And then there’s the puzzle 
solving/strategy side of things. For 
starters there are puzzles of the 
information-collecting type. Then there 
are other things - wearing an enemy 
uniform will let you sneak about much 
more safely. And transport is always a 
concern. For example, your boat is 
running low on fuel, and you haven’t got 
any spare. Do you risk going in search of 
more, or abandon the boat in favour
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GAME REVIEWS HUNTER

There’s a range of cars, trucks and 4WDs available. They’re okay for knocking about in, 
but don’t pack much of a punch.

TRANSPORT

Hunter's piecè  de résistance is 
the huge range of vehicles 
available to be commandeered. 
Forget walking - travel in style!

Eat up those miles in a helicopter 
gunship. They’re a bast to fly, though, 
even worse to land, and tend to get shot 
down a lot, so take a parachute.

Now were’re talking. Armoured cars are 
fast and nippy, but tanks are a bit more 
happening in the firepower department, 
and better for running over people.

And, erm... oh dear. Still, at least they 
don’t use much petrol, making them 
environmentally friendly (and handy if you 
haven’t got any).

The best of both worlds, and surely the ultimate in ground-based transport, the 
hovercraft is at home on land or water. If you can find one, that is. They don’t exactly 
grow on trees, you know.

Should you find yourself needing to take 
to the water, there’s no shortage of boats 
lying around, from slow, cumbersome 
ships to fast, manoeuvrable gunboats.

At the bottom of the scale is the humble 
bike. Slow, crap, and best abandoned as 
quickly as possible. (Get yourself a nice 
mountain bike instead. And a copy of 
Mountain Biking UK.)

A
M

IG
A

 PO
W

ER
 AUG

U
ST

 19
91

of a helicopter? The trouble then is that 
you might get shot down and stranded 
somewhere, facing the very daunting 
prospect of a long and slow swim home.

And all this time the clock’s ticking 
away. There’s a real sense of urgency to 
some of the missions, and they might take 
quite a few tries to complete within the 
deadline, possibly with only seconds to 
spare. Another thing to watch out for is 
nightfall. Once the sun’s set it’s a lot 
harder to find your way around, unless you 
either launch flares, which provide a few 
seconds’ respite, or turn the brightness on 
the telly up a bit.

‘There’s a real 
sense of 
urgency to 
some of the 
missions’

DOING THINGS NAPOLEON
SOLO I know this has been a bit of a 

factual review, but Hunter's a
game that’s hard to fault. (And, believe 
me, I’ve tried.) It’s not quite top notch, but 
has no serious failings. The only 
pinpointable thing I noticed (and even this 
is a bit vague) is that it has a weird sort of 
'lonely’ feel to it, especially considering the 
battlefield conditions the action’s
supposed to be taking place under. You’re 
almost grateful to see a bull charging 
towards you out of the distance at times, 
and verbal interaction with other 
characters is limited to them saying 
something and you, well, just listening.

After taking out a rocket launching a particularly menacing shed, it’s time to park that 
tank, and go back to HQ. Mission complete, it’s all in a day’s work.

Left: Wheels, wheels everywhere. And not 
a drop of petrol. Get me a bike!

Apart from that everything is just as it 
appears, rendered in fast, smooth 3D 
graphics. There’s masses to do and heaps 
of things to discover. Be prepared for a 
slight feeling of anti-climax when you’ve 
explored everywhere and tried everything 
out, but things should pick up again once 
you start tackling the puzzles. In case 
you’re in any doubt, then, it gets a thumbs 
up from me. Well worth buying. • 
JONATHAN DAVIES

UPPERS Quite good 3D 
graphics. Lots to discover, lots of 
challenging missions to go on,

lots of everything, really. A cunning blend 
of shooting, adventuring and strategying. 
And, when you think about it, most of it
hasn’t been done before.

DOWNERS The occasional 
graphical glitch, and things don’t 
appear on the screen until they’re

pretty close to you. There’s a slightly 
strange atmosphere to the whole thing, too 
(or perhaps that’s just me).

THE BOTTOM LINE
Hunter is a real all-rounder. There’s
something for everyone in 
there, all wrapped up in a 
believable 3D world you can 
get lost in for hours. 85!



Pocket a Pool Table!
The Sega Game Gear is the latest hand-held sensation 
to come out of Japan, and you could be one of the first 
in your neighbourhood to get your hands on it as we're 
giving one away! We'll bung in a free game too! So...Call 0898 29922

Win an AMIGA System!
Who could say 

no to winning an 
Amiga 500 with 

a colour monitor, 
a colour printer 
and 12 fantastic 

free game?! 
Nobody.

So what are you 
waiting for?!!

If you fancy being the 1
ace pool player on your 1 
block, what better way to do ’ 
it than by winning this Thurston'L.eague Pool Table? We'll 

deliver it to you, and it comes with everything you'll need!!Phone 0898 299287
0898 299273

Calls cost 34p (cheap rate) and 45p (at all 
other times) per minute including VAT.

Populuxe, PO Box 2065, London, W12 9JH

Call 0898 299233 Now!
For details of winners please send a SAE marked "Winners List" 

to the address shown. If you do not pay the bill please ask permission 
before you call as the average length of call is 5.5 minutes.

The Nintendo Super Famicom is 
probably the most eagerly awaited 
new console to hit the streets ever! 

We’ve got our hands on one, and as 
much as we'd like to keep it ourselves 

we'll be giving it away along with a 
Commodore monitor and the brilliant 

game "Super MarioWorld"! So if you'd 
like this lot heading in your direction 

sometime soon, give the number 
below a call right away!!

4
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Náme

Address

Postcode

Computer

PLEASE ENTER MEMBERSHIP FEE

EGABLAST
AMPWR 13

■IES DOUBLE SIDED DISK DRIVE REQUIRED ON ATARI ST (ALL AMIG- ARE DOUBLE SIDED).

BUDGET) 
INFOCOM)

3D CONSTRUCTION KIT .....
3D POOL.................................
4D SPORTS BOXING.............
4D SPORTS DRIVING .........
688 ATTACK SUB .................
A10 TANK KILLER (1 MEG) .. 
ACCOLADE PRO-SPORT.....
ADVANCED DESTROYER SIM 
AFRIKA CORPS .....................
AFTERBURNER......................
ALCATRAZ ............................
AMERICAN ICE HOCKEY ... 
AMNIOS....................................
AMOS (GAMES CREATOR) .. 
AMOS 3D ................................
AMOS COMPILER .................
APB (BUDGET) ......................
ARCHIPELAGOS ..................
ARKANOID2 ..........................
ARMOUR-GEDDON .............
ATOMIC ROBOKID ..............
ATOMINO ................................
AWESOME ............................
AWESOME (WITH T-SHIRT).. 
B.A.T (UBI SOFT) .................
B.S.S JANE SEYMOUR.........
BAAL................................. ........
BADLANDS .............
BALLISTIX .............JT.......
BALLYHOO (INFOOSR) ......
BANDIT KIN$$.QRWCIENT Ch

Credit card issue/expiry date___________________
CHEQUE/P.O./VISA/ACCESS/MASTERCARD/SWITCH
Delete where applicable

WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 
THERE IS A SURCHARGE OF 50P PER GAME FOR TELEPHONED ORDERS 

(PLEASE PRINT IN BLOCK CAPITALS)

(WITH T-SHIRT) ...
[ION HARRIER D/S 
HON stealth d/s

■ si WOLF ............
(1 MEG) (SSI) .. 
KS (ART PACK)

ZORK il
ZQRK 2 (BUDGET)
ZOfeK 2 (INFOCOM)
ZORK 3 (BUDGET)

LETCiteE SUIT LARRY 1 .. 
LEISURE SUIT LARRY 2 D/ 
LEISURKSUIT
LARRY 3W MEG) D/S .....
LEMMINGWk,.,......... ........
LIFE AND DEATH .
LOMBARD RAC R?fe: .... 
LOTUS ESPRITTURBW... 
LURKING HORROR ../.... 
M1 TANK PLATOON /.....
MAGNETIC SCROLLSffCOLI 
(GUILD OF THIEVESfFlSH 
AND CORRUPTIONf(1 ME( 
MEAN STREETS /............
MEGATRAVELLEF&..........
MEGATRAVELLER 1W/E( 
MENACE....................X...
MERCENARY............/ 
MERCHANT COLONY^.,. 
METAL MASTERS
METAL MUTANT.................
MICROPROSE SOCCER.... 
MIDNIGHT RESISTANCE .. 
MIDWINTER........................
MIG 29 FULCRUM .............
MONSTER PACK 1 D/S.....
MOON BASE .....................
MOONSHINE RACERS .....
MURDER D/S .....................
MYSTICAL D/S ...................
N.A.R.CD/S ........................
NAM 1965-75 .....................
NAVY S.E.A.L.S .................

i&EBULUS 2 ........................
NEVER MIND.......................

' -L MANSELL’S G/PRIX. 
tTSHIFT........................

iiWSUPER LEAGUE... ,Jü6. 
«DRUS .
FHE BEHOLDER (1 MEG)..,JB 
IIKE EAGLE .JF
IIKEEAGLE2. ..JT
hKE EAGLE 2 (1 MEG) Æ.22. 
tON............. 4L 12.

JCON MISSION 1 .........Wl.
__ . ._CON MISSION 2...............
FFb INTERCEPTOR .................... .J®.
F19 STEALTH FIGHTER ............JL
F29 RETALIATOR ..
FAST BREAK (BASKETBALL)......... .5'
FERRARI FORMULA 1..................... .8|
FEUDAL LORDS .............................. li|
FIRE AND BRIMSTONE..................1J
FISH! (M/SCROLLS).....................J®.
FISTS OF FURY .............................. 1æ
FLAMES OF FREEDOM.................. 2&
FLIGHT OF THE INTRUDER.........19.
FLIGHT SIMULATOR 2 ..
FOOLS ERRAND ....................JT.7,
FORGOTTEN WORLDS ..... -Æ ..6.
FUN SCHOOL 2 (2-6, 6-8 or 8+) J... 12. 
FUN SCHOOL 3 (2-5, 5-7 or 74|[... 15. 
FUTURE WARS ..................J»...16.
GAUNTLET 2 ................................ 6.
GETTYSBURG (ARC) D/S....JH...19. 
GETTYSBURG (SSI)............ . .¡S.... .9.
GFA BASIC V3.0 COMPILER J?... 25. 
GFA BASIC V3.0 INTERPRETR...37. 
GHENGHIS KHANN ........... .. .21.
GODS..................................... ................
GODS ..................................JF... 16.
GOLD RUSH! (SIERRA) ...JK..........
GOLDEN AXE .......................11»... 16.
GRAND PRIX CIRCUIT......... .............6.'
GRAVITY .................................. 9.
GREG NORMAN’S GOLF .. Jf..... 16.
GUILD OF THIEVES............%.... .6.
GUNBOAT.................................^.19.
HARD DRIVIN’(BUDGET) ...... :Wk6.
HARD DRIVIN’2 D/S .....................tt.
HARLEY DAVIDSON ................. .Jæ.
HARPOON .....................................Ik
HERO’S QUEST (GREMLIN)...........16?
HEROES ..........................................1æ
HILL STREET BLUES.......................16,
HILLSFAR ............................................
HITCH HIKERS GUIDE (BUDGET) 7. 
HOLLYWOO
COLLECTION D/S ...........................19.
HOLLYWOOD HIJINX.......................17.
HOME ACCOUNTS (DIGITA) .......20.
HOUND OF SHADOW ...................... 8.
HUNT FOR RED OCTOBER...........10.
HUNTER ..........................................20.
HYBRIS ..............................................2.
I PLAY 3D SOCCER .......................16.
IK+.........................................................6.
IMMORTAL (1 MEG) D/S ...............16.
IMPERIUM..........................................16.
INDIANAPOLIS 500...........................16.
INFIDEL (INFOCOM) .......................13.
INTERNATIONAL
SOCCER CHALLENGE .......................
INTERPHASE...................................3.
IT CAME FROM
THE DESERT (1 MEG) ..................10.
ICFTD ANTS HEADS
DATA DISK (1 MEG) .......................10.
J. KHANN WORLD
CHAMP SQUASH ...........................16.
J. NICKLAUS GOLF .......................16.
J. NICKLAUS UNLIMITED
GOLF & COURSE
DESIGN (1 MEG).............................. 20.
J. N. VOL1 COURSES ...................... 9.
J. N. VOL2 INT COURSES ...............9.
J. N. VOL3
CHAMP COURSES 1990..................A
JAMES POND..............................^9-
JAMES POND 2 - ROBOCQ^T .17. 
JET (SUBLOGIC)......... .....................14.
JET + JAPAN DISK (^BisBGlC) .............
JINXTER (M/SQTOLtJr ...................6.
JUDGE DREÔD .. Jr.........................
KEYS OF M^RAnJT(1 MEG) ....... 16.
KICKOFjF .  5.
kick 0C2 ear............................. 13.
K/O2 FINAL WWISTLE D/S ...............9.
K/O2 GIANWShfcUROPE D/S .......7.
K/O2 RETURN TO EUROPE D/S .......7.
K/O2 WISHING TACTOW/S...........6.
KID GLSvES .................3.........9.
killing cloud d/s ..Ja.........19.

drIller.................................
DUNGEON MASTER .......... 4
DUNGEON MASTER (1 ME$| 
DYNASTY WARS .............
E-MOTION ....................jJr.
ECO PHANTOMS ..33?......
ELITE ...................Jr...........
ELVIRA ................r..............
ELVIRA (1 MEG1..-J...............
ENCHANTER (WjDGET)......
ENCOUNTER^.....................
epic .....Jr...............
ESWAT D/&Z........................
EUROPE -----------------------
EYE OS 
EYE GW 
F15STR
F15STO 
F15STffl
F16FAS
F16FAS

Existing members please
enter your Membership No. I-----------------------------------------

Special Reserve £6 UK, £8 EEC, £10 World

FlyJ costs £14.99 extra but 
IbliM saves you up to £120 
Annual subscription to XS NRG is just £14.99 for 
Special Reserve members only. The price includes: 
6 demonstration disks of pre-release or latest titles.
6 sets of £20 money-off coupons, redeemable 
against top items bought from Special Reserve.
6 issues of XS NRG colour review magazine for 
Amiga, ST and PC users. Each issue is packed with 
reviews of new games (and some of the best older 
ones) and utilities. There's more about the NRG street 
gang plus cheat modes, bulletin board and club letters. 
You get more from the club with XS NRG. ..
That's 18 reasons to buy XS NRG..... heres two more: 

We'll give you XS NRG PLUS... all for £29.99. F 
XS NRG + disks + coupons + Populous + Sim City

NllE
NIGH 
OBlt
OBIT 
OPEf w
OPERÄC 
OPERATE 
OVERRUN 
PAINTWOF 
PANG......
PANZA KICIfflbxiNG ...................16.99 ...16.99
PANZA KICKB(ÄNG (1 MEG) ......16.99...............
PAWN (M/SORODLS) .....................6.99........ 6.99
PGA GOLF TOURIS.......................16.99..............
PHOTON PZ8NT ... . V...................... 6.49..............
PIRATES .1.............1.................... 17.99 ...17.99
PLANETFAll (BUDGES)..................7.49....... 7.49
PLAYER M/flAGER .1,.................13.49 ...13.49
POLICE QUEST 2 (1 ME) .......... 26.49...............
POLICE QUEST 2 D/S 1...............................26.49
POOL OF RADIANCE (1 NEG) .......19.99 ...19.99
POPULOUS«, SIM CITY.......... 18.99 ...18.99

.POPULOUS PROMISED LÄtoS ...8.49...... 8.49
iPOWER UP .......................... 7k... 19.99 ...19.99
»OWERDRIFT ........................ J*..5.99....... 3.99
■QWERDROME.................................8.49...............
P3WRRMONGER D/S ...................19.99 ...19.99
POWERfeSfcNGER DATA1 D/S ....... 11.49 ...11.49
POWERWOWSMAXIPLAN PLUS 
SPREADSHEET, WORDS 2
& INFOFILE DATÄöäßE) ............. 37.99...............
PREDATOR 2 ......M...................17.49 ...17.49
PRESIDENT ELECT (SSI) ..............................5.99
PRINCE OF PERSl/^T*!^^, 16.99 ...16.99
PRO TENNIS TOUW ..................................16.99
PROJECTYLE ..If .........8.49k...8.49
PROTEXT W/P VW....................... 92.99 %92.99

Q^nuiiiiiiWLLT................................................. 6.99
JSRDSTALE2 .................................8.49...............
^BARDS TALE 3...................................17.49..............
BATMAN CAPED CRUSADER ......6.99........ 6.99
BATTLE OF BRITAIN D/S ..............19.99 ... 19.99
BATTLE SQUADRON ......................7.99...............
BATTLESCAPES
(BORODINO & ARMADA) ...................19.99 ...19.99
BEAST 2 (WITH T-SHIRT).............. 12.99...............
BETRAYAL ......................................19.99 ...19.99
BEYOND ZORK (INFOCOM) .........................7.49
BILLY THE KID...................................16.99 ...16.99
BIRDS OF PREY (1 MEG).............. 19.99...............
BLACK CAULDRON ........................................ 6.99
BLACK LAMP..................................... 5.99...............
BLADE WARRIOR ..........................17.49...............
BLOOD MONEY.................................6.49........6.49
BLOODWYCH...................................... 8.99 ...12.99
BLOODWYCH DATA DISK ............. 7.49........ 7.49
BLUE MAX .....................................19.99 ...19.99
BRAT ..................................................16.99 ...16.99
BUCK ROGERS (SSI)...................... 19.99...............
BUDOKAN ........................................ 8.49...............
CADAVER.......................................... 16.99 ...16.99
CADAVER LEVELS DISK ...............11.49 ...11.49
CAPTIVE ..........................................16.99 ...16.99
CARRIER.COMMAND .....................7.49........ 7.49
CASHBOOK COMBO
(CASHBOOK & ACCOUNTS) .......45.99 ...45.99
CENTURION - DEFENDER
OF ROME......................................... 16.99...............
CHAMPION OF THE RAJ ...............16.99 ...16.99
CHAMPIONS OF KRYNN (1 MEG) 19.99..............
CHAMPIONS OF KRYNN .............................19.99
CHAOS STRIKES BACK.................................10.99
CHAOS STRIKES BACK (1 MEG) 16.99..............
CHESSMASTER 2100(1 MEG) ......17.99...............
CHIPS CHALLENGE .......................17.49 ...17.49
CHRONOQUEST 2 .........................6.99........ 7.99
CHUCK ROCK....................................16.49 ...16.49
CLOUD KINGDOMS...........................6.99..............
CODENAME
ICEMAN (1 MEG) D/S........................26.49 ...26.49
COHORT - FIGHTING FOR ROME 19.49 ...19.49 
COLONEL’S
BEQUEST (1 MEG) D/S...................26.49 ...26.49
COLORADO ......................................................15.49
CONQUESTS OF
CAMELOT (1 MEG) ...................... 26.49 ...26.49
CORPORATION..................................9.99.......9.99
CORPORATION MISSION DISK.........10.49 ... 10.49
CORRUPTION (M/SCROLLS)...........2.99.......2.99
CRACKDOWN .................................6.99........ 6.99
CRICKET (1 MEG) ......................... 18.99...............
CRIME DOESN’T PAY ...................16.99 .. .16.99
CRIMEWAVE ................................. 16.99...............
CRUISE FOR A CORPSE ...............19.99 ...19.99
CRYSTALS OF ARBOREA ...........17.49 ...17.49
CURSE OF THE
AZURE BOND (1 MEG) ..................6.99...19.99
CUTTHROATS (INFOCOM)...............9.99..............
CYBERCON 3 ..................................17.49 ...17.49
DAMOCLES + MISSIONS................ 15.99 ...15.99
DAS BOOT (SUB SIM) ...................19.99 ...19.99
DEADLINE (BUDGET) .....................7.49........ 7.49
DEATH KNIGHTS OF
KRYNN (1 MEG) ............................. 19.99...............
DEATHTRAP .................................. 11.99 ...11.99
DEFENDER OF THE CROWN ......7.49........ 7.49
DEJAVU .........................................14.99........ 3.99
DEJAVU2 ........................................7.99........ 7.99
DELUXE MUSIC CONSTR SET ......45.99...............
DELUXE PAINT................................................. 39.99
DELUXE PAINT 3.............................. 49.99..............
DEMONIAK ......................................19.99 ...19.99
DEUTEROS ......................................17.49 ...17.49
DEVPAC V.2 (ASSEMBLER)............ 49.99 ...49.99
DGBASE (RELATIONAL DATABASE) ...............32.99
DGCALC (SPREADSHEET) ...........26.99 ...26.99
DISNEY ANIMATION STUDIO ...... 61.99...............
DRAGON BREED .............................7.99......
DRAGON SPIRIT (BUDGET) ..........,6>«^^99
DRAKKHEN ........................^^**1^99 ...11.99

QUEST FOR G^ORY (1 MEG) .......25.99 ...25.99’
QUESTEQ»«eORY 2 (1 MEG) .......26.99 ...26.99
QUEZON 2 (SSI) .........................6.49........7.49
R-TYP|k............................................6.99.......4.99
R-TYP^W......................................... 16.99 ...16.99
RAILROABtYCOON ......................................22.99
RAILWTOTYCOON (1 MEG)...... 22.99..............
RE&0PSEBALL 2...............................19.99 ...19.99
Jtnegade LEGION
INTERCEPTOR .............................22.99...............
RICK DANGEROUS ......................... 6.99.......6.99
RICK DANGEROUS 2....................... 16.99 ...16.99
RISE OF THE DRAGON (1 MEG) ......26.49...............
ROADWAR EUROPA (SSI) ..............................6.49
ROBOCOP .....................................15.49...............
ROBOCOP2D/S...............................16.99 ...16.99
ROCKET RANGER ......................... 7.49....... 3.99
ROGUE TROOPER..........................................14.99
RORKE’S DRIFT...............................15.99 ...15.99
RULES OF
ENGAGEMENT (1 MEG) .............. 17.49...............
S.T.U.N RUNNER...............................14.99 ...14.99
SEARCH FOR THE KING ..............20.49...............
SEASTALKER (INFOCOM) ..........10.99........5.99
SECRET OF MONKEY ISLAND .......17.49 ...17.49
SHADOW DANCER...........................17.49 ... 17.49
SHADOW OF THE BEAST D/S ...... 7.99.......9.99
SHADOW WARRIORS ...................16.99 ...14.49
SHADOWGATE ................................................. 2.99
SHERMAN M4..................................16.99..............
SILENT SERVICE (SUB SIM) ..........8.99.......8.99
SILICON DREAMS (LEVEL 9).......................... 3.99
SILKWORM (BUDGET)......................6.49.......6.49

POWEI

AMIGA AND ATARI ST SOFTWARE - HUGE RANGE FROM £2.99

carrier cq

INEVITABLY SOME GAMES SHOWN MAY NOT YET BE RELEASED. 
In ter-Me diates Ltd. Registered Office: 2 South Block, 

The Maltings, Sawbridgeworth, Herts CM21 9PG.

XENOMOI

8.4<

GRANDPRIX CIRCUITDUMGEON MASTER

10.99

We only supply members but you can 
order at the same time as joining

£6.00 membership includes:
NRG colour magazine, with News, Reviews & 
Graphics and featuring the adventures of the Neu- 
Real Gamers Cyberpunk street gang. NRG is sent to 
all members bi-monthly and includes the Special 
Reserve top ten charts, a release schedule of 
forthcoming games and a full catalogue of club offers. 
7-Day Sales hot-lines, 9am to 8pm weekdays. 9am 
to 5pm Sat. 10am to 5pm Sun. 0279 600204. 
Enquiries hot-lines, dedicated to after-sales service. 
9am to 5pm weekdays. 0279 600205.
Fast despatch of stock items. Over 40,000 games in 
stock. Games sent individually wrapped
Written receipt of order, and we issue refunds on 
request in the event of any delay.
Best Prices and Best Service, that's why over 
50,000 people have joined Special Reserve.

CURSE OF THE AZURE BONDS CORRUPTION

6.99 2.99



.12.99

.27.99

.27.99

SIDED).

CDTV Compatible 
Amiga DiskTitles

TALE OF BENJAMIN BUNNY 
THE NEW BASICS 
ELECTRIC COOKBOOK .. 
THE TALE OF PETER RABBIT 
THOMAS’S SNOWSUIT.....
TIME TABLE OF 
BUSINESS POLITICS.........
TIME TABLE OF SCIENCE 
& INNOVATION......................
TREES AND SHRUBS .....
WOMEN IN MOTION .........
WORLD VISTA ATLAS .....
WRATH OF THE DEMON ... 
XENON 2, MEGABLAST ...

RAMPAGE
ROAO BLASTERS.......
ROBO SQUASH............
RYGAR.............
S.T-U.N RUNNER ....... 
SCRAPYARD DOG:..... 
SHANGHAI...... .........
SUMgWQRLD ...........
TOURN CYBERBALL . 
TURBQSUB............
■VINUkWOPS ...........
WARBIRDS....................
WORLD CUP SOCCER 
XENEPHOBE ............. 
XYWTS.........................
ZALOft MERCENARY . 
LYNX KITCASE.......... 
LYNX POWER UNIT ....

ALLEYWAY...........................
BALLOON KID ...................
BURAI FIGHTER DELUXE 
CHESSMASTER ...............
DOUBLE DRAGON ...........
DR. MARIO...........................
GARGOYLES QUEST.......
GOLF ....................................
KING OF THE ZOO ...........
KWIRK....................................

LOGIC 3 
STINGRAY 

13.99

Sega Gamegear
+ FREE Mains Adapter
* FREE Special Reserve membership

LTV ENGLISH .........................
MANY ROADS TO MURDER 
MIND RUN.................................
MOVING STOMACH ACHE . 
MUD PUDDLE .........................
MUSIC MAKER ....................
MY PAINT .................................
NINJA HIGHSCHOOL COMIX . 
OUR HOUSE ........................
PAPER BAG PRINCESS .... 
PSYCHO KILLER....................
SCARY POEMS
FOR ROTTEN KIDS ............
SHERLOCK HOLMES............
SIM CITY .................................

DISK BOX 3.5" (10 CAPACITY)...........................
DISK BOX 3.5" (40 CAPACITY) LOCKABLE ...
DISK BOX 3.5” (100 CAPACITY) LOCKABLE
OLYMPUS 14" OPTIK GLASS 
ANTI-RADIATION AND REFLECTION FILTER
CITIZEN SWIFT 9 COLOUR PRINTER ............
SWIFT COLOUR PRINTER RIBBON.................
PRINTER LEAD AMIGA OR ST .......................
DUST COVER FOR AMIGA (CLEAR PVC).......
STAR LC10 PRINTER
FRICTION AND TRACTOR 144 CPS/36 NLQ 
12 MONTHS WARRANTY....................................

QUICKJOY 
JET FIGHTER 

JOYSTICK 
13.99

COMPETITION 
PRO EXTRA 

CLEAR 
13.49

POWERWORKS SUITE 

FOR AMIGA

INCLUDING:
KIND WORDS 2 WORD
PROCESSOR, MAXIPLAN PLUS 
SPREADSHEET AND
INFOFILE DATABASE
WITH MAIL MERGE ............... 36

Other items not shown
COMPETITION PRO 5000 BLACK...................
COMPETITION PRO EXTRA COMBAT...........
COMPETITION PRO EXTRA GLO GREEN ... 
COMPETITION PRO EXTRA GLO RED .......
COMPETITION PRO STAR EXTRA ...............
STINGRAY JOYSTICK FOR AMIGA/ST .......
TOP STAR JOYSTICK FOR AMIGA/ST .......
TURBO BLASTER JOYSTICK .........................
TURBO (RAPID FIRE) JOYPAD.......................
QUICKSHOT111A TURBO 2 JOYSTICK.........
QUICKSHOT127 STARFIGHTER REMOTE 
CONTROLLER + TWO INFA-RED JOYPADS 
ROCTEC MOUSE FOR AMIGA .......................
FOUR PLAYER AMIGA/ATARI ST JOYSTICK 
ADAPTOR (FOR KICK OFF 2 ETC).................
NAKSHA MOUSE, BRACKET AND MAT 
(AMIGA/ST)...........................................................
MOUSE MAT.........................................................
POPULOUS/FALCON LEAD (NULL MODEM) 
3.5" DISK HEAD CLEANER .............................

QUICKSHOT 
130F PYTHON 

JOYSTICK 
9.99

Atari Lynx |
+ multi-player lead M
+ mains powerpack (essential) H 
+ FREE California Games
+ FREE Special Reserve membership

NINTENDO WORLD CUP .. 
QIX ..........................................
RADAR MISSION ..................
REVENGE OF GATOR..........
SIDE POCKET ......................
SOLAR STRIKER..................
SPIDERMAN ..........................
SUPER MARIO LAND ..........
TENNIS ..................................
WIZARDS AND WARRIORS

-9.99 ...19.99

DATALUX DISK BOX
(80 CAPACITY 3.5" LOCKABLE)

9.99

CD's for CDTV
| A BUN FOR BARNEY...............34.49
B ADVANCED MILITARY
| SYSTEMS SERIES...................29.49
| ALL DOGS GO TO HEAVEN ...34.49
8 AMERICAN HERITAGE DICT. 49.49
K ANIMATED COLOURING BOOK 19.49
K BARNEY BEAR GOES
f TO SCHOOL................................29.49
g BASKETBALL ............................29.49
B BATTLESTORM ........................29.49
B CASE OF THE CAUTIOUS
g CONDOR ....................................34.49
| CINDERELLA ............................39.49
| CLASSIC BOARD GAMES.......34.49

Sega Megadrive
+ Altered Beast + Joypad 

+ FREE extra TURBO Joypad 
+ FREE Special Reserve membership

AMIGA A500 OQQ QQ 
SCREEN GEMS
+ TV MODULATOR, MOUSE,
BACK TO THE FUTURE 2, DAYS OF 
THUNDER, BEAST 2, DELUXE PAINT 2 
& NIGHTBREED
+ FREE Gameboy
+ FREE Special Reserve Membership

QUICKSHOT138F 
MAVERICK 1 JOYSTICK 

13.99

I At the heart of a CDTV is a 1 meg Amiga, so 
I Amiga games which work without a keyboard will 
I play on a CDTV when fitted with a 3.5" disk drive - 

that's why we give the drive FREE.
| CDTV can be connected to a televison via PAL or 
|SCART. If your TV has SCART/RGB input we 
Irecommend our optional SCART lead for 
| enhanced (RGB) picture quality.

BstliBiJIlJIi
■

| A CDTV is a hi
............ ■ entertainment centre

allows you to:
Play leisure and educational titles
Have access to vast libraries of information 
(up to 550 megabytes per CD)
Play audio CD's (when linked to stereo) 
Play CDG's (audio CD's with Graphics)

AWESOME (WITH T-SHIRT) ..............15.49
BRAT .........................................................16.99
CHAOS STRIKES BACK..................... 16.99
COHORT - FIGHTING FOR ROME ...19.49
DEFENDER OF THE CROWN ................7.49
DUNGEON MASTER ......... 10.99
ELVIRA - MISTRESS OF THE DARK 20.99
EYE OF THE BEHOLDER(SSt) .......... 19.99
GODS ..........................................16.99
GOLDEN AXE .........................................16.99
GRAVITY .................................................... 6.99
IMMORTAL.........................  16.99
LEMMINGS.................................................16.99
NAM 1965-75 .............................................19.49
OBITUS (WITH T-SHIRT)........................22.99
ROBOCOP2 ............................................ 16.99
ROCKET RANGER....................  7.49
SPACE QUEST 3 (SIERRA) ..............26.49
SPEEDBALL 2 .........................................16.99
TETRIS .....................................................13.49
TURRICAN2 .............................................15.49
VENUS -THE FLY TRAP ..........  8.99

SUPER MONACO
GRAND PRIX........
SUPER REAL
BASKETBALL ................. 27.99
SUPER THUNDERBLADE 27.99 
SWORD OF SODAN ......31.99 
SWORD OF
VERMILLION.....................35.99
THUNDERFORCE 2........... 27.99
TRUXTON......................27.99
TURRICAN.....................28.49 
TWtNMAWK .....................27.99
WQMDERBOY3 ..............27.99
WORLD CUP ITALIA 90 ...24.99 
ZANY GOLF .....................31.99
ZOOM.............................. .24.39

69,99 Gameboy + Tetris + batteries 
+ stereo headphones + two player lead 

+ FREE Special Reserve membership 
+ FREE Shockware Gameboy holsters

afterburner#...... 2799
ALEX WOO IN THE
ENCHANTED CASTLE ...24,99
ALTERED BEAST...... ,27.99
ARNOLD PALMER
TOURNAMENT GOLF....... 27.99
ARROW FLASH ................27.99
'RATTLE SQUADRON..... 41SSI
BLOCK OUT................. 31.99
BUDOKAN............................31.99
CENTURION’ ’ '
DEFENDER OF ROME ..,31.99
COLUMNS........................ 24.99
CRACK DOWN........... ......27S2
CYBERBALL.....................27-99
DICK TRACY .................. 31.99
DYNAMITE DUKE..../. .-..27.99

egg 99 Commodore CDTV
w- w Remote Control Pad

+ Hutchinsons Encyclopedia + Lemmings CD's 
+ FREE 3.5" Roctec Disk Drive for Amiga disks 
+ FREE Special Reserve Membership

COMPLETE WORKS OF
SHAKESPEARE ........................34.49
DEFENDER OF THE CROWN ...29.49
DINOSAUR FOR HIRE ............16.49
DR. WELLMAN............................54.49
F16 FALCON................................49.49
FRUITS, VEG. & HERBS ....... 34.49
FUN SCHOOL 3 (2-5 YRS) ...24.49
HEATHER HITS HOME ............39.49
HORSE RACING ........................29.49
HOUND OF THE
BASKERVILLES ........................29.49
ILLUSTRATED HOLY BIBLE ...34.49
INDOOR PLANTS ....................34.49
INDOOR SPORTS ....................29.49

COLUMNS ..... ............ ...1S.S9 PSYCHIC WORLD--....... iftÖÖ
DRAGON CRYSTAL .......19.99 SHINOBI ...........................19.99
Q.LOC ..... .......... ...........tsM SUPER MONACO OP ... W
GOLDEN AXE.,— -,.........14» 'WONDERBOY...............W
MICKEY MOUSE ... , .1999 MAINS ADAPTOR ..........U«T

SONY 3.5"
DS/DD DISK + LABEL

59p or 
£21.99 for 50

MICKEY MOUSE..... ........BL99
MIGHT AND MAGIC..........31.99
MOONWALKER ......... ...47.99
MYSTIC DEFENDER ,—  
ONSLAUGHT........................28.49
PGA GOLF TOUR........... .-81.99
PHANTASY STAR 2 — 47,99 
POPULOUS ..............  31<
RAMBO 3 — .......... .24.99
REVENGE OF SHINOBI ...27.99
SHADOW DANCER.........27.92
SPACE HARRIER 2.......... 27.99
STAR CONTROL ........... 28.49
STRIDES
SUPER HANG ON
SUPER LEAGUE 
BASEBALL...........

APB .......................
BASKETBRAWL................
BLOCK OUT ................ ..
SLUE LIGHTNING...........
CHEQUERED FLAG....... 
CHIPS CHALLENGE........
ELECTROCOP ........... 
GATES OF ZENDECON.. 
GAUNTLETS..... . ..........„
GRID RUNNER .. . .

• KLAX„..........................
LYNX CASINO ..............
MSPACMAN ................ : 
NFL SUPER-BOWL ........
PACLAND ....................
PAPERBOY . ................ 
PINBALL SHUFFLE .......

Goldstar 4902 
14” TV/Monitor 
Pal/SCART with Remote. 
shown here with a CDTV plus Roctec speakers
ROCTEC EXTERNAL STEREO SPEAKERS WITH 
BUILT-IN AMPLIFIERS FOR CDTV, AMIGA, ST
IBM PC or MEGADRIVE ............................................... 34.99
SCART LEAD for Amiga or CDTV
(Gives monitor quality on TV with Scart input)............. 9.99

SHOCKWARE GAMEBOY
HOLSTERS + BELT
(SHOWN) ........................7.99

PHILIPS 8833 MK2 MONITOR
COLOUR STEREO WITH AMIGA LEAD...................269.99
DUST COVER FOR PHILIPS 8833 MONITOR
CLEAR PVC ............. 5.99
AMIGA A501 512K RAM UPGRADE
TO 1 MEG. GENUINE ITEM WITH CLOCK ............... 79.99
ROCTEC AMIGA RAM UPGRADE
(TO 1 MEG) WITH CLOCK ...........................................29.99
AMIGA A590 20 MEG HARD DRIVE
(AUTOBOOT WITH KICKSTART, SOCKETS
FOR 2 MEG OF RAM, SCSI INTERFACE)...............269.99
DUST COVER FOR AMIGA
CLEAR PVC .......................................................................3.99
CUMANA EXTERNAL AMIGA DISK DRIVE
CAX354 3.5” 880K FOR A500 OR A2000.............. ....79.99
ROCTEC EXTERNAL AMIGA DISK DRIVE
EXTERNAL 3.5" AMIGA DISK DRIVE ....................... 53.99
ROCTEC EXTERNAL STEREO SPEAKERS
(Built in AMP) FOR AMIGA, CDTV, ATARI ST,
IBM AND SEGA MEGADRIVE ................................... 34.99
PRINTER LEAD FOR AMIGA AND ATARI ST ........... 9.99

which gives you more for your money with no obligation to buy.

All items shown are official UK versions. We do not sell grey imports,

WARHEAD

7.49

KIND WORDS 2

21.99

XENOMORPH

8.49

-iff I 1

OFF

99
POWERDRIFT

5.99



GAME REVIEWS NHUV SEHLS

Game: Navy Seals
Publisher: Ocean
Price: £25.39
Author: John Meegan, 
Bobby Earl
Release: Out now

N
o, it can’t be... Can it? After a 
wait longer than Kylie 
Minogue’s for .a decent song, 
we’ve finally got a complete 
finished copy of Navy Seals. The question 

is, will it be worth the wait in the same 
way as Kylie’s ‘Better The Devil You 
Know’ or, urn, not. (Predictable Opening 
Gambit Follow-Ups No. 2).

‘Nope.’

Pretty (and pretty 
dark) intro screens 
pop up before - but 
not after - the levels.

LEVEL ONE

Use your cunning and stealth to 
set bombs on all missile crates, 
then its on to the next level. 
Watch out for terrorists though, 
and that all-important time limit!

Here you are at the 
start. I don't know 
what you're standins 
around for - the time 
limit's a real bitch.

This is just about the nastiest 
bit of the level. The only way 
in is to drop down from 
above, and that's likely to 
cost you a chunk of energy.

The terrorists only shoot at you when 
they actually see you. So I've no idea 
what he's doing

After the high standard set by last month’s remarkable coin-op conversion of

THE SAME OLD SONG ANO 
nA mpc 1 dont know’ y°u’d think afterUANLl taking such a long time over it, 
Ocean would have made sure that this 
was a damn good product, but it hasn’t 
happened. Navy Seals is the kind of game 
that software houses used to churn out by 
the barrow-load a couple of years ago - a 
runny-jumpy-shooty platform thing with no 
real innovations but lots of straightforward 
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action to keep the punters happy just long 
enough for the next one to come out. 
(Cynical old sod, am I not?)

It was all very well at the time, but 
most of us saw through this rather obvious 
ploy a couple of years back, forcing 
game’s companies to come up more 
original releases every now and again. 
Now though, and rather worryingly, Ocean 
seem to have decided that the market is 
ready for an encore performance. First

Level three is strongly reminiscent of the 
venerable arcader Green Beret, but 
without the subtlety.

came RoboCop 2, then Total Recall, and 
now this, the latest in a disturbing line of 
remarkably similar games, all movie 
licenses with little resemblance to (or feel 
for) the respective films.

What really bothers me, though, is 
that they seem to be getting slowly worse. 
There was a time, very recently, when 
Ocean was a company that could be relied 
on for classy, polished products. Sadly, the 
days of Pang, Puzznic, Plotting, Midnight 
Resistance, Battle Command, Batman and 
(of course) Rainbow Islands - all excellent 
games and, indeed, nearly all of them 
fixtures in our All-Time Top 100 - seem 
behind us now and the standard has 
slipped alarmingly.

But before I get off the subject entirely, 
what about Navy Seals?

Well, it’s not that bad. Which is to say 
that it’s pretty bad, just not altogether

Being able to shin up the lamp-posts is a 
nice touch - and can come in handy for 
foiling ambushes.

terrible. In its favour it’s got some very nice 
animation and a decent level of challenge, 
but drawbacks include a lack of depth and 
some of the worst juddery scrolling seen 
on an Amiga for years. And that’s it. 
Except that I’ve got another page to fill up 
yet, so I suppose I’d better expand on 
things a bit.

First off, all of you out there with 
runaway testosterone levels will lap up the 
scenario. The Navy Seals are the US 
equivalent of the SAS, so there’s plenty of 
scope for square-jawed, muscle-flexing, 
homo-erotic antics to thrill spotty 
inadequates everywhere. The plot, such 
as it is, involves massacring large 
numbers of unspecified ‘terrorists’ 
(although they all look suspiciously 
Arabic), rescuing weak and helpless 
hostages (a captured helicopter crew in 
this case), and then slaughtering your way



NHUV SEHLS

Here's a prime spot for 
those nasty energy­
sapping falls.

Crawling along this upper level isn't 
the quickest way to progress, but as 
the bullets zip over your head you'll 
find it's definitely the safest.

Don't try to make this jump from 
the left-hand platform - it will all 
end in tears.

I

Toki, Ocean surprisingly fail to deliver the goods with their Navy Seals licence

est
ay

This section is a real bind to trek through (you 
have to keep climbing the crates and crawling 
along the top), but at least you get a power-up 
for your trouble.

Most of these peaceful-looking areas are 
actually choc-a-bloc with baddies for much of 
the time, so don't get too cocky!

Watch out for bullets in the 
face as you clamber across 
this bit

a

nice
•gè, 
and
in

up

subtly through downtown Beirut to destroy 
a stockpile of captured Stinger rockets. 
(Actually, that ‘subtly’ bit was a lie.) 
Alternatively, of course, you could simply 
pretend that Beirut was Baghdad, the 
Stingers were Scuds, and the Arabs were 
Iraqis (no great leap of imagination called 
for there), and recreate Operation Desert 
Storm in the comfort of your own home. If 
you’re sad enough.

BIG, HARD, CLEVER AND
AAIIATIP So thats enou9h scenario.I lu How about the actual 

gameplay? Well, as it happens, it’s pretty 
much Navy Seals’ strongest point. The 
platforms-and-ladders-and-shooting-things 
style isn’t anything new, but here it’s at 
least been fairly well executed, with lots of 
acrobatic moves both possible and

necessary. Your performing 
Seals can certainly leap 
around with no little aplomb, 
although for the hardest men 
the US armed services have 
to offer they’re surprisingly 
weedy when it comes to 
falling distances greater than 
about six feet. It’s not perfect 
though - certain irritating bad guys shoot 
at you before they have the nerve to show 
their faces on screen, killing you nine 
times out of ten (of course) and making it 
necessary to learn where they are so you 
can be ready for them next time. As 
regular readers will know, this is one of my 
least favourite gameplay devices, and it’s 
particularly unfortunate and lazy in a fast­
reactions arcade game like this one.

Also indicative of lazy design is the 
extremely tight time limit on every level -

‘Navy Seals is the 
kind of game that 
software houses 
used to churn out 
by the barrow-load’

the 

y of

]>

:h

'Just go straight down the street, take the 
first left at the traffic lights, and shoot 
everybody you can see.*

You can't hang under platforms like this 
for too long, or your Seal will get tired 
and drop off.

n
way

something which usually feels artificial 
and intrusive, though in this case it 
actually works quite well in keeping the 
excitement going. (I’m not sure why, 
possibly because it distances the thing 
from its completely lame movie tie-in 
aspect and makes it feel more like a 
pure game).

Presentation? Well, yes, it’s got 
some. Ahem. There’s a strange kind of 
schizophrenia displayed here (well, no 
stranger than your everyday run-of-the-mill 
schizophrenia, but you know what I mean) 
- each level is preceded by a pretty little 
cameo screen, but on completing it there’s 
nothing, nothing at all. You get a few 
bonus points and that’s it, not even a ‘well 
done’ message. The ending is also utterly, 
utterly feeble.

Sound? No it isn’t. The music is 
useless and the FX are perfunctory, to say 
the least. And that’s all I can bring myself 
to tell you about them.

And finally, the graphics are...alright. 
The animation is lovely in some parts 
(climbing up crates, swinging along under 
platforms) and dire in others (running,

climbing ladders, swinging up onto 
platforms), while the backdrops are fairly 
atmospheric but maybe a little on the 
formulaic side.

When it all comes down to it though, 
Navy Seals’ biggest flaw is a lack of 
variety. The eight levels are all as near as 
makes no difference to being completely 
identical. The difficulty only increases in 
numerical terms (either more baddies or 
more rockets to destroy) and, while 
addictive in the short term, this rapidly 
leads to the onset of boredom. Technically 
the game looks like an ST port (I thought 
we’d seen the last of those) and generally 
the feeling is one of overwhelming 
indifference. • STUART CAMPBELL

UPPERS No-nonsense arcade 
platform zapper that you can just 
pick up the joystick and dive

straight into.

DOWNERS There s 
practically nothing to it, and what 
there is looks like it s been 

cobbled together in a bit of a hurry.

THE BOTTOM LINE
A long-awaited game (presumably because 
it’s been held over to tie in with the release
of the by-all-accounts-awful movie), but
now it s finally out you tend to 
wonder why they bothered. 
Playable, but extremely 
average in most respects.
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THE SECRET OF MONKEY ISLAND COMPLETE CONTROl

Complete Control is at its biggest ever this month - a 
massive 11 pages - making it the largest tips section in 
any Amiga mag. We need them this month too - not 
only do we have a complete solution to the first half of 
Prince Of Persia, there's the Bitmaps' massive guide to 
Gods, a whole bundle of codes and hints for Logical, 
and then this, the solution (and map!) to the first part of 
the highest scoring AMIGA POWER game ever...

THE SECRET 
ISLAND

OF MONKEY

Shiver me timbers and roll out the clichés. For your delight and
delectation, our resident rogue Mark Ramshaw has lashed 
together the complete AMIGA POWER guide to piracy (not of 
the software nature, of course). If The Secret Of Monkey Island

eludes you, then read on - contained within

Your adventure will begin at the lookout 
point (1). Start a conversation with the 
lookout man, as he will tell you where to 
begin your quest. (Anyway, he’s worth a 
laugh or three).

Walk along the docks (2), and enter the 
Scumm Bar (3). Once inside, walk to the 
right of the bar, to the long table with 
three (important looking) pirates seated 
there. Talk to them, explaining that you 
want to be a pirate. Continuing talking 
until they tell you about the three trials 
which must be passed in order to attain 
piratehood. Then go to the door at the far 
righ, and open it. The cook will shout at 
you to go away. Wait for him to walk off 
the left of the screen, then quickly walk 
through the door. You will now be in the 
kitchen. Pick up the pot and the hunk of 
meat, then open the door to the right, and 
walk through it. Walk to the end of the 
jetty, causing the seagull to fly away, then 
quickly pick up the fish before it comes 
back again. Walk left into the kitchen, left 
again into the bar, then back onto the 
docks.

Go back up the cliffside, past the lookout 
and round the corner. This will take you to 
the main island map. Then go to the 
circus tent as indicated on the main map 
(11). Once you are in the forest (23), 
walk left until you see the circus tent, then 
go inside (22). Here the Fetuccini 
Brothers will be busy arguing. Interrupt 
them, and ask them how much they pay 
you to do the human cannonball stunt.

Agree to the offer, and tell them that you 
do have a helmet. Use the pot as a 
helmet, the stunt will then take place, and 
you will be paid in full. Exit the tent, go 
back up the path (23). You will return to 
the main map screen (11). Go back to the 
lookout point (1), down to the docks (2) 
and continue right, until you reach the 
main street (5).

Here a citizen of Melee will attempt to sell 
you a map. He will do this in code (as 
tradition dictates of course). When he 
asks you about Sven, tell him that you 
know someone called Dominique. Then 
tell him that you’ll take the map, and walk 
left and up, to the Voodoo Shop (6). Walk 
inside, go to the trunk, and get the 
chicken. Then walk back out into the main 
street (5).

Walk up the screen under the arch and 
you will enter the second area of the 
village (7). Enter the right-most building 
(the store) (8). Once inside pick up the 
sword and the shovel. Then talk to the 
storekeeper. Buy the sword and the 
shovel, then exit the shop. Wait for a 
‘Psssst’ message to appear, then walk to 
the alley (9). Here the sheriff will 
introduce himself (boo, hiss etc). Walk 
left, then back to the main street (5), left 
along the docks (2), past the lookout (1), 
and onto the main map screen (11).

Head for the house to the far right of the 
map. Before you get there you will 
encounter the bridge (4), and the troll

(shriek!). The troll will initially refuse to let 
you past. Give him the fish though and he 
will. Continue along the road, to the 
house.

Once at the house (12), attempt to open 
the door. The swordfighter will answer. 
Ask him to train you, insisting that you 
have what it takes to become a 
swordsman. Let the swordsman have 30 
pieces of eight, and when show him your 
sword when he asks to see it. The training 
will then commence (13).

In order to gain enough experience to 
fight the swordmaster, go near to the fork 
in the road (17) (don’t actually aim 
directly for it)and wait for a pirate to cross 
your path. You will then have to duel with 
him, in both swordplay and wordplay. By 
getting pirates to insult you, you can learn 
that insult and then use it yourself. Then, 
if the pirate is clever enough and knows 
the reply, you can also learn that. 
Continue to fight pirates here until you 
build up as many of the twenty possible 
insults (and associated replies) as 
possible. To get an idea of just what you 
need, check out the insults box. Listed are 
the insults, and their counter replies 
(though you can’t use any until you 
actually learn them).

Some replies are suitable for more than 
one insult. This technique is needed when 
you actually face the swordmaster, who 
will use insults which you haven’t 
previously encountered. If you’ve 
collected enough insults (gained the 
replies) already, you should have a 
suitable reply to counter-insult her with.

Once on the main map screen (11), walk 
to the fork in the road (17), then go back 
into (ie up) the screen. Here you will see a 
yellow plant. Pick up the yellow petals, 
then go to the chasm with the signpost. 
Push this sign, and a bridge will appear. 
You will then be free to walk right, until 
you reach the swordmaster’s house.

Once at the swordmaster’s house (24), 
walk over to her and start talking to her (ie 
tell her that you’ve come to kill her). The 
fight will then start. Use your insulting 
skills, as learned from the various pirates 
along the way, and you should have little 
trouble defeating her. She will then give 
you a T-Shirt which should ensure that 
everybody believes in your 
swordsmanship.

The next step is to recover the treasure. 
Go back to the entrance to the woods and 
look at the map (which you purchased 
from the citizen of Mêlée in the main 
street (5)). The dance steps are actually 
directions. Back means move back into 
the screen, and right and left simply mean 
left and right off the current screen. Once 
these moves have been carried out, you 
should find yourself at a clearing (25). 
Walk to the right and use the shovel on 
the bit of ground marked at X. The 
treasure is actually a T-shirt. Read the 
message on the T-shirt, then walk back 
left, and out of the forest onto the main 
map (11).

It’s then time to pay a visit to the 
governor’s mansion. Go back to the 
village, right along the docks (2), left 
through village, until you reach the house 
at the far left (18). Here you will 
encounter the deadly piranha poodles. 
Use the yellow petals on the hunk of 
meat, then give the meat to the poodles. 
You will be able to open the main door 
and enter the mansion (19). Once inside 
an ever-so-slightly bizarre sequence of 
events will take place (you won’t be able 
to control any of this). Once this sequence 
is over, go back out of the mansion, right 
back along the path into the village (7) 
and into the jail (10).

Once inside, talk to the prisoner, go back 
out and into the store (8). Talk to the 
storekeeper and ask him for a breath 
mint. Then go back to the jail (10) and > 
give the breath mints to the prisoner. Ask 2
him if he has a file, then give him the q

gopher repellent. He will then give you a > 
cake. Open the cake, and inside you will 
find a file. 0

5
Leave the jail, and go back to the m
governor’s mansion (18). Once inside 33 
(19), walk over to the gaping hole. Once 
again a bizarre sequence of events will > 
unfold, leaving you in possession of the c 
fabulous idol. The sheriff will stop you 
before you get a chance to leave. The c 
governor will then appear and send the 
sheriff away. Once you’ve finished talking 
to the governor, walk left to the front door, ¡¡J 
and open the door. The sheriff will <o
appear, and whatever you say to him, he -* 
will throw you off the dock. -»



COMPLETE CONTROL THE SECRET OF MONKEV ISLAND

INSULTING YOUR WAY TO THE PINNACLE OF PIRACY
I’ve got a long, sharp lesson for 
you to learn today.
OR This is the END for you, you 
gutter crawling cur!
- And I’ve got a little TIP for 
you. Get the POINT?

My tongue is sharper than any 
sword.
OR Soon you’ll be wearing my 
sword like a shish kebab.
- First you’d better stop 
waving it like a feather 
duster.

My name is feared in every dirty 
corner of this island!
- So you got that job as 
janitor, after all.

Now I know what filth and 
stupidity really are.
OR I've spoken with apes more 
important than you.
- I’m glad to hear you 
attended your family 
reunion.

My wisest enemies run away at 
the first sight of me!
OR People fall at my feet when 
they see me coming.
OR EVEN I usually see people 
like you passed out on tavern 
floors.
- Even BEFORE they smell 
your breath?

Only once have I met such a 
coward!
- He must have taught you 
everything you know.

If your brother's like you, better 
to marry a pig.
OR You make me want to puke.
- You make me think 
somebody already did.

My sword is famous all over the 
Caribbean!
OR I’ve heard you are a 
comtemptible sneak.
- Too bad no one’s heard of 
YOU at all.

No one will ever catch ME 
fighting as badly as you do.
OR Nobody’s drawn blood from 
me and nobody ever will.
- You run THAT fast?

I will milk every drop of blood 
from your body!
- How appropriate. You fight 
like a cow.

My last fight ended with my 
hands covered with blood.
OR I got this scar on my face 
during a mighty struggle.
-1 hope now you’ve learned 
to stop picking your nose.

I hope you have a boat ready for 
a quick escape.
OR Have you stopped wearing 
diapers yet.
- Why, did you want to 
borrow one?

I’ve got the courage and skill of 
a master swordsman!

OR You’re no match for my 
brains you poor fool.
- I’d be in real trouble if you 
ever used them.

Every word you say to me is 
stupid.
OR You have the manners of a 
beggar.
-1 wanted to make sure 
you’d feel comfortable with 
me.

I’m not going to take your 
insolence sitting down.
OR You are a pain in the 
backside, sir!
- Your hemorrhoids are 
flaring up again, eh?

There are no clever moves that 
can help you now.
OR There are no words for how 
disgusting you are.
- Yes there are. You just 
never learned them.

Mêlée Island - from 
The Secret Of Monkey Island

Once underwater (20), you must pick up 
the idol. You will then collect your 
belongings, and climb back onto the dock. 
The lookout will then arrive, telling you 
that the Governor has been kidnapped. 
Ask him about it, and you will be given a 
note from Le-Chuck.

Go back to the dock (2) and into Scumm 
bar (3). Collect all the mugs from tables, 
then ask the cook what is wrong, and ask 
him where you can get hold of a ship. 
Then go right, into the kitchen, and walk 
over to the barrel.

Use a mug on the barrel, and make your 
way to the jail (10) as quickly as possible. 
The grog from the barrel will eat its way 
through the mug very quickly. By pouring 
the grog from one mug to another (use 
melting mug on an empty mug) as you 
make your way to the jail it is possible to 
keep it contained. Once inside, use the 
mug on the lock. This will free the 
prisoner. Talk to him, and try to get him to 
join your crew. He will run away, whatever 
you say.

The next step is to go back to the main 
island screen (11), and head northwards 
to Hook Island (15). Walk to the cable, 
and use the chicken to get across to the 
other side. Once there, open the door, 
and enter the house.
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Here you will meet Meathook (16), who 
will tell you that he doesn’t like visitors. 
Inform him of the kidnapping, and your 
intention to get a crew together. He will 
then set you a test. Once he has opened 
all the doors to the unspeakable horror he 
will run away. Open the little door, and 
tickle the murderous winged devil. 
Meathook will then agree to be in your 
crew (who could refuse anybody so 
brave?).
Go back onto the main island screen (11) 
and return to the swordmaster’s house 
(24). Tell her that the governor has been 
kidnapped, and she will offer to join your 
crew. Walk back to the path, out onto the 
main map screen, and go east to Stan’s 
Ship Emporium.

Once you’ve entered Stan’s Ship 
Emporium (21), Stan will immediately 
attempt to sell you everything. Tell him 

that you don’t have much money to 
spend, and that you want credit. Stan will 
turn you down, so tell him that you want to 
think about it some more, and leave. 
Before you go, Stan will give you his card 
and a compass (which always points to 
Stan’s Emporium - how useful).

Go back into the village (7) (via the usual 
dock-side route) and go back into the 
shop (8). Talk the shopkeeper and ask 
him for a credit note. When he asks 
whether you are employed, say yes, and 
he will get the note from the safe. Make a 
note of the combination when he does 
this! The storekeeper will then ask you 
about your employment, and will decide 
that you are lying. He will then put the 
note back into the safe (double check the 
combination). Ask him to go see the 
swordmaster one more time. Once he’s 
out of the door, walk to the safe, then use 

the PUSH and PULL commands to open 
the safe. PUSH will turn the lever to the 
right by 90 degrees, and PULL will turn it 
left by 90 degrees. Once the safe is open, 
get the credit note, then go back into the 
main street (7), back to the main island 
map (11) and back to the Ship Emporium 
(21).

Stan will still be there. Ask to see the 
cheapest ship again, and tell him that you 
have a credit note. Ask Stan to talk about 
the extras. Whenever he tells you about 
one, tell him that you can live without that 
particular piece of junk, and go onto the 
next one. Once you’ve discussed all the 
extras (there are quite a few, so be 
patient) ask Stan just how much he thinks 
that the ship is worth. Tell him that you 
don’t want it, and start to leave. He’ll call 
you back, then tell him that he’s right, and 
make him an offer of 5000 pieces of eight 

for the cheap ship. He’ll agree to this. 
Walk left out of the yard, back onto the 
main map screen (11), and back to the 
docks (2) at the south-west of the island. 
Here Stan will greet you, giving you some 
literature, and after a tearful moment, your 
crew will join you, ready for the adventure 
ahead.

Okay, that’s the hard bit out the way. All 
that’s left now is to set out on the high 
seas, in a heroic bid to rescue the 
governess and defeat the evil LeChuck. 
No problem for an accomplished pirate. 
(And no, we’re ot going to tell you how to 
do it - not yet, anyway. You don’t want us 
to spoil all the fun, surely?)

Thanks to Maff Evans for his help (and 
refusal to spoil things by giving direct 
answers) when I was desperately stuck in 
the mysteries of Monkey Island.
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POTIONS

A large A small 
. red pot

SMALL BLUE POT 
Removes one unit of energy.

LARGE RED POT
Restores energy to full and 

adds one unit for good measure.

A guard 
with j 

three d 
hit | 

points W

A guard 
with j 

three hit J 
points I

| SMALL RED POT
2 Restores one unit of energy.

■Ugl GREEN POT
Magic potions. These are few 

r and far between. The effects

vary and are detailed in full where 
appropriate.

LEVEL TWO©



PRINCE OF PERSIA COMPLETE CONTROL

A loose 
k tile

TRIGGERS

HMH Opens its corresponding gate.

Closes its corresponding gate.

HH| LOOSE TILES
iSKW Some tiles collapse on touch. To find out which tiles 
will fall, jump straight up (ensure that you won’t push a loose 
tile above). Any loose tiles on the same level or that 
immediately above will wobble. To safely remove loose tiles 
from below, without incurring an injury, simply use careful 
steps to position yourself to face the right-hand edge. Jump up 
then hold down the firebutton, ready to take a careful step to 
the right when you land. These loose tiles invariably lead to 
secret passages, and more often than not to a lovely hidden 
potion or two.

THE GUARDS
The guards have acute hearing. They turn to face in 
the direction of suspicious sounds - such as heroes

running. However, the guards cannot hear careful steps, so
put them to good use when you’d rather not alert a guard on a
platform above or below you.

SPIKES
Simply careful step through them.

RAZOR GATES
Take careful steps right up to the edge of the gate 
until you can walk no more. As soon as the gate has

shut, take a careful step through it.

ure.

w

TAKE HEED
To perform a long jump you need a run-up of at 
least three tiles. Beware that you cannot fall 
more than six blocks in depth without dying. To 
help you guage those tricky steps and jumps, 
here are the distances involved...

STANDING JUMP
Approximately two-and-a-half tiles.

I small 
red pot

STANDARD STEP
Approximately one-and-a-half tiles.

CAREFUL STEPS 
Approximately half a tile.

RUNNING JUMP 
Approximately three tiles.

JUMP UP
Approximately one footstep.

MPWMBM SWORDPLAY
R iS&'w Most of the guards are aggressive 
R&RKMS opponents who can’t wait to skewer you. As 
soon as one moves towards you, thrust. Practice parrying then 
immediately thrusting with the first guard. You need to master 
this as some of the later guards don’t move until you do.

AND FINALLY
Here’s a challenge of sorts from Prince Of Persia's author, 
Jordan Mechner: Try completing Prince Of Persia without 
actually killing any guards. It’s difficult, but not impossible to 
parry their blows and pass them before running away.
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COMPLETE CONTROL PRINCE OF PERSIA

P A large 
red pot

A small 
k red pot

A small 
l red pot

A guard with 
three hit

L points

A loose tile from which 
k you have to propel 
B yourself towards the 
M gate following a tiring 

run-up from the switch 
f to the far right - it's close 
but possible!

2 
<

LEVEL FOUR



Next month: Our giant 
Prince Of Persia guide 
continues, with levels five 
to twelve - if we can fit 
them all in, that is!
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COMPLETE CONTROL

If you’re stuck in Rainbow Arts’ marble-shunting puzzler, or if you’re just fed up with playing the same old screens, then 
wave goodbye to snoozeaway misery with AMIGA POWER! Courtesy of Lesley and Andy Haywood of Selby, here are the 
level codes for each of the game’s 100 levels, including the password which lets you access the screen editor, so you 
can design your own levels to your heart’s content. (NB Not all of these passwords worked on our pre-production version 
of the game, but they should be okay for the real thing).

1 - WELCOME 7 - REAL FUN

8-PINK AND PINK

9 - GREEN PATH

10-BAD DIRECTION

11 - DONT PANIC

12-COLORMANIA

33 - CLASSIC ART

2-THE OTHER SIDE

3 - QUADRI QUADRA

4 - STONE ROAD

5 - NICE COLORS

18- MORE ISLANDS

19- TIMES CHANGE

20 - OTHER THINGS

21 - BE HONEST

22 - BLUE N VIOLET

23 - THREE PATHS

24 - DANGEROUS

35 - WE LIKE IT

36 - FOREVER HERE

37 - WONDERLAND

25 - THE WANDERER

26 - SECRET CHAMBER
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14-FULL MOON

15-RUNNING BALLS

16- GREEN RIVER

17- TWO ISLANDS

27 - FALCONS FLIGHT

28 - BLUE ANGEL

29 - FAR THUNDER

38 - THE SNARE

39 - CURE IT

40 - SUN IS SHINING

41 - A RAINBOW

42 - ARROW ROAD

30-A SIMPLE ONE

31 - BLUE VELVET

32 - PARADISE I



44 - ACCELERATION

45 - THE PRESIDENT

46 - HE IS MISSING

47-PICKNICK TIME

57-DONT WANT THAT

58 - THE FREE FALL

48 - WHO IS CALLING

49-ANCIENT ART

59 - CORRADO BEACH

60 - MORE POPCORN

61 - WILD AT HEART
50 - SHE IS GONE

51 - LOGISTIC

63 - DIMLIGHTS

64 - THE FIFTIES

65 - PICTURE OF HER
53 - PARAMOUNT

54 - THE LADDER

55 - BACK IN RED

66 - GORDIAN KNOT

67 - HIGH SPEED

68 - ALEXANDRIA

69 - RUNNING TEARS

70 - HER RAINBOW

71 - WALK IN CREAM

72 - TOUCH HER

73 - SHADOWLAND

84 - CHILDREN GO

85 - IT IS ATLANTIS

86 - ON THE ROAD

87 - BLUE IS FIRST

74 - JACK IN BAG

75 - VITAMIN C

76 - STUNT BALL

77 - MIRRORLAND

78 - ACE QUEST

79 - BOA BOA BOA

80 - DA DA DA

81 - HAUNTED HOUSE

82 - THE SECRETS

83 - SMILING JOKE

88 - WOLFS MOON

89 - WILD CHINA

90 - ITS LOGICAL

91 - SHE COMPARES

92 - BIG MOUNTAINS

93 - TOMORROW

94 - TELEPORTER JAM

95 - LEVER SUNLIGHT

96 - NEW EXODUS

97-THE PEACEPIPE

98 - FINAL SURPRISE

99 - WHITE MIAMI
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100-THE FINAL CUT 
(CONSTRUCTION KIT)



Who better to bring you the AMIGA 
POWER guide to the Bitmaps’ Gods than 
Bitmap Brother Eric Matthews? This 
month, level one. Take it away, Eric...

General Advice
Gods is split into four levels with each 
level containing three ‘worlds’.

There is more than one way to 
complete each world and no world needs 
to be fully completed to finish the game. 
There are many hidden puzzles and 
sections which do not need to be solved 
but which can provide rewards.

The difficulty level should gradually 
increase from level one to level four. If 
you come across a section in the game 
which seems particularly difficult to 
complete this may be an indication that 
there is no need to complete the section 
to finish the game. Such difficult areas are 
generally ‘bonus’ sections which if 
completed will reward you with treasure.

□J Some worlds have ‘short cuts’ which 
v enable the level to be completed quickly 
H but you may lose out on treasure and 
</) other bonuses by taking them. It is up to
□ . you to experiment with the game to find 
O out what is best to do.
□

Monsters
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In Gods, all monsters have attributes that 
define their strengths, weakness and 
behaviour. The attribute which sets how 
many times a monster must be hit before 
it dies is called the aliens ‘hit point’ 
attribute. A weak (low hit point) monster 
would have perhaps ten hit points where 
a stronger monster could have two 
hundred and fifty or more.

As you progress through the game 
you will notice that the monsters become 
more intelligent. This means that they will 
be more effective at carrying out their 
objectives, to either kill you, avoid you or 

steal treasure. In general it is not wise to 
attack thieves as they are usually helpful.

Weapons
Weapons also have attributes which 
define their behaviour and effectiveness. 
The weapons ‘hit point’ score determines 
how powerful it is. For example, to kill a 
monster with twenty hit points would 
require twenty throws of a one hit point 
weapon (such as a knife) or four throws of 
a five hit point weapon (such as a fireball). 
Obviously, with weapons, the higher the 
‘hit point’ rating the better.

A weapon can either stop when it hits 
a monster or travel through it. Weapons 
which can travel through monsters are 
more effective as the weapon might do 
even more damage to another monster 
behind the first. Also weapons which go 
through monsters cause more damage to 
each monster. This ability of weapons 
should be taken into account when 
choosing the right weapon. For example, 
in a situation where you are firing at three 
monsters in a line, a throwing star (two hit 
points) will be much more effective than a 
mace (three hit points). This is because 
the throwing star will do at least two hit 
points damage to each alien (a total of six 
plus) where the mace will only achieve 
three hit points damage in total.

The third characteristic which should 
be taken into account when selecting 
weapons is whether or not the weapon 
collides with walls when it is thrown. 
Weapons which go past walls are more 
effective. The value of the weapon 
reflects its usefulness.

Potions
Correct use of potions can be helpful in 
completing many sections of the game. 
Because you can usually only carry three 
items in the inventory it is not always wise 
to buy too many potions in the shop as 
there will then be no room for carrying 
other objects that may be necessary for 
solving the puzzles.

If you are famifiar with the section of 
the game after the shop, try and think 
ahead and plan which potions would be 
most useful and where you would be most 
likely to use them. Then you can decide 
how many potions it is safe to buy without 
risking having to drop a potion when you 
don’t want to.

POTION GUIDE
Potion Type Description Value
Chicken restores energy 00650
Apple restores energy 01,000
Weapon arc standard 01,000
Weapon arc intense 01,000
Weapon arc wide 01,000
Bread restores energy 01,300
Small health restores energy 04,000
Magic potion freezes aliens 04,000
Shield invulnerability 05,000
Magic wings effects familiar 05,000
Power potion increases weapon 06,000
Large health restores energy 08,000
Starburst 10,000
Power claws effects familiar 10,000
Power potion increases weapon 12,000
Shield reduces damage 20,000
Extra life 20,000
Familiar 30,000

Power Potions
Power potions are used to increase the 
effectiveness of weapons. Buying or 
picking up a power potion increases the 
damage done by ALL of your weapons. 
A weapon that is powered up once will 
have one extra hit point and fire in two 
directions. A weapon that is powered up 
twice will have two extra hit points and fire 
in three directions. After being powered 
up twice, weapons continue increasing in 
hit points each time you get another 
power potion.

Small power potions power up 
weapons once. Large power potions 
power up weapons twice. The same effect 
can be achieved by picking up or buying 
multiples of the same weapon. For 
example, buying an axe and a large 
power potion is the equivalent of buying 
three axes.

Considering that power potions affect 
all the weapons, they are a far more 
economical way of increasing weapon hit 
points than buying multiples of the same 
weapon.(See separate potions panel).

In level two, three and four the 
power-ups increase in value to 17,500 for 
a small and 32,000 a large.

Extra Lives
Extra lives are plentiful in Gods. They can 
be found in treasure rooms but they can 
also be awarded for clever play and for 
scoring points. It's simply a matter of 
experimentation. Extra lives can also be 
given to help a player who happens to be 
doing badly (they'll just show up if things 
are getting real nasty). And there are 
special tasks with extra lives as reward.
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Weapon Type

The Shop
Buy shurikens and normal arc.

The first key the 
player will need is the 
treasure key to open the 
treasure room. The world 
key is in the the treasure 
room and opens the door 
to the end of this 
particular world.

The Centurion Boss guy
Watch the Centurion as he throws out 
fireballs and note the point where they 
bounce the highest. This is the place you 
should stand to kill the Boss without 
getting hit. Move backwards and forwards 
at the same time as the Centurion.

Value 
00002 
00075 
00150 
00200 
00400 
00400 
00500 
00500 
00800 
01,000 
01,500 
01,000 
02,000 
03,000

World Three
Pull switch (2) to close the trap doors and 
blow up the spike in the pit.
Get the giant jump and jump up the 
trap doors (alternatively you can wait for 
two minutes and a teleport chrystal will 
appear to move you up, although you will 
not get the special bonus).
Get the trapdoor key on the top left 
platform to open the trap door to the right. 
Go up the ladder which lead up to 
the towers.
Go up the ladders to the bridge and jump 
across the platforms to the left to collect 
the trap door key.
Go right and collect the teleport key. 
Open the door by pulling lever (11) and 
this will teleport you to the platform on the 
far left of the map.
Collect the door key.
Go right and pull lever (7) and drop down 
through the trap door.
Pull lever (8) to teleport you to the top 
door on the right.
Pull lever (9) to enter the treasure room 
and collect the lightning bolt.
Pulling lever (10) will open the door and 
take you back.

the treasure room door.
2. Push all 4 hidden switches (E), (F), (G) 
and (H) to open the (4) trap doors which 
form the base of the treasure room. All 
treasure will then fall through onto the 
floor beneath the room.

Extra lives are awarded for points at 
the following milestones: 50,000 points, 
160,000 points, 300,000 points, 500,000 
points, and then every 200,000 points. 
Fire Chrystals (sic) are also awarded for 
scoring points. These are given at the 
following scores: 100,000 points, 250,000 
points, 400,000 points, 600,000 points, 
and then every 200,000 points. These 
bonuses only apply when playing from the 
start of the game (level one).

If you use a password to start from 
another level then bonuses will be missed 
equivalent to the number of levels 
skipped. For instance, starting at level 
three, your first extra life will be at 
300,000 points and your first fire chrystal 
will be awarded at 400,000 points. 
Treasure 
Pile of coins 
Chrystal 
Jewel 
Small bag of gold 
Large bag of gold 
Gold plate 
Necklace 
Diamond 
Gold mask 
Water chrystal 
Fire chrystal 
Iron treasure chest 
Steel treasure chest 
Gold treasure chest

World Two
Get the trap door key on the left of the 
screen to open the trap door on the right. 
Make sure that you go over the top 
platforms as the bottom route is more 
difficult but will give you bonus chrystal. 
Collect the vase and take it to the stores 
at the bottom of the map, making sure 
that you collect the room key on the way. 
Get the world key from stores to exit on 
the right.

Hidden Puzzles
1. To enter the treasure room.
Kill the wave of monsters which appear to 
the left of lever (3). They will give you a 
trap key. Reset lever (3) and which will 
then give you a shield when you pull lever 
(4) to protect you when you drop through 
the trap door to the treasure room.
2. To move block (I).
You have to get to this point with more 
than 2 lives, and more than 80,000 points 
and within 140 secs, from the start of this 
world.
3. Special bonus.
Kill the Centurion without collecting the 
lightning bolt. You will then receive a gold 
treasure chest.

Knife 
Throwing star 
Mace
Axe 
Fireball 
Hunter 
Magic axe 
Spear
Time bomb 
Lightning bolt

* : : Hidden puzzles
f § 1. Shortcut.

Reset the levers (1)& (2) 
to move block (A). This 

will reveal a water chrystal and power-up 
and teleport the player to (B).
2. Special bonus.
The second puzzle is progressive, in the 
sense that the by finding one hidden 
puzzle the player will then be able to find 
the next. There are four parts to the 
puzzle.
a. Blow up the trap with lever (4) an 
then pull lever (3) to reveal an iron 
treasure chest.
b. Reset lever (4) and pull lever (5) to get 
a fire chrystal.
c. Pull lever (7) within 2 mins, from game 
start to make platform (C) move.
d. Press hidden switch (D) to get the 
fire chrystal.
e. Finding these four puzzles will mean 
that you can find the final part of the 
puzzle in World Two.

World One
As is often the case, the first world of the 
game is used to enable the player to get 
used to the control method and to solve 
some pretty simple puzzles - nothing 
overtly challenging to worry about.
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AMIGA POWER PRESENTS

THE ULTIMATE

AUTUMN GAME
GUIDE As everyone knows, summer’s 

a dead time for games. That’s 
why the big software houses 
are releasing pitifully few A- 
grade products over the June-

August period - games players are meant to be out playing football and chasing 
girls rather than sitting hunched over their computers. No, the big, exciting 
releases are all being saved for autumn, 1991’s peak release period. Come 
September we’ll have big name licences, original concepts and top creative teams 
coming out of our ears, so what better time to settle back, put your feet up, and 
dream about things to come? It all starts right here...

So how does the AMIGA POWER Ultimate Autumn Preview work? Well, quite simply, we’ve 
selected around 60 full-price titles that’ll be making the news over the coming weeks. This little 

lot represents the bulk of the major league games on offer during the months of September, 
October and November, each one scrabbling for its slice of the market. All the big names are 
here, plus a few unlikely selections (and a fair smattering of games originally intended for spring 

release now held over for the autumn boom), so there should be something for every taste. If 
you’re thinking of splashing out for all the games on offer though, take a deep breath. Your total bill 

for the software featured over the next 10 pages would be in the region of £1,800!

THE SIMPSONS
Publisher: Ocean
Programmers: Arc Developments, perhaps 
best known for arcade and film conversions 

like Predator II and Forgotten Worlds.
ETA: Mid-September

Briefly: No surprise that cartoon 
phenomenon The Simpsons should appear 

in their own computer game. Little shock 
that it’s Ocean who’ve got the licence either - 
after all, much of their success is based on 
similar clever deals. Make no mistake - lots of 
cash and legal wrangling have gone towards 
bringing you this game.

Plot-wise things are fairly vague. Top Simpson 
Bart has come over all queer and turned himself into a 

conscientious member of the Springfield community - 
he’s decided to protect his long suffering neighbours 
from the perils of the modern world, the most obvious of 

which are (uh-oh!) aliens who’ve dropped in for a spot of 
human munching! The problem is, nobody else has the 
faintest clue what’s going on because (and here’s the 

special bit) Bart’s the only one with a pair of X-Ray specs 
allowing him to spot the aliens through their human 

disguises. Or at least, so he claims...
Ocean have done enough sideways scrolling 

blasters (for that’s what it all boils down to) to 
know what they’re doing here, and you can rely 

on other members of the infamous Simpson 
family to make suitable appearances. There’s even

a topical environmental message - Bart says ‘Save the 
world, man’.

On the upside: Cynics may fear The Simpsons will 
turn out to be a load of old hogwash slopped together in an 
entirely unpleasant attempt to extract dollars from dimbos 
(remember the Turtles?), but there’s something they’ve 
forgotten. You see, Simpsons creator Matt Groening 
designed the original Nintendo console version, and has 
insisted on a veto on the Ocean game himself - after all, 
he’s not going to want public interest in Bart and Co to be 
cheapened by shoddy merchandising.

So, if Groening likes it, there’s a fair chance we will. 
And with Ocean’s track record in this field, and the fact that 
the game designers have actually thought of giving an 
objective and a story to the thing (they’ve been forgotten 
before), hopes are currently held quite high.

On the downside: Given the high profile of the 
character, and the fact that this is THE licence tie-in of the 
season, it’s easy to be tempted into expecting too much. 
Remember, it’ll be a sideways scrolling romp, it’ll be lots of 
fun, but it won’t be winning any awards for originality.

The other, more serious problem, is one of timing. 
Ocean haven’t had their normally efficient act together this 
year, and product after product has been inexcusably late. 
The question has to be asked, will we really see the 
Simpsons this autumn - or even this year? - at all?

What’re its chances? We are prepared to take 
bets at extremely generous odds that - presuming 
Groening is impressed —  this baby is going straight to 
Number One.
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WORLD 
WRESTLING
FEDERATION
Publisher: Ocean 
Programmers: Twylight 
(also doing 8-bit versions of 
Darkman).
ETA: October

Briefly: Anyone who has 
recently found themselves 
welded to a Sky receiving kit 
will know all about the antics 
of these American wrestling 
chumps. Here’s your chance 
to become - if that’s the right 
word - Hulk Hogan, Ultimate 
Warrior or British Bulldog.

On the upside: It 
actually has a lot going for it 
- it’s a cult sport with a huge 
following, it’s packed with 
colourful characters, and it 
has the requisite violence 
quotient fitted as standard. 
All in all, ideal materal for a 
computer game.

On the downside: 
Some people find all that 
grunting, groaning and 
man-handling just a tiny 
tad ridiculous.

What’re its chances?
We’re in real meat-head 
territory here. A winner.
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SMASH TV
Publisher: Ocean 
Programmers: Probe 
ETA: November

Briefly: Long awaited 
coin-op conversion based on 
vicious game show of the 
future. Essentially, you’re 
stuck in close combat with 
fancy high-tech weaponry on 
both sides. We’re being told 
that this makes ‘War of the 
Worlds look like carnival day 
in Notty Ash’ and are warned 
to expect ‘total carnage’. 
Yeah, like we’re really 
quivering with fear...

On the upside: Prime 
conversion material, with 
grandiose intro sequences, 
50 different arenas, loads of 
guns, hunky graphics, 
sampled arcade speech and 
optional game-view variables 
- basically, the whole 
caboodle. This conversion is 
actually being handled by 
ZZKJ, previously responsible 
Super Hang-On and Super 
Monaco GP, which hopefully 
eliminate any problems with 
the fact that...

On the downside: 
...there’s a hell of a lot 
happening in the original, and 
that’s not going to be too 
easy to duplicate.

What’re its chances? 
If Probe fouls up there really 
will be trouble. Still, we 
don’t expect them to. ->

WIZKID
Publisher: Ocean
Programmers: Sensible Software, 
authors of the famous Wizball (of course). 
ETA: October

Wizkid*. Totally surreal sequel to the huge 
cult hit Wizball.

Briefly: Sequel to the phenomenally 
successful Wizball of a few years ago. 
Control a bouncing head through a surreal 
and colourful multi-platform world picking 
up mad treasures, solving infuriating 
puzzles and generally making progress. 
This time the ‘ball’ can grow arms and legs 
for extra challenging levels.

On the upside: We’re talking 12 
levels each with over 100 screens. 
Sensible can normally be relied upon to 
come up with a few off-the-wall effects.

On the downside: Sequel-mania 
goes on, but who’s complaining?

What’re its chances? If the quality 
matches that of its predecessor, then it 
could be massive. Major innovations on 
the original could make this a real treat.

THE ACTION GAME & THE ADVENTURE GAME
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SPORTS 
ACTION 
RUGBY
Publisher: Audiogenic
Programmers: Denton Design, regular 
Audiogenic programming team last 
responsible for Wreckers.
ETA:: October

Briefly: Yes, it’s a rugby game, 
featuring both action and strategy bits. 
The first of a new TV Sports-style series 
from Audiogenic.

On the upside: There aren’t many 
rugby games about...

On the downside: ...but that’s 
because they’re usually so bad. Rugby 
certainly isn’t the sexiest sport for 
conversion.

What’re its chances? Sports Action 
Rugby will be launched to coincide with 
the Rugby World Cup (in which the home 
countries are expected to perform well) 
which should help boost its profile. We’re 
hoping it’ll be the first rugby game that’s 
actually worth playing, but keep an eye out
for Domark’s World Class Rugby too

Hype and gory: 
Rugger’s World Cup 

has kicked off an 
Amiga games chase.

which, the firm 
claims, will be ‘like 
Kick Off when it 
arrives 
this October.

RUGBY
WORLDCUP

BONANZA 
BROS
Publisher: US Gold 
Programmers: Tiertex
ETA: November I

I

Briefly: Sideways view arcade adventure 
featuring two amusing brothers from the 
school of absolute villainy. Our lads have 
decided to break into famous people’s 
houses and steal back all the dodgy kit 
that’s been deposited over the years. 
Naturally, this isn’t to the taste of 
innumerable security guards and home­
owners. Prepare to be chased by men with 
big sticks...

On the upside: Your chance to nick 
every television set in Beverly Hills. The 
coin-op’s unusual computer-generated 
graphics system looks distinctive...

On the downside: ...but how well 
will it translate onto the Amiga? US Gold 
are using the word ’comical’ to hype this, 
which is always a bad sign.

What’re its chances? Any game 
which doesn’t involve saving the earth 
from pollution/ rescuing some lush chick 
gets our vote.
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Publisher: Ocean
Programmers: Maxis, the creators of 
Sim City, did the PC original, but the 
Amiga version’s down to Probe.
ETA: November

Briefly: Remember controlling an 
urban sprawl in Sim City7 You certainly 
should - the game’s an all-time Amiga 
classic for its charm, its usability, it’s 
cleverness and - yes! - its originality. 
Now designers Maxis, with the help of 
Probe, have gone one bigger - well, 
actually a whole lot bigger - with an 
evolution simulation of the world.

You control emerging lifeforms from 
outrageously witless amoebas to just 
plain common-or-garden witless humans. 
It’s a huge point and click journey 
through countless problems and puzzles 
testing both common sense and higher 

Publisher: US Gold
Programmers: Creative Materials (action game) and Delphine 
(adventure version).
ETA: September

Briefly: Take 10 hours worth of Godfather movies and you should’ve 
copped plenty of opportunities for arcade-style action sequences (quite how 
they can be linked together into a pleasing game is another matter, 
however). Expect plenty of severed heads, gratuitous murder and massive 
scale back-street slaughter. The adventure version is perhaps a more 
obvious bet - linking Mafia intrigue with Delphine’s successful Cinematique 
system could be a winner.

On the upside: The rich, swirling and incident-filled Godfather 
backdrop should add a good 
deal of depth to the action 
game, while the adventure has 
almost limitless potential - it 
just depends how on well they 
manage to tap it.

On the downside:
They’re big projects but we’ve 
heard very little about 
progress. The adventure game 
is a particular mystery - just 
how will it make sense of such 
a complex plot? It’ll take some 
clever game design work, 
that’s for sure.

What’re its chances?
The notion of Godfather 
games is an excellent one, but 
we’ll reserve judgement until 
we know more.

Plenty of scope for a crackins 
game in The Godfather,

forms of intellectual prowess. If your 
lifeforms are crap, they’ll die of one of 
dozens of causes (self destruction, 
disease, that kind of thing), and even if 
they’re happening organisms, you’re in 
for a rough ride. Games certainly don’t 
get much bigger than this.

On the upside: It’s probably one 
of the most ambitious projects yet to be 
undertaken on the Amiga and we have to 
take a tip-top programming job as read if 
the game’s to succeed. The PC version 
has been around for six months and has 
enjoyed success among the sort of 
games players who had hitherto been 
satisfied with computer chess, war 
strategy and flight sims. National 
newspapers even got their hooks into 
Sim Earth, with many stories appearing 
along the lines of games finally ‘growing 
up’. It’s not the sort of thing Ocean 

specialise in publishing, and it has to be 
seen as some sort of high-end flagship 
for them.

On the downside: We’ve played 
the PC version and, it must be said, it’s 
far from perfect. It’s difficult to get into 
and it has a tendency to come across 
as a lot of dull environmental 
sermonising. Fun is most certainly not 
the keyword here - it’s unlikely to be 
anywhere near as accessible as the 
excellent Sim City.

What’re its chances? It looks 
good simply to have on your shelves, 
even if you never quite get round to 
playing it. For that reason alone it will do 
well, and while it’s unlikely to reach the 
top end of the charts, we’re willing to bet 
that copies of Sim Earth will still be 
passing over the counter at your local 
computer store at the end of ’92.

FINAL FIGHT
Publisher: US Gold
Programmers: Creative Materials
ETA: October

Final Fight Formularised fight scenes with 
extra moves to your advantage

Briefly: Classic inner city CapCom 
coin-op beat-’em-up starring a motley crew 
of street gangs and psychopaths. Two 
player simultaneous option, 32 colours, 
huge sprites, Japanese style graphics - 
what more could you ask for?

On the upside: The arcade original 
is probably one of the best in this still 
popular genre.

On the downside: But the whole 
ultra-violence martial arts thing has been 
done zillions of times before.

What’re its chances? Creative 
Materials seem to be doing good things 
with the project - hopes have to be high 
for an Autumn smash.

SUPER SPACE 
INVADERS
Publisher: Domark 
Programmers: In-house 
ETA: November

Briefly: The nastiest 
(and firstest) bad guys in the 
galaxy are back, bleeping and 
blooping their way 
earthwards. Your job? Simply 
enjoy the death-fest.

On the upside: Simple 
unpretentious fun is always a 
winner and this should 
capture an appealing B-Movie 
tongue-in-cheek feel. The 
coin-op original featured all 
sorts of weird stuff - 
including invaders on a 
mission to steal earth cows! - 
so expect more than a 
straight and humourless 
waste-’em-all.

On the downside: A 
nice idea as a one-off, but 
let’s hope the release 
schedules don’t start getting 
clogged up with nostalgic 
updates of prehistoric game 
styles. Hopefully the basic 
gameplay won’t simply feel 
too thin to warrant serious 
consideration in 1991.

What’re its chances?
Super Space Invaders made a 
respectable impression in the 
arcades, and most expect a 
similar performance on the 
Amiga.

RACE DRIVIN’
Publisher: Domark 
Programmers: Walking 
Circles
ETA: November

Briefly: First there was 
Hard Drivin’ (which was sort 
of OK), then there was Hard 
Drivin’ //(which wasn’t so 
OK). Now there’s Race 
Drivin’, apparently the official 
sequel to Hard Drivin’ as 
opposed to the unofficial 
sequel. Oh dear, it’s all very 
confusing. Anyway, this one 
features three different tracks 
containing loads of loops, 
hoops and corkscrews to 
zoom around. One of the 
tracks is the same as in Hard 
Drivin’, one’s ridiculously 
challenging, and the third is 
just plain tough.

On the upside: Good 
programmers in charge of 
converting a good coin-op.

On the downside: 
Neither previous home game 
captured the thrills of the 
coin-op sufficiently, mainly 
due to shaky updates and a 
lack of speed, and there’s a 
danger that the same will 
apply here. The new game’s 
got to feel different to the 
other two also - what’s

>

Q
>
D 
o 
g 
m 
n

> 
c 
Q 
C
CD 
-I

—L
(0
<0

o



the point in buying the same 
thing three times?

What’re its chances? 
The whole Hard Drivin’ 
concept ran out of steam 
some while ago - it’s going to 
take quite some game to 
rekindle a decent-sized level 
of interest.

MIG-29M SUPER 
FULCRUM
Publisher: Domark 
Programmers: Simis, last 
responsible for (spook!) the 
original MiG-29.
ETA: September

Briefly: Follow up to the 
highly successful MiG 
simulation of earlier this year 
using much of the same code. 
This is based on a completely 
new piece of kit which is due 
to be unveiled at the Paris 
Air Show.

On the upside: Expect 
plenty of variety in gameplay 
- this isn’t just a list of 
standard missions to 
complete. You’ll be playing in 
a global scenario, so actions 
over which you have no 
control will drastically alter 
battle plans. The plane’s 
different too - most 
noticeably the full 360° view 
bubble canopy.

On the downside: 
Might be disappointing for 
strict flight sim enthusiasts 
who expect absolute parity 
with the real aircraft. 
Nobody’s going to believe 
Domark have full tech specs 
on a Soviet fighter which has 
yet to be launched - they’ll 
have had to take even more 
artistic licence than is usual 
with flight sims.

What’re its chances? 
Polished and professional 
flight sims always do well, 
and (judging by Simis’ past 
performance) this should be 
worth a look. Not likely to 
chart top though, as the game 
will be sold as both a mission 
disk for existing MiG-29 
owners and a stand-alone 
product so sales will be split.

PIT FIGHTER
Publisher: Domark 
Programmers: The London 
branch of Teque, the 
conversion specialists.
ETA: October

Briefly: Pure brutality 
whisked this straight to the 
pinnacle of coin-op coolness 
last year (it was Atari’s fastest 
selling arcade machine ever). 
No plot as such, just a rabid 
scrap between chunky 
characters who get down 
to wrestling, kickboxing

CRUISE FOR A 
CORPSE
Publisher: Delphine (US Gold) 
Programmers: Delphine’s adventure 
games team, who of course had previous 
success with the similar Future Wars and 
Operation Stealth.
ETA: September

Sharp detective work and 
plenty of snooping is 
required in Delphine’s 
Cruise For A Corpse.

WILD 
WHEELS

It’s not all plain sailing in 
Cruise For A Corpse.

Briefly: It’s time to don silly 
moustache 
and 
implausible 
continental 
accent and 
go looking 
fora 
murderer in 
this Sunday 
night, Agatha 
Christie TV- 
movie of an

adventure. You, as a Hercule Poirot-type 
character, strut around a luxury cruiser 
(circa 1920) being charming yet enigmatic 
until your host (a Greek shipping magnate) 
takes a trip to 
that great tax 
dodge in the 
sky. Is there a 
world famous 
detective on­
board? As 
luck would 
have it...

On the
upside: Delphine uses a trade-marked 
operating system for its point and click 
graphical adventures called Cinematique, 
and it’s actually rather good. Future Wars 
and Operation Stealth were neat (and both 
Top 100 games) and Corpse promises to 
be an improvement on both, providing 
plenty of characters to interview and a 
labyrinthine plot to fill those long, urn, 
autumn evenings.

Character interaction may 
be an integral part of 
Cruise For A Corpse, but 
it’s the graphics which 
really impress.

On the 
downside: 
Cinematique 
might be 
good, but 
let’s face it - 
nothing done 
on it so far 
comes close 
to being as 
funny or user 
friendly as 
Lucasfilm’s

current adventure system. The game will 
be undeniably good, but the improvement 
will have to be large for it to truly compete 
with the likes of Monkey Island. Also, 
we've been waiting a long time for this 
one, it should have been out last year. 
Delphine have something of a reputation 
for being late.
What’re its 
chances?
Definitely a no 
go area for 
anyone who 
likes their 
action thick 
and fast, but Interviewing techniques 
bound to do have bccn |hc down(an of 
well with the many a same. Will Cruise 
older gamer. fare any better?

Wild Wheels: High hopes for something out of the ordinary.

Publisher: Ocean
Programmers: Red Rat, the Manchester-based team behind games like 
Lombard RAC Rally and MicroProse International Soccer Challenge.
ETA: October

Briefly: It’s soccer on wheels in multidirectional 3D land. There are 10 
different vehicles to choose from and plenty of opportunity to bang them into one 
another. Red Rat reckon they’ve come up with an original idea and are keen to 
dispel any fears that this will come across as just another football game but 
without the legs. Some elements of strategy are being thrown in, so teams are 
made up of customised cars suited to differing tasks.

On the upside: A smart combination of beat-’em-up, strategy, racing, 
sports and standard shoot-’em up. Sprites are huge and move easily. Red Rat’s 
track record suggests they know exactly where their strengths lie.

On the downside: Football games with strange angles are invariably 
useless which is why Red Rat are desperate to play down this label. A spokesman 
commented: ‘It’s not just a football game with cars - it’s a wild, crazy, fun game 
which looks great.’

What’re its chances? Red Rat have been around for eight years banging 
out bright, though not sparkling games. Hopes must be high that this’ll be the one 
to really put them on the map.



ALIEN STORM
Publisher: US Gold 
Programmers: Tiertex
ETA: September

You know what to expect from Alien Storm 
(Sega screenshot)» Psuedo 3D Battlezone 
at its best»

Briefly: Oops! Some chap has let 
loose a million and one man eating alien 
slime suckers, and they’re taking the 
overnight shuttle straight to their favourite 
takeaway spot, Planet Earth! What’s the 
solution? Well, why not dust down some 
uncommonly large Ghostbusters-sty\e 
guns and give these fellas a good seeing 
to? Alien Storm was an exceptional coin­
op which proved virtually impossible to 
leave alone.

On the upside: Horrible aliens and 
lots and lots of shooting.

On the downside: It’s about as 
intelligent as a Pit Bull that’s just guzzled 
fifteen pints of Special Brew, through a 
straw.

What’re its chances? Said qualities 
ensure massive success.

TURTLES 2 - 
THE ARCADE 
GAME
Publisher: Image Works
Programmers: Probe, who did the 
(actually rather good) 8-bit versions of 
Teenage Mutant Hero Turtles.
ETA: November 

Briefly: It was a smash-hit as a coin­
op and for good reason. There are plenty 
of the tricks and effects which made the 
Turtles popular in the first place. Image 
Works are already proclaiming that the 
Amiga version of this all-action beat-’em- 
up will be ‘identical’ to the coin-op.

On the upside: A wonderful coin-op. 
Probe will be working flat out to turn this 
into the definitive conversion.

On the downside: 16-bit versions of
the first Turtles game have left a bad taste 
in the mouth. Youngsters around the 
country think the Turtles are passé 
already...

What’s its chances? ...although we 
reckon quality of gameplay will be the
essential 
ingredient 
this time 
around. 
Another 
potential 
Number 
One.

Turtle power: Don’t sniff at 
this brutal beat-’em-up»

ELF

Elf: Nirvana’s bottom-of-the-garden debut has attracted enormous interest.

Publisher: Ocean
Programmers: Nirvana Systems, a 
new programming team making their 
professional 16-bit debut.
ETA: September

Briefly: A colourful and 
gardenesque platform arcade 
adventure with plenty of bad guys, a 
cute mixture of useful objects to collect, 
and an assortment of harmless 
characters to make use of. Shades of 
Ocean’s hit coin-op conversion 
Rainbow Islands in the look and feel, 
with plenty of platforms and teasing 
puzzles plus ‘a host of delightful 
graphical tricks not yet exploited in 
similar games’.

On the upside: Good arcade 
adventures are always fun, and 
ingenious, unusual ones (as this 

Ocean get back to the cute end off the market with an original product. Elf is 
certainly easy on the eyes. How it plays remains to be seen.

promises to be) more welcome than 
most. Elf certainly looks attractive and 
has gained much favourable 
pre-publicity.

On the downside: Elf is 
Nirvana Systems’ first effort (they’re all 
straight out of university) so while we 
can expect something different, it’s 
highly likely that mistakes will be made. 
The game was to have been ready last 
month but has since been put back to 
September, and the quality of Elf’s 
sound is said to be somewhat short 
of ideal.

What’re its chances?
Remarkably good. The Nirvana kids 
are admittadly an unknown quantity, 
but the fact that it’s Ocean who have 
signed these guys (and the fact that Elf 
isn’t a licence tie-in of any sort) would 
seem to bode well. 

and karate, not to mention 
using shurikens, knives, 
barstools and even 
motorcycles as weapons!

On the upside: 
Absolute royalty as far as 
coin-ops go. Teque London 
have been instructed to 
recapture the fore and aft 
dimension of the impressive 
digitised coin-op fighters in 
the Amiga version. Big 
sprites, nice noises, and 
there’s a damn good buzz 
about the project.

On the downside: 
Gameplay in the arcade 
version wouldn’t have held up 
well without the distraction of 
the flashy visuals. Lacking 
the coin-op’s gorgeousness, 
this could cause a serious 
problem for the home 
versions of the game.

What’re its chances?
Should be one of the big coin­
op based hits of the second 
half of the year.

OUTRUN EUROPA
Publisher: US Gold 
Programmers: Probe, who 
have more conversions than 
we’ve room to mention under 
their various belts, though 
Turbo OutRun, Golden Axe 
and (eek!) the surprisingly 
good 8-bit versions of Turtles 
spring to mind.
ETA: September

Briefly: Seven stage 
race across Europe in 
everything from jet skis to 
lush Porsche 911s to 170 mph 
Yamaha GP motorbikes. Not a 
coin-op conversion, but US 
Gold’s own, slightly off-the- 
wall, spin-off interpretation of 
the original game, it offers 
plenty of scrapes with such 
lovelies as unfriendly 
policemen, secret agents and 
international terrorists.

On the upside: Lots of 
potential for a more varied 
race game than most. This 
version of Outrun Europa is 
very different to the one put 
together by Probe in 1989, 
featured in many magazines, 
but never released.

On the downside: The 
original OutRun coin-op was 
so good it set itself as the de 
facto standard in racing 
games, but although home 
versions hit number one 
spots the conversions left a 
great deal to be desired. 
What’re its chances? If 
Probe gets this right it will be 
a winner. It should at the very 
least be amusing, at best lots 
of fun and a big hit. (If no MP 
decides it encourages racing 
on public roads, that is).
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ROBOCOD
Publisher; Millennium 
Programmer: Chris Sorrell 
(James Pond) 
ETA: November

Briefly: Another cutesy 
platform game with an 
environmental message, and 
the follow up to the surprise 
hit James Pond. This time it’s 
out of the deep putrid sea and 
onto the earth to chase a dirty 
old scientist with designs on 
world domination.

On the upside: 
Perfectly reasonable of 
Millennium to milk some more 
from the remarkable James 
Pond success. Expect plenty 
of new ideas superimposed 
on an old game-style.

On the downside: Yes, 
it’s that age-old sequel 
grumble again.

What’re its chances? 
Probably won’t repeat James 
Pond’s advances.

FOOTBALL X 
(Working Title)

Publisher: Krisalis 
Programmers: In-house 
ETA: October

Briefly: Standard 
football management affair 
featuring all four English 
leagues and the Vauxhall 
Conference. Some 1,300 
players are packed in, plus 
the likelihood of an 
endorsement from a senior 
football league manager. 
Smart money is currently on 
George Graham, Terry 
Venables or Alex Ferguson.

On the upside: Krisalis 
made a hugely impressive job 
of its Manchester United 
game, so we can hope for 
something of quality. The firm 
says this will be a 
management game for ‘the 
quality end’ of the market.

On the downside: 
There are far too many of 
these games as it is, and 
most of them are dire.

What’re its chances?
There are so many sports 
management games out there 
each new one will succeed or 
fail on its own merits. 
(Fingers crossed that this’ll 
be worth booting up...)

LOTUS TURBO 
CHALLENGE 2
Publisher: Gremlin 
Programmers: Magnetic 
Fields, who seem to have 
become real driving game 
specialists following 
Supercars and the first Lotus. 
ETA: October

FLAG
Publisher: Gremlin
Programmers: Ian Harling (the man 
behind Ocean’s Lost Patrol) and
Simon Cook.
ETA: November

Briefly: If you imagine a rather 
cartoonish distant nephew of Populous 
you’ve got the general idea. We’re looking 
at another isometric 3D landscape here,

CAPTAIN PLANET

Captain Planet: Tony Crowther is hoping to repeat the success of Captive.

Publisher: Mindscape 
Programmer: Tony Crowther, the 
man behind Bombuzal and Captive. 
ETA: October

Briefly: Anti-pollution is the big 
message running through this season’s 
line up of games, but none are as 
blatantly optimistic as Captain Planet. 
Based on the ecologically sound 
superhero of the same name, the game 
is being crafted by Tony ‘Captive’ 
Crowther, which seems to suggest that 
it’ll be really rather good. Mr Planet is 
apparently a big name in superhero 
circles and is destined to take the place 
of Turtles, Killer Tomatoes and Real 
Ghostbusters in the Saturday morning 
cartoon slot. Captain Planet is 
surrounded by sugary characters who 
are dedicated to cleaning up Earth’s act 
- each has his or her own special 
powers (related to the basic elements) 

the main feature of which is a couple of 
villages separated by a river and linked by 
a single bridge. It all looks fairly happy and 
peaceful, but there’s a catch - a wizard’s 
curse means that every 21 years the two 
settlements must take arms against one 
another and try to capture the other’s flag. 
The winning village wins peace and quiet 
for a couple of decades, while the losers 
are forced to serve a malicious wizard and 
generally have a grim time of it. Players 
make use of various local characters

and the game allows you to utilise all 
during different levels.

On the upside: Mindscape spent 
a hell of a lot of money on this licence, 
even though the name has yet to really 
make an impression outside computer 
games magazines. The decision to 
draft in Crowther seems to virtually 
guarantee a game that will appeal to all 
ages. Plenty of atmosphere and colour.

On the downside: No problem if 
you can stomach the pseudish 
ecological sentiments.

What’re its 
chances? Certainly 
one of the big releases 
of the year, and a 
healthy chart placing 
seems pretty much 
guaranteed. Possibly, 
just possibly, a 
Number One.

Planet awareness.

including magicians, spies, warriors, 
villains, builders and even dragons.

On the upside: Novel twist on what 
is essentially an old story...

On the downside: ...but these 3D 
iso-thingy power games are beginning to 
get just a tiny bit tiresome.

What’re its chances? Fair - but 3D 
isometric things are flavour of the month at 
the moment and Flag will have to be pretty 
special to stand out. The Ian Harling 
connection promises some gorgeous 
visuals though.

UTOPIA
Publisher: Gremlin
Programmers: Graham Ing and Robert 
Crack, the crew of the BSS Jane 
Seymour.
ETA: September

Briefly: It’s back into isometric 3D 
land again for another bout of omnipotent 
meddling in the affairs of lesser beings. 
This time you’re given a whole planet to 
play with. The idea is to build the ideal 
civilisation full of peace and flowers and 
people without all that many clothes on. 
But we all know how attempts at building 
utopia usually turn out - with a nasty 
kickback, this time in the form of attacks 
by 10 greedy and aggressive alien races...

On the upside: You control the 
social, economic and military development 
of your colony, so there’s plenty of juggling 
with menus to be done for those with a 
strategic bent. Add the invasion difficulties 
and you’ve got something that’s 
guaranteed to eat into your spare hours, 
while the slightly cartoony graphics 
appeal. Pedigree programmers too.

On the downside: Those crusty old 
Populous/Sim City comparisons are sure 
to make an appearance.

What’re its chances? The idea of 
taking total control over a virgin planet has 
plenty of appeal. It’s going to be an ' 
isometric autumn and winter, but Utopia 
looks like it’ll hold its own.

3D war and peace in Utopia.

MYTH
Publisher: System 3 
Programmers: In-house
ETA: September

Briefly: It’s taken two years but the 
8-bit classic has finally made it to the place 
it really belongs - on the Amiga. According 
to System 3, this is ‘the most challenging 
action adventure ever created’, which 
shows confidence at least.

On the upside: There are four huge 
levels of full multidirectional scrolling 
landscapes, sweetly animated characters 
and a smattering of strategy to confuse all 
you flesh fiends. Puzzles were neat in
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Briefly: Less of the 
extended racing track feel of 
the first Lotus, and more of an 
OutRun style road race across 
America, this second game 
has a very different feel. Up to 
four players can compete 
(linked computer capability is 
planned for some spectacular 
simultaneous action) but the 
split screen effect has gone in 
one player mode to allow a 
bigger, more detailed play 
area. You’ll notice the word 
‘Esprit’ missing from the title - 
that’s because certain stages 
put you behind the wheel of 
the Elan, a slower but better 
handling sports car, instead.

On the upside: The first 
Lotus was one of the best 
Amiga into-the-screen drives, 
and early word has that this 
improves on it in various 
significant ways.

On the downside: 
Sequels aren’t necessarily an 
improvement - look at 
Gremlin’s own Supercars 2. 
What’re its chances? 
Gremlin is expected to make a 
big play of the extra 
capabilities of the new Lotus - 
things like the linked Amigas 
trick - and that, backed by the 
high reputation of the first 
game, should see it do well. 
Course editor disk to be 
released later should prolong 
its appeal too.

SHANGHAI II

TURBO CHARGE
Publisher: System 3 
Programmers: In-house 
ETA: October

Briefly: It’s another high 
speed chase with you and 
flash Italian sports car pitted 
against more of those crazy 
drug dealers.

On the upside: It’ll be 
fast and violent...

On the downside: ...just 
like hundreds of other 
driving games.

a) What’re its chances?
Q There’s no reason to expect 

anything special.

□ DIE HARD II
® Publisher: Grandslam Video

Programmers: Tiertex, 
converters of hundreds of
arcade licences including 

Œ Strìder and home-grown 
w sequel Strìder IL
? ETA: October

0.
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Briefly: Airport based 
cat-and-mouse actioner based 
on the high budget and the 
ultra-violent movie of the 
same name.

On the upside: Non­
stop, roller-coaster ride of a 
plot and high body count 
make it a natural for

Myth*. Set to repeat the 
success off the 8-bit original?

the 8-bit versions and they’ve been 
retained, though the central character is 
no longer Mr Everyman but has turned into 
a squat barbarian type.

On the downside: This has taken a 
long time to come to fruition (it should 
have been out in May), but anyone who 
remembers the original will have 
ultra-high hopes of an excellent arcade­
style-game. We're not sure about the new 
central character either.

What’re its chances?: If it lives up 
to expectations, Myth could be one of the 
best Amiga platform games yet, and if it’s 
not, well, everyone will know about it 
soon enough.

Publisher: Activision
Programmers: In-house
ETA: September

Briefly: Catchy oriental memory/ 
strategy game involving the pairing off of 
identical tiles until none are left. It’s similar
in concept to the original Shanghai but 
Activision has thrown in a bag full of new 
tile layouts, dizzy animation and sound

Tiles a tale: Shanghai II.

HOME 
ALONE
Publisher: Accolade
Programmers: Capstone, the people behind last issue’s ‘interesting’ Bill & Ted’s 
Excellent Adventure.
ETA: November

Briefly: Frolicsome arcade fun 
based on assorted sequences from the 
surprise hit movie. (You know, it’s the one 
about the little kid who has to defend his 
family’s house from a couple of 
particularly stupid burglars).

On the upside: Capstone are a 
Miami-based gang who seem to take 
delight in transferring, erm, ‘odd’ choices 
of movie to silicon. Bill & Ted (the game) 
isn’t all that hot in its own right, but fans of 
the movie got a kick out of it. Home Alone 
seems likely to repeat that.

On the downside: We don’t hold 
out much hope for the gameplay - it’s 
likely to be the sort of thing that wouldn’t 
get a look in without the movie licence.

What’re its chances? While the 
video stomps its way to the top of the 
charts, the game is likely to put in a 
mediocre performance. Not a cynical 
licence rip-off, but it’s unlikely to be 
regarded as a classic.

Home Alone*. Great movie, but that 
doesn’t guarantee a good game. We’ll 
reserve judgement until we see the 
finished version.

effects. You play with nine different layers 
of tiles, and can only move certain ones at 
any particular time, so it all gets just a wee 
bit complicated.

On the upside: Chinese puzzles are 
impossible to leave alone, and we expect 
this to be clean and crisp. Little extras like 
allowing players to create their own tile 
layouts make Shanghai //special.

On the downside: £35.99 (gulp)...
What’re its chances? Seriously 

baffling price which could harm a good 
game’s chances.

3D GOLF
Publisher: MicroProse 
Programmers: The Thought Train, a 
new team of programmers in their 
professional debut.
ETA: September

Briefly: 3D Golf is, ahem, golf in 
three dimensions.

On the upside: Up to four players, 
10 computer opponents, the graphics look 
good and we’re promised lots of highly 
detailed gameplay.

On the downside: We reckon no- 
one needs more than one golf game, and 
since PGA Tour Golf (Electronic Arts) is so 
brilliant, this might be in trouble.

What’re its chances? It should put 
in a solid performance in Britain’s bustling 
software stores, although chart glory 
seems unlikely.

SILENT 
SERVICE II
Publisher: MicroProse 
Programmers: In-house 
ETA: September

Briefly: Comprehensive World War II 
submarine simulation which attempts to 
supplement the commendable successes 
of its predecessor. This time there are 
better graphics, more scenarios and better 
sound. You can battle alongside the 
Japanese in the Pacific, or attempt to sink 
Allied shipping in the Atlantic. Attention to 
detail and all manner of missions add 
depth to the game.

On the upside: Bound to be 
atmospherically impressive and ‘deep’. 
The original game clocked up sales of 
625,000 worldwide and won ‘Simulation of 
the Year’ awards in six countries.

On the downside: No matter how 
accurate and painstakingly put together, 
submarine games can be deadly boring.

What’s its chances? Excellent. Not 
a chart topper, but a suitably MicroProse- 
like attention to detail puts Silent Service II 
on a steady course for all-time-classic 
land. It’s the kind of game you’d still be 
happy to buy in a couple of years time.

Silent Service II*. in at the deep end.



NEBULUS II

The distinctive Japanese-looking graphics and over* 
head view of Chinto’s Revenge,

CHINTO’S 
REVENGE

Publisher:
Millennium
Programmers:
In-house
ETA: September

Briefly: Very
Japanese cartoon 
adventure sporting 
state of the art 
graphics and 
animation. Guide the 
unfeasibly large sprite 
of Chinto into an evil 
castle, avoid all the 
traps, do away with all 
the guards, and save 
your sweetheart.

On the upside: Pictorially spectacular (if odd) journey featuring imaginative 
quirks and high emotions. Just what you’d expect from a game heavily influenced 
by Japanese comic culture.

On the downside: There’s still a question mark over how successful they’ll 
be with gameplay...

What’re its chances? Let’s hope for something out of the ordinary. 
There’s still more that could be done with the Amiga’s graphics capabilities, and 
this could be a step in the right direction.

Story-line plays a strong part in Chinto’s Revenge, with well drawn characters on 
a linear adventure. But how well will it play?

Here we see the happy Chinto family, tucking into a tasy Oriental dish just before 
everything goes horribly world.

Publisher: 21st Century 
Programmers: Infernal Bytes (debut) 
ETA: September

Briefly: Remember the original 
Nebulus? It involved working a frog-like 
character up and through a series of tower 
complexes, picking up useful bonuses and 
disposing of useless enemies. It was a 
smash hit. This version differs in that you 
have to climb down towers as well as up. 
Naturally, there are more bonuses, more 
baddies and prettier graphics.

On the upside: The original was 
sensational and rates highly among many 
people’s all-time favourite games. A 
sequel is long overdue. 21st Century 
(themsleves a sequel to the now defunct 
Hewson) badly need a hit,so hopefully 
they’ll pull all the stops out.

On the downside: Though original 
programmer John Philips is helping out, he 
wasn’t interested in re-working the game 
himself - a real shame. The sequel will

It's all ups and downs with Nebulus lis 
eight towers.

have to do interesting things with the basic 
concept to be worth the effort.

What’re its chances? No hiding 
behind licences here - with a product like 
this it all comes down to how well they’ve 
done the game.

MAGIC 
POCKETS
Publisher: Renegade 
Programmers: The Bitmap Brothers, 
responsible for... But, ah. You know the 
rest.
ETA: September

Briefly: Magic Pockets is the 
Bitmaps’ first attempt at writing a cute 
platform game. True to form, they haven’t 
been able to resist the temptation to give 
the graphics the metallic look that’s 
become their trademark. Central character 
The Bitmap Kid, who bears an unnerving 
resemblance to Nathan, of Image Works’ 
Brat fame (‘But we did it first!’ shout the 
Bitmaps), finds himself on a quest to 
retrieve some of his lost toys from the

Typically weird graphics from the Bitmaps 
in this cute platform jump-a-long.

conversion. The strength of 
the film is likely to earn it a 
high profile.

On the downside: The 
first Die Hard conversion was 
PC and C64 only and didn’t 
make much of an impression. 
Faith in this revitalised
Grandslam is low, particularly 
in the light of the old 
company’s The Hunt For The 
Red October effort.

What’re its chances?
Don’t hold your breath.

LAST NINJA III
Publisher: System 3 
Programmers: In-house 
ETA: September

Briefly: According to 
System 3, Ninja III ‘takes you 
back to the very core of the 
Ninja’s spiritual power’ with 
battles taking place across 
levels depicting the four 
elements. All very interesting, 
but just how violent is it?

On the upside: The 8- 
bit boys have already had 
their versions, and response 
has been close to orgasmic. 
One magazine got itself into a 
state of nirvana and handed 
out a 100 per cent rating (!) 
Fighting effects are said to be 
state of the art - certainly 
more has been made of them 
in this game than previous 
versions - while gameplay is 
basically a souped-up version 
of the same collect-object-to- 
use-on-puzzle-in-a-later- 
screen affair. Still, this 
promises to be much more of 
a console-style product than 
previous Last Ninja games.

On the downside: 
Despite healthy C64 roots, 
System 3 have yet to make 
any mark at all on the 16-bit 
machines. Certainly, Amiga 
versions of the previous Last 
Ninjas have been 
disappointing. The whole 
thing’ll be a complete turn-off 
if fighting isn’t your thing too.

What’re its chances? 
It all depends on whether a 
16-bit audience can be 
persuaded to go for it, really. 
Still, System 3 deserve to 
make their big 16-bit 
breakthrough, and this could 
be the game that will do it 
for them.

REALMS
Publisher: Virgin 
Programmers: Steve Turner, 
Andrew Braybrook and the 
Graftgold team.
ETA: September

Briefly: The look is 
obviously Populous/ 
Powermonger based, but 
Virgin are at pains to play
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RODLAND
Publisher: Storm
Programmers: Ronald Pieket Weeserik, 
John Croudy and Neil Langman (graphics) 
at The Sales Curve.
ETA: September
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that down. This is far more of 
a straight strategy game they 
say, in fact based on an 
uncompleted idea Steve 
Turner had five years ago for 
a Spectrum game. You 
control one realm - a network 
of, say, five or six towns 
linked by trade routes 
sending taxes to the capital - 
and have to build up its 
strength (in terms of cash, 
armies, health of the people), 
defend it against attack and 
eventually defeat your 
opposing computer- 
controlled realm. It’s all to do 
with controlling the lines of 
communication, apparently. 
One of the most exciting of 
the various projects that 
came up for grabs following 
the collapse of Activision UK.

On the upside: 
Programmers Graftgold rarely 
put a foot wrong, and have 
worked successfully with 
Virgin before (on Ivan ‘Iron 
Man’ Stewart’s Super Off 
Road Racer}. They have to be 
seen as a major plus. The 
fractal map, battle sequences 
and general presentation are 
spot on too, and, of course, 
games using the Populous 
style viewpoint are hot at 
the moment.

On the downside: 
Though we’ve seen a number 
of demos, the gameplay has 
yet to be fully worked out yet 
- and that’ll make or break 
the game. That the same 
basic idea could have worked 
on the Spectrum could prove 
either a strength or a 
weakness - a brief 
description of the basic 
cutting off of supply routes 
routine sounds suspiciously 
simple to us.

What’re it’s chances? 
Could, and perhaps should, 
be one of the big hits of the 
autumn - the talent is 
certainly there, and since the 
game was actually started 
before Powermonger there’s 
been time to iron out all the 
glitches. It could get lost in 
the flood of similar product 
(Mega-Lo-Mania, Utopia, even 
Populous II itself when that 
eventually comes out) due 
towards the end of the year.

REACH FOR THE
SKIES
Publisher: Mirrorsoft 
Programmers: PSS
ETA: September

Briefly: Another chance 
to change the course of 
history in this recreation of 
the Battle of Britain. Reach 
for the Skies could be 
PSS’s most ambition ->

usual crew of horrid meanies, with the aid 
of a whole variety of weapons plucked 
from his Magic Pockets (hence the title).

On the upside: As you can see from 
the screenshots, Magic Pockets looks 
absolutely lovely (and this isn’t even the 
finished version). The Bitmaps are 
continuing with the intelligent enemies 
tradition that featured so heavily in their ' 
Gods, and generally the buzz about the 
game is excellent.

On the downside: Well, it’s not the 
most radical departure you could imagine, 
is it? There’s the danger of over­
complicating matters - cute arcade 
platform games usually rely on rather 
simplistic gameplay for easy access and 
instant appeal - and the graphic style 
might prove inappropriate in the final 
analysis too.

What’re its chances? Very good 
indeed. The Bitmaps have yet to program 
a turkey, either critically or commercially, 
and the huge exposure this one’s already 
achieved (including much plugging on a 
Saturday morning TV show) should 
guarantee a monster success. The 90

percent completed version we’ve seen 
already looks like a winner.

FINAL BLOW
Publisher: Storm
Programmers: Stephen Hooper and an 
in-house team at The Sales Curve, 
Storm’s parent company.
ETA: September

Briefly: Final Blow is a fairly 
straightforward arcade boxing game based 
on a Taito coin-op. The Amiga version 
offers ten opponents - a few more than in 
the original - each of which has his own 
particular characteristics (a weak chin, a 
powerful right cross etc), various fighting 
moves, a league system and, that’s about 
it. Impressively big sprites though.

On the upside: Boxing games are 
popular in the arcades, and this one 
perhaps more so than most. The large 
graphics make the game initially 
impressive, and the programmers have 
made laudable attempts to widen the

Let's hope Final Blow is a better same 
than some other boxins conversions 
we've suffered.

scope of the game and improve its long 
term interest by adding to the gameplay, 
rather than taking bits out.

On the downside: But have they 
added enough? By its very nature, boxing 
doesn’t offer all that much scope for 
variety, and that could be its downfall.

What’re its chances? Likely to do 
reasonably well, but it won’t set the house 
on fire - unless they manage to pull off a 
truly spectacular conversion, that is.

Briefly: A ridiculously cute - you 
could say too cute - Jaleco coin-op in the 
style of, say, Bubble Bobble, converted to 
the Amiga. You play one of two candyfloss 
haired ‘My Little Pon/-esque girls, on a 
platform and ladders mission to rescue 
their nubile kidnapped ‘Mom’ from some 
terrible unseen baddy. Each screen forms 
a single level, and gameplay consists of 
climbing ladders (both fixed and created 
by yourself), collecting flowers and the like 
for points, and killing baddies by catching 
them with your magic wands and 
repeatedly beating them into the ground. 
It’s limited but fun.

On the upside: Gorgeous graphics 
ported from the coin-op, simultaneous two 
player mode and a generally polished feel. 
Programmer Pieket Weeserik worked on 
SWIV, which bodes well, and he’s 
managed to include extra animated 
sequences not seen in the arcade version. 
The behaviour patterns of the various fluffy 
baddies has been made more 
sophisticated too, which helps matters.

On the downside: At a reported 40 
screens long, there doesn’t seem to 
be much to it. The action, while fun in

Rodland is no Bubble Bobble, but it's 
ample fun anyway



Left: Indy Jones globe-trotting yet again in this latest escapade.

BARBARIAN II

MERCENARY III

Publisher: Lucasfilm (US Gold)
Programmers: Ron Gilbert and a Lucasfilm in-house team. 
ETA: November

Briefly: US Gold are releasing two new Indy games, the 
first time they’ve NOT been based on the hit films. The action 
game is being put together by Attention To Detail (the Night 
Shift people) in this country, features a 3D isometric viewpoint 
and introduces a female sidekick to our hero. Meanwhile, the 
potentially even more interesting adventure is being worked on 
by Lucasfilm in the States. Plot details are currently vague - 
Indy battles Nazis, goes to locations in North Africa and Monte 
Carlo amongst others, and at some point visits (you guessed it) 
Atlantis - but it is confirmed that the game uses an improved 
version of the Monkey Island style point-and-click system and 
draws heavily on the characters and situations featured in the 
three films.

Perhaps the 
most exciting 
thing though is a 
new ‘three ways 
to play’ idea - 
the game adapts 
itself to your 
preferred style of 
play, presenting 
you with the In search of the fabled city of Atlantis.

Elvira: She 
won’t go away.

Indy with his latest female sidekick.

project to date with heavy 
strategy content mixed with 
splashes of action. We’ve 
certainly come a long way 
since Mirrorsoft brought out 
Spitfire 40.

On the upside: It’s 
meticulously researched, and 
there are options to play on 
either side as a pilot or as a 
controller. Absolutely 
humming with summer of 
1940 atmosphere, with most 
of the aircraft involved in the 
battle getting a look in. The 
missions given to pilots are 
the actual missions fought at 
the time.

On the downside: 
Don’t expect a get-in-and-fly 
arcade game.

What’re its chances? 
We all harbour a soft spot for 
Spitfires, tin legs and Sir 
John Mills. The war game of 
the autumn.

same locations 
and basic plot 
but biasing 
things towards 
fighting, talking 
or puzzling your 
way out of 
difficulties 
depending on 
which method 
you initially use.

On the upside: Fans of Ron Gilbert’s previous excellent 
Indiana Jones And The Last Crusade adventure (not to mention 
his Monkey Island) will be waiting with bated breath for this - 
and it’s unlikely to disappoint.

On the downside: We can’t.really think of one.
What’re its chances? Absolutely excellent - if The 

Secret Of 
Monkey Island 
can get to the 
top end of the 
chart, how can a 
similar quality 
adventure with 
such a strong 
licence as this 
attached to it 
possibly fail? Lucasfilm’s graphics get better every time.

Publisher: Accolade
Programmers: Horrorsoft, Birmingham- based programmers of the first Elvira. 
ETA: October

Briefly: Fantasy role-playing game located on the sets of three horror movies, 
thereby allowing for plenty of typical horror film type characters and lots of cheap 

gags. Cerberus, the three-headed dog from Greek legend, appears at the end, 
although we’re not quite sure why.
On the upside: We thought the original Elvira was pretty poor - too much 
disk access and not enough game. However, Accolade says it was their biggest 

seller in Europe thus far so they must be doing something right.
On the downside: See above. Elvira’s got potential as a licence, 

but if they can’t get it right perhaps they’d be better pensioning 
her off.

What’re its chances? Strong (if what Accolade say 
about the first game is to be believed).

Publisher: Psygnosis 
Programmers: In-house 
ETA: October

Briefly: You’re bound to 
be told a hundred and one 
times that this has nothing 
whatsoever to do with 
Palace’s head chopping 
frenzy of the same name, so 
we promise not to mention it 
again. Anyway, this one’s a 
scrolling arcade adventure in 
typical Psygnosis Style (with 
a capital S). Check out the 
2,000 frames of sprite 
animation, 50 divergent 
enemies, and six levels of 
continuous action.

On the upside: 
Anyone’s who is familiar with 
Psygnosis arcade-style 
games will have a rough idea 
of what to expect. Plenty of 
atmosphere, nice sound 
effects, and scrupulous 
attention to detail.

On the downside: 
Gameplay has suffered many 
times before in the pursuit of 
demo-like animation.

What’re its chances? 
It’s competing against a lot of 
coin-op conversions in the 
action stakes, but will almost 
certainly hold its own.

Publisher: Novagen 
Programmers: Paul Woakes 
ETA: October

Briefly: No prizes for 
figuring out that this is the 
third in the Mercenary series 
(which seems to have been 
going on for almost as long 
as Coronation Street). Fans of 
the previous two will be 
expecting plenty of



AUTUMN 
PREVIEWS

exploration through grim 
three dimensional space 
colonies. This time though 
there are far more enemies 
to tackle.

On the upside: Pretty 
and involved with plenty of 
character interaction and 
battle sequences.

On the downside:
Some may feel that it falls 
between the two stools of 
action and adventure.

What’re its chances?
A shoot-’em-up game for 
brainy types.

CONSPIRACY
Publisher: Accolade 
Programmers: Accolade US 
ETA: October

Briefly: It’s a weird one this. A straight modern-day 
pictorial adventure based on the ‘mean’ streets of New York 
City, the story is told entirely through text and static digitised

appealing project. Action sequences too apparently, though 
we’re not sure exactly how these’ll work. An interesting, brave 
game bound to find an audience...
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JRR TOLKEIN’S 
RIDERS OF ROHAN
Publisher: PSS (Mirrorsoft) 
Programmers: Beam 
Software
ETA: November

Briefly: Best described 
as a strategy war game with a 
twist. Riders of Rohan 
features all that you’d expect 
from a Tolkein-esque 
adventure with the welcome 
addition of some arcade 
sequences and sub-games. 
Characters are a high priority.

On the upside: Will be 
involved and engrossing for 
Tolkein fans, and we’re 
promised more from the 
Australian programmers.

On the downside: If 
you despise Tolkein’s stuff 
(and there are a fair few of 
us), then you’re bound to 
hate this.

What’re its chances? 
Beam Software have been 
banging out Tolkein games 
for donkey’s years, and they 
always find an audience.

ROBIN HOOD
Publisher: Millennium 
Programmers: In-house 
ETA: October

Briefly: The viewpoint is 
that of a 3D isometric thingy 
and features 36 familiar 
characters milling around 
Nottingham. It’s up to you to 
influence these characters; 
your actions (and 
subsequently theirs) will 
define the outcome of this 
classic medieval encounter.

On the upside: We hear 
that Millennium have sunk 
heart and soul into this 
project, plus adventures are 
getting better all the time.

On the downside: 
Realtime character interaction 
is a pain to pull off.

What’re its chances? 
Tales of Sherwood are very 
much in vogue, so perhaps 
they can attract enough non­
adventure types.

pictures. Accolade are calling it the first fully digitised 
adventure, giving us some 350 images to play with. As fits the 
title, the plot-line sounds like something off a railway café 
bookrack - CIA agent is killed in posh hotel and you are the 
prime suspect. Caught between the real murderers and a 
bunch of grey-suited agency boys, you’ve got 24 hours to pick 
up seven files located around the Big Apple and get to the 
bottom of it all...

On the upside: Some tasty images from the 
big city wrapped around an easy to 
play, icon driven 
digital thriller makes 
for quite an

Man about town: New 
York City-based 
digitised adventure 
takes you around the 
famous sights.

On the downside: ...though we couldn’t say how 
large. Accolade reckons there are 40 hours of gameplay here, 
but that’ll mean a good deal of going over old ground. The 
digital pictures are a good idea, but they could also be slow
and hamper gameplay.

What’re its 
chances? These 
interactive novel things 
rarely deliver as much 
as they promise, but 
we’re happy to be 
surprised.

the short term, gets repetitive too - and 
feels rather too easy. (In fact, it all plays 
not unlike a beautiful but slowed down 
version of last month’s PD giveaway, 
Frantic Freddie). Despite appearances, 
this is no Bubble Bobble.

What’re it’s chances? Its pretty and 
appealing nature will see it through, but 
the gameplay is simply nowhere near as 
deep or rewarding as that of the best 
platform cuties. Strictly short term fun.

FLOOR 13
Publisher: Virgin
Programmers: David Eastman, Shahid 
Ahmad and (graphics) Carl Cropley. 
ETA: Late October

In brief: A complicated, multi-plot 
strategy game presented in a keyboard 
controlled, pull-down windows adventure 
game style. You are put in control of a 
secret police force in the UK of the near 
future, serving the interests of the

Floor 13t A grim, amoral power control adventure 
with plenty of conspiracy theory appeal.

unspecified government of the day in any 
way you see fit. Balancing use of your 
surveillance, pursuit, interrogation, search, 
removal, heavy assault, disinformation and 
infiltration departments, you must go about 
your business, removing dangers to your 
government in any way you see fit - 
without being caught doing it.

It’s no good simply assassinating 
everyone, as you’ll be found out, 
government connections will be made, and 
they’ll be booted out of office - the 
opposite of what you’re trying to achieve. 
Various tasks have to be accomplished - 
using whatever methods you see fit - to 
keep you in the game, while a sub-plot 
involving your loyalty to another, more 
shadowy, organisation complicates things.

On the upside: Conflict fans will 
want to see what David Eastman’s been 
doing since then, and the product helps 
sell itself. The conspiracy theories it puts 
forward are intriguing, and the execution 
looks sound. Without a doubt one of the 
most interesting and original of this 
season’s releases.

On the downside: Static, 
rather grey looking graphics and 
adventure game approach will put 
many off. There’s a strong chance 
it’ll be one of those products with 
an exciting and interesting 
premise which never really 
manages to make anything 
interesting out of it.

What’re it’s chances?
Providing it doesn’t get totally lost 
beneath flashier titles, very good 
indeed. Possibly something that’ll 
be more of a hit with PC game 
players than their generally more 
arcade-conscious Amiga cousins.

MEGA-LO-
MANIA
Publisher: Image Works
Programmers: Sensible Software 
(MicroProse Soccer, International 
3D Tennis)
ETA: September

Briefly: Similar to Populous but 
smaller and potentially more of a giggle. 
You are colonising an island and nurturing 
it through different time phases 
(Prehistoric, Roman, Medieval, Victorian 
and so on) while staving off rival nations. If 
they develop faster than you, you’ll be 
fighting fire with clubs.

On the upside: From what we’ve 
seen this has exceptional pace, so there’s 
no chance of getting stuck in some 
deplorable time-zone. Digitised speech 
(real actors were used) and humorous 
asides are nice touches.
On the downside: Needs 1 Mb for the full 
compliment of effects.

What’re its chances? Appealing 
ideas and quality programming will push 
this straight into the big league. Definitely 
worth sampling.

The light-hearted approach to power­
mongering in Mega-Lo-Mania.

Don’t make the mistake of thinking this the definitive list of Autumn releases - there’s far too much planned 
for this peak release period to possibly mention here, and we apologise in advance for any we’ve missed 

out. (Just check out this little lot from Ocean alone - Hudson Hawk, Terminator II, Space Gun, Billy the Kid, Epic 
and Darkman.) Phew! Happy shopping!
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Andy Bever»d9c

Martin: In between all the Assembly Line stuff, .fl
I’ve been doing quite a few bits on the side - '
Ricardo doesn’t want me to, but it helps to fl j B 
pay the rent. There was Exterminator for 4 T-
Audiogenic for one, a coin-op conversion fl 

that I think improved on the original - the |
arcade game had some beautiful 3D in it, 
but the collision detection was way out.
Then there was Xenon 2, of course. This 
was great - it was designed by the Bitmaps, U 
and though I just did the coding, for a game W 

like that it’s actually quite a major thing.
Pipe Mania was the other one. John came up 
with the game design for this. Its beauty was that 
once you’d got the idea, the rest was very easy to do.
People said it was very original, but really it wasn’t - it was 
inspired by a number of other games, though I couldn’t tell you J 
what they were. Timing was perhaps the most important thing - fl 
it came out after Tetris, but before fl

the flood of puzzle games, _^^^flflflflfl|^^K 
and made quite a fl W" • ' '
name for itself.

Adrian: I did all sorts of things - Killer 
Gorilla, Mr Ee, Crazy Painter, 
Flip, Ping Pong, lots of old 
BBC games...
Martin: ...while I did an ^fl
Arkanoid clone called JS
Impact and something fl^^^
called Helter Skelter jS
for Audiogenic, a bit of H

programming on 
Fernandez Must Die, fl 
and a rather nifty W

assembler ’W““
program/development 
system called ‘SnasnT, 
which is used by the 
Bitmaps, Realtime, Vektor j
Grafix, The Sales Curve, o _ c **
Psygnosis... gent»'

Ricardo: ...and I did Gyronon the Spectrum, 
the Z80 version of Elite, and a good deal of 
the early game design for Carrier Command 
back when I worked at Rainbird.
Andy: I was involved in that too -1 used to 
work for the programmers 
Realtime and did some little 
bits for Carrier, as well ^fl 
as the first version of 1
Battle Command.
It was nothing ^fl
like the game jfl

they came 
out with in fl
the end fl
though. fl '
Martin: fl
Basically, W
what we’re fl?v;
trying to V” ;
say is that 
all the stuff 
we did before 
we formed The
Assembly Line n n^uLi-l mLwflfl
was crap - except 1
for my ones of course!

_ 3fl
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Adrian: This one started back in 1988 when I went to Mirrorsoft 
k with the ideas and 3D routines, knowing I wanted to write a 
fl game but not having the faintest idea about game design. For 
l various reasons nobody there came up with a proper 
k framework for it either, so in the end I found myself in the 
K ridiculous situation of working on a project for one and a

■ half years with no clear idea about what it was I was |
H actually working on! Eventually a chap called Dean 
H fl Lester, now at Teque, thought something up and there it 
V was, we had Interphase.
F Looking back at it now, I’d say the game is alright, but it’d 
fl have been a lot better if I’d known what I was aiming at 
fl from the start. It was a bit abstract, perhaps -1 know 
F Mirrorsoft are now a lot more wary of taking on games like this.

It’s a lot easier to sell something where anyone can easily grasp 
what’s going on.

...what we know now, we’d have done it all 
rather differently. Or something like that, 
anyway. Adrian Stephens, Andy Beveridge, 
Martin Day and Ricardo Pinto make up 
THE ASSEMBLY LINE, the 
usually innovative, always interesting and 
often quite weird force behind games such 
as Interphase, E-Motion and recent success 
Cybercon III. Just why, we asked them, have 
all your games been so, well, odd?

Now to find out how you can get Interphase cheap, flick to page 92!



E-MOTION

VAXINE

Andy: This was initially designed by a chap called John Dale who used to work with us. I think all that ‘new 
age’ stuff that surrounded it was basically due to the rather mellow graphics - we certainly didn’t think of 

it in those terms at all. It was a very minimalist game, and while all the reviews said, yes, here’s 
k something that’s completely different, nobody seemed to want to buy it.
R, We tend to fit into that category a lot actually - of programmers who everybody talks about but 
ML who never produce big hit games. I think it’s because we’ve often tended to out-weird even 

ourselves - we’re aware of it and we’re trying not to do it any more. I think you’ll find that all 
our new stuff is much more accessible.
Adrian: The reason it looks like it does is that I can’t draw, and neither could John, so we 
ray traced all the graphics. It really started off as a demo we did to impress people - things 
like putting the bits of string in that tie the balls together we added because they looked 

I nice, not particularly because they contributed much to the game.
Ricardo: I think the thing is that these guys are technically brilliant programmers, but 
having recently joined them I can see that they haven’t always had the support in terms of 
games development and style that they need - that’s hopefully something I can bring to the 

team. We have a great belief in 3D games and will continue doing them - perhaps because 
the infinite number of views makes them so close to reality - but hopefully we’ll be coming 

up with more accessible games using the same style.

Adrian: A lot of people had a lot of trouble with this -1 think I’m the only 
person I’ve ever met who can properly play it! What happened was I 

l wrote this ray traced thing, decided I wanted to generate sprites with it 
k and ended up with something that looked like Vaxine. I couldn’t think 
R of what to do with it after that though, and it was only after John came 
R up with his idea for E-Motion that it began to turn into a game. We put 
R the strings in because they’d looked nice in E-Motion, but then we had 

I to try and think of a purpose to the game play. I wouldn’t really
■ recommend it as a way of working - to come up with something that

’ looks pretty and then add a game to it.

M Ricardo: I think it’s something that did work as a shoot-’em-up, but 
R people don’t seem to want to play it that way. It’s often referred to as a 
V puzzle game, but it’s just Defender in 3D really. Once people get their 
* minds around that, they’re often a lot happier with the game. Of course, it 

doesn’t make getting to grips with the ‘slightly unusual’ control movement 
any easier...

Now hurry to page 92 for the bargain of the century! 

Ricardo: Well, it’s a very fast game, but that’s not actually the 
important thing. Too many 3D games are really little more 

l than graphics demos with a plot tacked on - it’s a trap 
we’ve fallen into ourselves - but here we’ve really 

concentrated on the game side of things. Playing it is 
actually a very intense experience - after a bit you 

k really get to feeling you’re in this place, and it can 

get genuinely scary at times.
Andy: I think one thing we’re proud of is that 
we’ve not cheated at all in Cybercon. We’ve 
made a conscious effort to get it all down to 
earth and understandable, while at the same 
time give people real value for money. We’re 
very aware of the fact that £25 is a lot and we 
really have to deliver at least £25 worth of 

entertainment.
I think the only thing we’re disappointed about is 

that the front end is weak - we really wanted a
highly polished Psygnosis-style intro sequence, and 

felt the game deserved it. Having said that though, we 
haven’t compromised at all with the actual game. 

This is the first product Ricardo has worked on with The 
Assembly Line, and he’s brought a lot of role playing type 

ideas to it which has been a real help. He’s also really pushed 
for us to try and create feelings of tension and atmosphere. It’s a 

very emotionally draining sort of a game - some sequences can give 
you a real feeling of vertigo, others, especially those featuring 

the Annihilator, our movie-style monster-that-just- 
won’t-die - are genuinely frightening.

THE 
FUTURE
Andy: We’re doing a flight sim 

with a big difference - which we 
can’t tell you about yet! - for 

Disney Software, using Gouraud
shading, a very sophisticated 

technique for making objects appear 
much more solid and rounded which has 

yet to appear in a game. You don’t get sharp 
lines between planes on a shape anymore, and 

the results are just stunning.
Beyond that we’ve got ideas for, ooh, maybe 12 other projects, though we normally 
only like to have around three on the go at any one time. We’ve learned a lot from 
doing Cybercon as far as making the gameplay work, but that’s really only the 
beginning. And then, of course, Ricardo is threatening to take up programming again, 
and show us all how it’s really done..!
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AMIGA DEALS!

A 500 Computer with 1 Mb Ram 
& Second Drive

5.25 DS/DD
50.. ......................................................£11.50

100 . .....................................................£22.00

200 . ..................................................... £42.00

500 ..................................................... £95.00

£359!
0.5 Meg Ram £19.99

(add £5 for clock)

External Drive £49.99

PRINTERS
STAR

LC 10........................................... ....£145.00

LC24- 10................................... ....£180.00

LC 200 COLOUR.................. ....£215.00

LC24-200............................... ....£295.00

ARCHIMEDES

HD DISKS 
DOUBLE 

DD PRICES

DISK BOXES
3.5 40 CAP...................... ...................£4.10

3.5 80 CAP...................... ...................£4.50

5.25 50 CAP.................... ...................£5.00

5.25 100 CAP................. ...................£5.50

PHILIPS

CM8833 Mk2 

£219
INC LEAD

COMMODORE

CDTV
CALL FOR 

LATEST DEALS!

FULL RANGE 
AVAILABLE!

AMSTRAD

SONY 3.5 DS/DD

______________________

■Hi
,40p

ALT 286.........................................£1580.00

ALT 388.........................................£2030.00

PC2086 HD/COL........................£893.00

PC2086 SD/COL........................£599.00

OTHER TYPES &
CONFIGS AVAILABLE

30MB H/CARD £159!
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ATARI
520ST - E DISCOVERY PK

£269
FAMILY CURRICULUIM PK

£365
520ST - E TURBO PK

£315
EXTERNAL DRIVE.................. ...£65.00

STACY ST.................................... ......CALL

ATARI TT....................................... ......CALL

MEGAFILE 30............................ .£339.00

MEGAFILE................................... .£469.00

SM124 M’TOR............................ .£137.00

SC1224 M’TOR......................... .£259.00

LYNX............................................... ...£73.00

PORTFOLIO................................ .£175.00

COMMODORE
AMIGA 500............................ .......£305.00

SCREEN GEMS 1MB...... .......£365.00

CLASS OF 90s.................... .......£610.00

FIRST STEPS..................... .......£510.00

A590 20MBH/DISK.......... .......£279.00

1.5 MEG RAM..................... .......... £85.00

1084S MONITOR.............. .......£245.00

C64 N/MOVIES.................... .......£119.00

AMIGA 1500/2000

AMIGA 2000......................... ............CALL

AMIGA 150....................................£650.00

52MB H/CARD............................£299.00

105MB H/CARD.........................£439.00

Call or send Cheques/Postal Orders to:

SWIFT MICROCOMPUTERS LTD
84 HIGH STREET NORTH, DUNSTABLE, BEDS. LU6 3HP 

Telephone (0582) 476257/

PRICES INCLUDE VAT AND DELIVERY. ADD E9.00 FOR NEXT DELIVERY
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FROM SILICA 
WITH EVERY

The new Arcade Action Games Pack is THE 
software compendium for Amiga owners, featuring 
ten top titles with a variety of different types of 
games for you to enjoy. Each title is packaged in 
its own plastic case, with a colour sleeve and full 
instructions. The Arcade Action Pack is FREE! 
when you buy your Amiga 500 from Silica.

 £219.78

' I TOTAL FREE PACKAGE ]
ARCADE ACTION PACK ■ £229.78:

me PHOTON PAINT 2.0 Ì 
GRAPHICS PACKAGEj

Every Amiga 500 from Silica Systems comes with a FREE 
Photon Paint 2.0 (RRP £89.95), one of the most advanced 
art packages available for the Amiga. With it, you will be 
able to harness the extraordinary graphics power of the
Amiga and produce inspirational 
pictures in minutes. With 4096 
colours, your pictures will reach life­
like appearance. These can be 
animated in real-time using a vast 
range of graphical effects, including 
blending colours and dithering, 
stencils, shadowing, 
contour mapping and fOQ QC 
surface mapping. LUvivv

Every Amiga from Silica comes with a FREE 72 page, full 
colour brochure with accommodation vouchers. These 
vouchers entitle 2 people to stay up to 16 nights in one 
hotel (or any number of hotels to a total of 16 nights) with 
accommodation FREE (you 
could take up to six nights for 
four people, or other options). 
Choose from the 250 hotels 
featured in the catalogue. All 
you have to pay for are your 
meals (prices are listed in the 
brochure). Reduced rates in top 
London hotels and hotels in 
France are also featured. *

Asterix - By Coktel Vision ........................ £24.99
Chess Player 2150 - By cp  software .... £24.95 
Drivin’ Force - By Digital Magic ................ £24.95 
Live & Let Die - By Ente....................... £19.99
Onslaught - By Hewson.......................... £24.99
Pipe Mania - By Empire Software ............ £24.99 
Rick Dangerous - By Firebird............... £24.99
ROCk 'n' Roll - By Rainbow Arts .............. £19.99 
Skweek - By us Gold............................. £19.99
Trivial Pursuit - By Domark................... £19.95

ART PACKAGE - £89.95:
Photon Paint 2.0 - By MicroIllusions ...  £89.95

I SILICA SYSTEMS OFFER YOU
• FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK.
• TECHNICAL SUPPORT HELPLINE: Team of Amiga technical experts at your service.
• PRICE MATCH: \Ne normally match competitors on a “Same product - Same price’’ basis.
• ESTABLISHED 12 YEARS: Proven track record in professional computer sales.
• BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available for large orders.
• SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches.
• THE FULL STOCK RANGE: All of your Amiga requirements from one supplier.
• FREE CATALOGUES: Will be mailed to you with offers and software/peripheral details.
• PAYMENT: By cash, cheque and all major credit cards.
Before you decide when to buy your new Amiga computer, we suggest you think very carefully about 
WHERE you buy it. Consider what it will be like a few months after buying your Amiga, when you may 
require additional peripherals or software, or help and advice with your new purchase. And, will the 
company you buy from contact you with details of new products? At Silica Systems, we ensure that 
you will have nothing to worry about. We have been established for over 12 years and, with our unrivall­
ed experience and expertise, we can now claim to meet our customers requirements with an understan­
ding which is second to none. But don’t just take our word for it. Complete and return the coupon now 
for our latest Free literature and begin to experience the “Silica Systems Service”.

SILICA 
SYSTEMS ^Which computer(s), if any, do you own?

TOTAL RRP: £319.73

as £320
PLUS! FREE HOLIDAY ACCOMMODATION

J
MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-309 111V

Order Lines Open: Mon-Sat 9.00am-6.00pm________ No Late Night Opening______________ Fax No: 081-308 0608

LONDON SHOP: 52 Tottenham Court Road, London, W1P OBA Tel: 071-580 4000
Opening Hours: Mon-Sat 9.30am-6.00pm________ Late Night: Thursday until 8pm_______ Fax No: 071-3234737

LONDON (SELFRIDGES): 1st Floor, 369 Oxford Street, London, W1A 1AB Tel: 071-6291234
Opening Hours: Mon-Sat 9.30am-6.00pm_________ Late Night: Thursday until 8pm_______Ask for extension 3914

SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-302 8811
Opening Hours: Mon-Sat 9.00am-5.30pm Late Night: Friday until 7pm Fax No: 081-309 0017

fib: Silica Systems Ltd, Dept AMPOW-0891-60, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX

11 PLEASE SEND FREE AMIGA COLOUR CATALOGUE 11

I
I
I
I

Mr/Mrs/Ms:

Address:

Postcode:

Initials: Surname: I
I
I
ITel:

E&OE - Advertised prices and specifications may change - please return the coupon for the latest information.
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FILM CONVERSION SPECIAL

ZEN AND
THE ART
OF FILM 
CONVERSION
As a whole new crop of big name film conversions limber up for the chance to 
grab big wodges of your pocket money this Christmas, Matt Bielby asks some 
pertinent questions. Like how do you go about converting a film? Why do people 
bother? And why on earth do so many of them turn out to be completely crap?
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WHY CONVERT A FILM IN 
THE FIRST PLACE?

The answer to this one’s easy. It’s money, 
isn’t it? With a strong film licence to tackle, 
not only do you get all the gigantic 
publicity of the film - not to mention that 
generated by the rest of the associated 
merchandise - boosting your game in the 
eyes of the punters, you also get a 
strongly identifiable image mums and 
grannies are far more likely to pick up as 
presents than any coin-op based title (and 
certainly any original game). Provided the 
film’s a hit - and that’s a big risk - this 
really can be a licence to print money. 
Movies have international appeal too - 
perhaps more than any other medium - 
which (as they say) can’t hurt.

HOW LONG DO YOU GET 
TO DO IT?

It all depends on the film. If your software 
company has picked up the licence to an 
oldie - a movie that’s been around for a 
few years - you’ve got yourself a bit more 
flexibility. Domark tend to do one Bond 
game a year - every other one it’s a tie-in 
with the release of a new film (and so 
simply has to be finished in time to hit the 
shops when 007 ‘fever’ is at its peak) but 
for the other game there's less of a rush.

This tends to be a back catalogue 
product - The Spy Who Loved Me most 
recently - and because the release 
doesn’t really have to tie in with anything 
in particular the programmers get a lot 
longer to concentrate on the actual game. 
(Hurrah!) We’ll go into how much time you 
get for a current film in a moment.

HOW DO YOU DECIDE 
WHICH BITS OF THE FILM 
TO PUT IN THE GAME?

There are two basic schools of thought on 
this. There’s the let’s-stick-together-a- 
series-of-sub-games-where-each-one- 
illustrates-an-important-scene-from-the- 
movie idea - perhaps typified by Ocean’s 
ultra-successful Batman- and then there’s 
the single-game-mechanic-adapted-to-try- 
and-fit-all-the-aspects-of-the-film 

approach, as seen in, say, Licence To Kill. 
Both have their upsides and of course 
their downsides.

With the Ocean approach, you 
certainly manage to give the impression 
the game player is getting a lot for his 
money - Look! It’s almost the same as 
buying four different games! - and get a 
good chance to remain faithful to the plot 
of the movie. However, these games can 
have a very disjointed feel, with none of 
the individual sub-games providing a great 
deal of challenge or satisfaction on their 
own. Something like Ghostbusters //falls 
apart totally on this front.

The Domark-style approach has its 
problems too. While you do get the chance 
to properly develop a single game style, 
attempts to link it all in with what actually 
happened in the movie can look 
increasingly desperate. Licence To Kill 
went for a vertically scrolling look which 
was fine at representing certain action 
scenes, but had no chance at all of coping 
with plenty of other important movie 
moments that just refused to fit into that 
format. The solution? They were ignored.

HOW IMPORTANT IS 
CHARACTER?

Very important indeed, we’d say - 
probably a lot more important than any of 
the actual events in the film perse. (If you 
don’t believe us, just think about the 
upcoming Terminator II game for a 
moment - it’s the idea of this big, 
unstoppable robot Arnie that sticks in 
your mind, not any of the actual plot 
twists, which you probably don’t know 
anything about anyway).

US Gold’s Moonwalker is the perfect 
example of where-trying to stick with 
accurately representing a film can cause 
problems. Compare it - with its two 
characterless puzzle game-style 
overhead-view maze chase-arounds, 
acceptable Op Wolf sequence and giant 
robot ending - to the Sega arcade game 
(and Megadrive conversion) of the same 
name. The big problem - well, one big 
problem - with the US Gold game is that

Fergus McGovern of Probe - arcade and 
film converters extraordinaire. 

you hardly ever see the Michael Jackson 
character. In one scene he’s in the form of
a giant rabbit on a motorbike, in another 
he’s a car, in a third he’s got his back to us 
and in the last he’s a giant robot.

On the other hand, Sega’s coin-op 
puts a nicely represented Michael Jackson 
on screen the whole time, yelling and 
whooping and kicking his way through 
some Rolling Thunder-style beat-’em-up 
action. The game may not be so closely 
tied to actual events in the film, but it says 
‘Michael Jackson’ much more successfully 
- and incidentally creates a much more 
coherent game too.

It’s a problem Domark’s Bond games 
suffer from to perhaps an even greater 
degree, the most recent of which have put 
007 in cars and boats and things so we 
can hardly see him at all! (Even in the brief 
scenes in Licence To Kill where he does
appear in person it’s in a very distancing 
overhead view). It’s an unfortunate 
situation where a conversion of an 
average coin-op like Sly Spy Secret
Agent can say ‘007’ to us far more loudly 
than the real Bond, simply by virtue of the 
fact that the character’s visible on screen 
all the time.

Domark’s John Kavanagh conceeds 
the point: ‘Yes, I noticed it when my little 
nephews were playing Ocean’s Robocop 

because he’s there in 

screen all the time, you can shout at him, 
talk to him and it all becomes much more 
personal. It’s something I’ve been very 
aware of with a new (currently untitled) 
Bond game we’re working on, initially for 
the Sega Master System, though it might 
come over to the Amiga. It’s not based on 
any particular film, but is more a generic 
James Bond game - it’s a sideways 
viewed shoot-’em-up a bit like Rolling 
Thunder, animated in the Prince Of Persia 
style. In fact, imagine 007 meets Prince Of 
Persia and you’re half way there.’ 
Ah yes, that sounds much more promising.

HOW DO YOU DO A FILM 
CONVERSION IF THE 
FILM YOU’RE TRYING TO 
CONVERT DOESN’T EVEN 
EXIST YET?

Well, you’ve got 
problems, haven’t 

you? You’ve got 
to live with 
them though - 
this is exactly 

the situation that 
happens with 
most of the film­

based games. 
Remember,



release dates for both film and game have 
to be near-as-possible the same, and that 
means both mediums have to be 
developed side by side. For a brief 
rundown of the processes you have to go 
through, here’s Fergus McGovern of 
Probe - the example we’re using is current 
top-secret project Alien III.

Step 1
‘What usually happens first - and this is 
certainly the way it’s worked with the new 
Alien game - is that we get sent a film 
script. That’s all - no pictures, no 
illustrations, nothing else at all. This will 
arrive a minimum of six months and a 
maximum of, say, a year before the game 
is meant to be released - it’s got to be 
finished so it can be tied in with the big 
publicity that surrounds the cinema 
release of a film, after all.’

Step 2
‘We take five photocopies of the basic 
script. I keep one, and copies go to Jo 
Bonar and Neil Young (the two producers 

12 FAMOUS FILM CONVERSIONS -
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here), to the potential programmer and/or 
graphic artist and - perhaps most 
importantly - to an independent 
storyboard reader. The chap we use is 
actually a local English teacher, and he 
does a lot of the donkey work breaking 
down the script for us.

‘First he produces a 1000 word 
summary of the film, including all the key 
elements, so we can all easily see what 
the movie’s about at a glance - film scripts 
are long things, you know, and take some 
wading through! Then he’ll do us a 
separate sheet detailing all the characters 
- he’ll describe them (in as much as he’s 
able to from the script), pick out all their 
visible character traits and personalities. 
He’s very good at this - when we 
eventually get to see the film (which may 
not be until after the game comes out!) 
you can tell that he’s been getting it right 
nine times out of 10.

‘The third sheet he does for us 
describes all the locations found in the film 
so we know what to aim for as far as 
settings are concerned, and then last he 

describes the technology used. Do people 
use guns or knives? What’s the transport 
like? This sort of thing - he may make 
suggestions that we look at other films or 
comics or whatever to get an idea about 
what he’s on about. For this project we’ve 
been looking at the two existing Alien films 
and the Aliens spin-off comics for ideas 
and simply a sense of atmosphere.’

Step 3
‘We’ll then use all this information to come 
up with a basic draft of the games design, 
which we’ll send to the publisher - in this 
case Mirrorsoft. With Alien ///the person 
we’re dealing with is Tony Beckwith, and 
he’ll add his own ideas to the ones we’ve 
thought of’.

Step 4
‘Because we’re doing two versions of Alien 
III, things split pretty naturally here. Jo is 
more into action games, so he seemed a 
natural to take charge of that version, 
while Neil is much more into adventures- 
style products. The two of them come up -»

The Spy Who Loved Met you hardly ever 
Set to see this chap at all in the game!

ROBOCOP 2
Publisher: Ocean 
Programmers: Special F/X
Released: Christmas 1990

Robocop 2t relentless horizontally scrollins action.

In a nutshell: You can’t deny that this has better graphics 
and rather more variety than Ocean’s original smash hit 
Robocop game, but it smacks uncomfortably of a 
programming-by-numbers job all the same. Occasionally 
twitchy controls and an offputting lack of restart points 
make progress less of a joy than it should be - this is, 
without a shadow of a doubt, a very tough game - and 
though presentation is good and slick, the highly 
relentless, samey nature gets wearing after a while. Certain 
points in the game prove almost impossible to pass 
consistently and see most players tearing their hair out in a 
nasty sort of frustration. Great sound though, and a very 
professional polished look - Special F/X normally do a 
good programming job, and this is no exception. 
Looking backwards: Colin Gordon is project manager at 
Ocean, and worked on Robo 2t There were actually lots 
of versions of this game. A chap called Andrew Deakin 
here did the Speccy/Amstrad game design, Painting By 
Numbers came up with a totally different platform game 
style that made it onto the Nintendo and C64, while 
Special F/X came up with a more clunky, robotic feel for 
the 16-bits. The Amiga version is the most violent one, with 
the shoot-’em-up aspect much more prominent - it’s hard 
to make any hard and fast rules about it, but different 
games designs often tend to work better on different 
machines. The sort of lighter, bouncy platform style that 
looks so good on the Nintendo doesn’t seem quite 
appropriate to the Amiga.’

PREDATOR 2
Publisher: Image Works
Programmers: Arc Developments
Released: May 1991

In a nutshell: Very disappointingly, you can describe this 
‘film conversion’ in two words - Operation Wolf. Taking its 
cue from the near future gang-war background to the film, 
this four level shoot-’em-up sees you as a wire-frame 
Danny Glover character blasting street gangs and drug 
barons for much of the game. Lots of baddies alright, but 
they all look and act much the same - and the Pred himself 
doesn’t turn up until very late in the game. Simply very 
average, very seen-it-all-before, and sharing the movie’s 
disturbing tendency to make all the bad guys black (still, 
the hero is too, so that’s okay).
Looking backwards: Paul Walker is director at Arc 
Developments: The Operation Wo/f-style game desigrrwas 
suggested by Mirrorsoft from the off, but we came up with 
the details of the game design. The Predator himself

Predator 2 intro: would you believe it's next stop Op Wolf!

doesn’t appear in the early stages of the game because 
that’s the way it worked in the film - we were trying to 
remain faithful to the source to some degree, but it turned 
out we were the only ones! 20th Century Fox actually 
started making some of their own suggestions for the game 
which included stuff that just doesn’t appear in the film! At 
one stage they wanted fountains in the background which, 
when shot, splashed water on the Predator revealing 
where he was - goodness knows where they got that idea 
from, it certainly wasn’t in the movie! Thinking about it now 
I’m not sure the Op Wo/f-style was such a good idea - it’s 
been done so many times before.’

BACK TO THE FUTURE
PART 3
Publisher: Image Works
Programmers: Probe Software
Released: April 1991

In a nutshell: A bit limited and thin perhaps, but after the 
utter disaster of the first two Back To The Future games this 
caused huge sighs of relief all round. Built up, in traditional 
film conversion style, out of a series of sub-games based 
on suitable action scenes from the movie, we get an Op 
Wolf style shooting gallery, an isometric 3D pie-plate 
throwing affair, two versions of a horse-back chase/shoot- 
’em-up at the beginning, and a running-along-the-top-of-a- 
moving-train conclusion. This last bit is particularly 
thrilling/frustrating, but things keep to a consistent slightly- 
crap-but-good-fun-all-the-same standard throughout - • 
even the normally-tricky-to-animate horses from the first 
bit look good. Lightweight but amusing, just like the movie. 
Looking backwards: Jo Bonar of Probe was producer of 
the project: ‘We hadn’t seen the film at the time, but we 
knew it was a western and had a copy of the script, so we 
picked scenes from the film that sounded good and 
interpretated them with a good deal of artistic licence. We 
added baddies to the opening sequence with the horses 
for instance - they’re not in the film - and turned a very 
brief pie-plate throwing moment into an entire sub-game. - 
I’m particularly pleased that our shooting gallery bit, which Q 
ended up much like the film sequence.

‘I think maybe why this game worked better than the u
other Back To The Futures is that it had a consistent theme O
- the Western one - which they lacked. BTTF2 was all over g 
the place - like the film - and too confusing, while the first m 
one just plain wasn’t any good’. 33
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Predator classic shoot-'em-up movie, 
classic shoot-'em-up same»

with the core elements of their various 
games, phone the programmers they 
decide they want for the job, talk it through 
with them and see if the basic idea is 
feasible, and then the two games will start 
to evolve in different directions. They’ll 
evolve a lot too - to be honest, it’s very 
rare that an original spec for a game will 
turn out anything like the finished product 
at all!’

Step 5
‘The thing most people find really odd is 
that we’ve often never seen the film we’re 
trying to reproduce the whole time we’re 
working on the game versions. With 
something like Alien III it’s not quite as bad 
as it can be, because we’ve got the first 
two films to give us the general idea, and 
will get still photographs and perhaps a 
few sketches from the film company 
during production.
‘One nice thing that sometimes happens is 
that you get to visit the film set and see 
how things are doing. About half way 
through Aliens III we went to Pinewood 
where they’re filming it, saw the 
technology and the settings and what the 
characters look like - the Aliens 
themselves are really scary, until you 

touch them and discover they’re made of 
plastic! - and get a real feel for the film. 
We actually got to see a lot of the stuff 
we’d up until then only been visualising in 
our heads, and that helped out a 
great deal.’

Step 6
‘And then, of course, the game gets 
finished and the film comes out. Of course, 
with Aliens ///we’re only half way through 
the project, and while they’ve finished the 
principle shooting on the film it’s not been 
edited or anything yet, so we can’t really 
tell yet how they compare - both are due 
around Easter next year, so it could be a 
long time before any of us can tell!’

HOW DO YOU MANAGE 
TO MAKE ONE GAME 
APPEAL TO PEOPLE ALL 
AROUND THE WORLD?

You don’t - or rather, you have a lot of 
trouble doing it. Quite often, different 
computer formats end up with totally 
different games, even though they’re all 
packaged and sold as the same. Check 
out Robocop II for instance (see Robocop 

II box) and it’s going to be a similar 
situation with Robocop ///-while Probe 
Software in Croydon are working on the 8- 
bit incarnations, Ocean have a very 
different (and by all accounts very 
impressive) solid 3D version being put 
together for the larger machines. 
All this is a bit haphazard though - 
increasingly, software houses are aiming 
to get at least two version of the same 
licence ready to be sold side by side. It 
worked for US Gold/Lucasfilm with their 
two versions of Indiana Jones And The 
Last Crusade (see box), and a similar split 
is being used for both The Godfather 
games and Alien III.

Here's Fergus McGovern of Probe 
again, commenting on his two versions of 
Mirrorsoft's Alien III: ‘It used to be that 
someone like Mirrorsoft would just get the 
licence to a film property in Europe, but 
now they tend to acquire the world wide 
rights, so it’s much more important to them 
that game design is right - there’s even 
more money at stake than before! More 
specifically, they’ve got to make sure that 
the property performs to the best of its 
abilities across all computer formats and 
all territories, and it’s fairly clear that that’s 
a pretty tough order for any one game.
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BATMAN
Publishers: Ocean
Programmers: In-house
Released: Christmas 1989

In a nutshell: By common consent, the best arcade-style 
movie conversion yet, and as good a representation as any 
of the (now perhaps over-familiar) Ocean way of doing 
film licences. Batman starts and finishes with massive, eight­
way scrolling platform shoot-’em-ups, the Bionic 
Commando-\'\ke use of the bat-rope to swing around on 
adding a degree of character. These form the meat of the 
game, but the middle section isn’t to be sniffed at either - 
two into-the-screen driving sections separated by a brief 
puzzle screen. Throughout graphics are suitable dark and 
moody, everything is executed well, and the timing was 
perfect - Batman (the game) rode in on the crest of the 
biggest buzz about a film in years.
Looking backwards: Colin Gordon of Ocean: ‘At Ocean 
the general feeling was that we couldn’t go wrong with 
this one - for a start, the film was such a hit, but I think we 
knew we had a winner in the game too. I think the reason 
it was so special is that people perceived the game as 
being good value - it was like having four individual full 
price games all in the one box. Though you might think it 
quite an easy film to convert, we still found there was 
quite a lot of planning to do on it - there are all sorts of 
sequences we toyed with but never included in the game. 
At one point we were even thinking about doing a 
vertically scrolling shoot-’em-up in the Xenon 2 mould - it 
would have involved the Batwing attacking the Joker at 
the parade - but I’m glad we dropped it. The into-the- 
screen Batwing sequence we went with in the end was far 
more distinctive.’

o SwingalongaBats: distinctive platforming from Ocean hit

INDIANA JONES AND THE 
LAST CRUSADE 
(ADVENTURE)
Publishers: Lucasfilm (US Gold)
Programmers: Ron Gilbert and Lucasfilm Games
Released: Mid 1989

In a nutshell: There were two Indiana Jones And The Last 
Crusade games-a perfectly decent arcade-style platform 
romp put together by Tiertex and well worth a look in its 
own right, and then this, Lucasfilm’s point-and-click 
adventure extravaganza. In many ways this points one way 
to the future for film licences - with single companies now 
starting to control the world rights to big films, at least two 
versions of the same film now look like being a Good Idea. 
There’s the more sophisticated, cerebral approach for PC 
and older 16-bit owners, and the 8-bit/console/ arcade
style game for the rest of us. It’s a route a number of

Hmm. Graphics aren't the high point of Indy the adventure.

people are taking at the moment, not least US Gold with 
their forthcoming Godfather action/ adventure 
games.There’s not much more to say here, really - Indy 
And The Last Crusade remains not only one of the best 
film-based games, but one of the best games of any type. 
A joy.
Looking backwards: Mike Wilding is Project Manager at US 
Gold: ‘Well, obviously this was put together by Lucasfilm in 
the States, but unusually they’d send us demo versions and 
ask us to comment on it - particularly on the manual and 
some of the interactive stuff. It was very good and open of 
them really, and we were happy to help. Quite how much 
it really helped the game I’m not sure - after all, Lucasfilm 
know what they’re doing - but it was nice to be asked.’

TOTAL RECALL
Publishers: Ocean 
Programmers: In-house 
Released: Early 1991

THE 
Publis
Progr< 
Releas

Odd cartoon-like sprites in the disappointing Total Recall. Wareho

In a nutshell: The point where the Ocean hit machine 
suddenly starts to look a little bit shaky. The cartoony, big­
headed graphics are unusual, the horizontally scrolling 
driving sequences are generally poor, and while it all hangs 
together fairly well in a brainless platform shoot-’em-up 
sort of a way, it represents the non-stop-pace and 
constant pulling-the-rug-out-from-under-your-feet plot 
twists of the movie not at all. Unfriendly controls too. Not 
so much poor as just very formulaic and very, very average. 
Looking backwards: Colin Gordon at Ocean: ‘This one had 
a bit of a troubled history. Active Minds, a Manchester­
based programming group, submitted a good game design 
and they started work on the project, but as things 
progressed it became clear that they were slipping quite a 
long way from the original concept, not to mention going 
late. In the end the proje.ct was finished in-house, and 
ended up rather more of a compromise than we would 
have liked - it wasn’t bad, but the game could have been 
an awful lot better. Originally it was going to have rather 
more depth than we ended up with - one nice idea we 
never implemented was having the action freeze and then 
retreat from you until it was revealed that someone was 
watching the whole proceedings on a monitor. Then the 
picture would expand again, un-freeze itself, and you’d be 
back in the action - it helped create the feeling of 
paranoia and that nothing was what it seemed that 
permeated the film.’
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‘Because of that, we decided with this 
new Alien that we needed to do two sorts 
of game - an arcade-style action game, 
and a more sophisticated 3D arcade 
adventure/strategy product. The second 
one is looking very exciting. While I can’t 
tell you much about it, but the atmosphere 
is much more like the first film than the 
second, so there’s going to be lots of that 
very tense walking around corridors stuff, 
never knowing quite what you’re going to 
find around the next corner - or above you 
or behind you for that matter! The idea that 
you can come up with a 3D game of the 
same sort of quality as, say, Cybercon III- 
but with Aliens in! - is very exciting 
indeed!’

WHAT HAPPENS IF THE 
FILM PEOPLE CHANGE 
THE STORY AHD DON’T 
TELL YOU?

This can be a real problem when you’re 
trying to make a game out of a film that 
doesn’t even exist yet! One classic 
example is with Ocean’s Nightbreed. Colin 
Gordon of Ocean explains: ‘Despite the 
fact that we had quite close ties with the 
director Clive Barker and the movie in 

general, this proved a difficult project. It 
was quite a risk for Ocean to take it on at 
all - the whole idea sounded great on 
paper, but it was never very clear how 
much the finished product was meant to 
be a horror film, how much it was an 
action adventure, and how much weight all 
this mystic and/or psychological stuff 
should have.

‘In many ways the ideas behind it 
were a bit too complicated and involved to 
transfer to the action game format at all -1 
actually think the less well known 
interactive movie version was more of a 
success, since it could reflect events of the 
film more clearly and put you right into the 
main character’s shoes.

‘The real problem, though, was not 
only did we have a very complicated story, 
with.a number of different elements, we 
also had a plot that kept changing. The 
goalposts seemed to be moving all the 
time. For instance, in the script the local 
sheriff and his men were made out to be a 
bunch of neo-Nazis called The Sons Of 
The Free or something - and that’s how 
we depicted them - while in the film they 
just come across as a bunch of rednecks 
(see Nightbreed box). Worse, we have 
chief baddy Doctor Decker/The Mask die 

at the end, but the film put in a sort of twist 
ending where he comes back to life again 
right at the end which we knew nothing 
about! Thus the game and the film have 
totally different endings, which isn’t exactly 
an ideal situation.’

HOW MUCH ARTISTIC 
LICENCE CAN YOU 
TAKE?

Now this is a tricky one - as a game 
developer you’re obviously caught 
between two stools. On the one hand, 
you’re doing your best to make a good, 
playable, satisfying game of the thing, 
while on the other you’ve got to represent 
the film properly (not to mention get 
everything approved by the powers that be 
at the software house that’s going to 
publish the game, the film company who 
own the original property, and even - 
increasingly - the agents of the main 
actors who star in the film!)

When working on Back To The 
Future Part III, Jo Bonar of Probe played 
fast and loose with the actual plot of the 
film. ‘We found we could make all sorts of 
minor changes to the storyline in Back To 
The Future Part ///,’ he explained, ‘and

nobody would mind. They certainly helped 
add to the game.

‘On a subtle - well, fairly subtle! - 
level we made the two train drivers Marty 
and Doc encounter in

THE UNTOUCHABLES
Publishers: Ocean 
Programmers: In-house
Released: Christmas 1989

MOONWALKER
Publisher: US Gold
Programmers: Emerald Software, now defunct.
Release: Christmas 1989

NIGHTBREED
Publishers: Ocean
Programmers: Painting By Numbers
Released: Late 1990
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In a nutshell: The episodic nature of the film makes it less 
of an obvious candidate for computerisation than some of 
Ocean’s efforts, resulting in a rather different style of game. 
Built up from six very different stages (though all could 
broadly be described as shoot-’em-ups in one way or 
another) and lacking distinctive comic book-style 
characters (set in ’30s Chicago, it’s populated by lots of 
men in raincoats and trilbies), it’s perhaps not very well 
focused, but it does make a brave attempt at representing 
all the action scenes from the film, incorporating some 
sideways scrollers, some Operation Wb/f-style scenes, and 
an interesting overhead viewed bit.
Looking backwards: Colin Gordon of Ocean: ‘This was all 
done in house, with an awful lot of people working on it 
in a very structured way. When you watch the film certain 
scenes stick in your mind, and we tried to recreate all of 
those, which is why there are so many different sections. 
One of the advantages of doing an older film like this is 
that there’s less of a risk that your game is going to come 
out nothing like the film - we had videos of the movie 
around that everybody could watch. I think we did a 
successful job on this one, considering the constraints -1 
don’t think you’ll ever get what you could really call 
innovative software out of film conversions, but you can 
still get good, characterful action games. You’ve always got 
to have a good guy and a bad buy and stick to a pre-set 
look and events, but within those constraints there’s a lot 
you can do.’

In a nutshell: Oh - as they say - dear. It’s hard to know 
where to begin with this one really - the dreadful fantasy 
film-cum-Michael Jackson promotional vehicle that it’s 
based on doesn’t do the programmers any favours, it’s 
true, but they’ve decided to try and stay true to the movie, 
rather than junk much of the plot and concentrate on 
building a good game around the Michael Jackson 
character, and that has to be a mistake. Two very sparse 
looking overhead scrolling chase things, an odd Op Wolf 
lookalike and, erm, another thing don’t a great game 
make. In retrospect, they’d have been better junking 
faithfulness to the film and going for a straight action game 
(a la the excellent Sega Megadrive Moon walker version).

Early chase sequence from Moonwalker, where's Michael?

Looking backward: Mike Wilding of US Gold: ‘If you take 
the songs away, the film breaks down into a number of 
simple sequences, and we just took what we felt were the 
strongest of these and converted them over. One problem 
we encountered was that the film people were very keen 
we didn’t portray Michael Jackson in a more violent light 
than he is in the film, so he wasn’t allowed to kill anyone in 
the early levels - that’s why they took on that overhead 
view puzzle aspect. Only when they got to the Club 30s 
sequence - when he does kill one person in the film - 
were we allowed to introduce a shoot-’em-up element. Of 
course, by the end of the movie he’s blasting people 
down left, right and centre, so no problem.’

In a nutshell: Despite Ocean’s unusually close ties to the 
film - a heavily made-up Gary Bracey actually appears in a 
crowd scene as a monster! - the action game, like the film, 
tended towards the poor side of, erm, ‘poor’. Abandoning 
Ocean’s usual lots-of-different-levels approach, the odd 
running-around-a-map-and-trying-to-deal-with-the- 
creatures-you-find design fails to work because a) as in the 
film, you’re not quite sure whether you’re meant to think 
of the monsters as good guys or bad guys, confusing 
matters, and b) it’s a bit intrinsically crap anyway. 
Looking backwards: Colin Gordon of Ocean: ‘There were 
originally meant to be three versions of this - the action 
game, a sort of Cinemaware-style interactive movie and the 
role playing game, though in the end only the first two 
came out. I think some of the flaws of the action game 
certainly are the flaws of the movie - in the script, the 
Chief Of Police and his men were described as a bunch of 
neo-Nazis, and that’s how we portrayed them, but in the 
film they just came across as a bunch of stupid rednecks 
who had some mysterious supply of military-style guns. The 
whole thing about whether the monsters were good guys 
or bad guys sounds very intriguing on paper, but when you 
actually get down to making a game of the idea it doesn’t 
quite work - in the end, the monsters and the rednecks 
both appeared as baddies for Boone, the hero, to get 
past, and it all got rather confusing.
‘That's why I think many people prefer the interactive 
movie version - it's easier to portray a complicated movie, 
or one that works on a number of levels, in this way.’
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FILM CONVERSION SPECIAL

outrageously we utterly made up a whole 
host of baddies who attack the Doc in the 
first part of the game! None of them 
appear at all in the film - goodness knows 
where they came from! To be honest, that 
runaway buckboard sequence sounded 
very exciting in the film script when we first 
planned the game, so we were a bit 
surprised to see the movie and find it 
hardly lasted any time at all.

‘The nice thing was that the film 
company were suggesting things we could 
do with the game all the time - making 
such a big deal of the pie-plate throwing 
sequences was their idea, for instance, 
and it worked 

computer games terms with Marty McFly 
is that he’s a totally non-violent character, 
so you can’t have him shooting anybody. 
The pie plates were ideal - violent, yet not 
violent at the same time. Nobody at 
Lucasfilm seemed to mind all the jokes we 
incorporated into the shooting gallery 
sequence either, though I was slightly 
disappointed when Steven Spielberg 
rejected one of my ideas. I wanted to have 
a little ET ride past the moon on a bicycle 
at one point, but I guess he thought it was 
too silly!’
On the other hand, you can’t muck around 

with something so much that you 
lose the integrity of the product.

‘People have to believe in it 
still,’ explains John 

Kavanagh of The 
Kremlin. ‘In The Spy 

Who Loved Me we 
could get away with 
quite a lot - we 
added a speed boat 
chase that doesn’t 
really appear in the 
film, for instance, and

Turtlest unrelated 
Same and film 

turned the underwater sequence into a 
sort of Xenon III- but that worked 
because it’s acceptable within the concept 
of Bond. Much as we might have liked to, 
we couldn’t have had a giant squid or 
something come down and attack 007’s 
Lotus - people would have just thought it 
was silly!’

SO WHERE DOES THAT 
LEAVE US?

Well, to be honest, I’m not really sure. It’s 
certainly clear that there’ll always be good 
or bad film conversions, just as there will 
always be good or bad of any sort of 
game. What does seem increasingly 
obvious though is that as more and more 
UK companies find they’re competing on 
the much less forgiving world stage (not 
just in cosy old Europe) it becomes more 
important than ever that they get the game 
exactly right.

One thing that seems almost 
inevitable is that having two versions of 
the same licence will become much more 
common - and will result in some very 
good games. The high-end versions are 
perhaps the most exciting - the potential 
profits to be made from an Indy Jones 

adventure as good as Monkey Island, or 
an Aliens III game as good as Cybercon 
III, are incredible, which makes it well 
worth publisher's while to provide the right 
programmers with the time and support to 
do it - something which has to be good 
news for the games player.

As far as the action games are 
concerned, it seems clear (or at least, it 
seems clear to us) that a) you’ve really got 
to have the main character from the film in 
the centre of the screen the whole time for 
identification’s sake alone, not hide him in 
cars or rabbit suits and b) that one 
consistent game mechanic provides a far 
more pleasing and cohesive game, one 
that’ll work on its own terms without the 
film link being necessary at all. (After all, 
film makers play fast and loose with novels 
when they transfer them to their medium, 
and it makes sense for games creators to 
do exactly the same in turn).

The challenge - this making 
something that’s a success in one medium 
really work in another business - is a lot 
older than computer games, and at last it 
seems like publishers and developers are 
tackling it head on. Let's settle back and 
see what they come up with, eh?

GHOSTBUSTERS II
Publishers: Activision
Programmers: Foursfield, who more recently 
completed Brat for Image Works
Released: Christmas 1989
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In a nutshell: Absolutely dire, and as clear an example as 
you could possibly hope for of the potential dangers 
you’re up against doing film conversions. Quite clearly, the 
putting-together-a-series-of-limited-sub-games approach 
just doesn’t work - or at least, it doesn't when the sub­
games are as thin and limited as they are here. Sadly, this 
fails to work as either a representation of the film (despite 
the nice digitised pics ‘explanation’ pics that appear 
between levels, if you hadn’t seen the movie you wouldn’t 
have had the faintest idea what was going on) or as a 
game in its own right - the scene the first sub-game was 
based on (swinging on a rope down into a ghost infested 
sewer) was all but cut from the film, while the rampaging 
Statue Of Liberty from later on is spectacular, but gives you 
too little to do. The last bit - an all out assault on the chief 
ghost - involves some tricky climbing slowly down ropes 
stuff (your weedy little Ghostbusters are apparently killed 
by any drop of more than about three feet), meaning nine 
times out of ten you're never going to get to the climax at 
all. Lots (and lots) of disk swapping too make it not only 
dull experience, but a frustrating one too. The current 
groundswell of opinion in the AMIGA POWER office has it 
that the game in fact provides a perfect reflection of the 
movie - that was utterly crap too!
Looking backwards: Activision no longer exists in the form 
it did then, leaving only programming team Foursfield to 
provide any insight into the development of this game. 
Unfortunately they refused to comment at all.

THE SPY WHO LOVED ME
Publisher: Domark 
Programmers: The Kremlin
Released: Christmas 1990

In a nutshell: Licence To Kill aside, the only halfway decent 
Bond game. Taking the Lotus-cum-submarine that was the 
star of the film, and building a Spy Hunter style vertically 
scrolling shoot-’em-up around it, this game gets away from 
the combination-of-thin-sub-games-adding-up-to-nothing- 
very-much-at-all problem that bugs so many film 
conversions. Occasional puzzle and Op Wo/f-style 
sequences spoil the continuity a bit, and the far-away- 
from-the-action viewpoint prevents the Bond character 
really coming through, but generally a successful game - if 
one that that doesn’t really try and reflects the bulk of the 
movie at all.
Looking backwards: John Kavanagh heads up The Kremlin, 
Domark’s in-house programming team: ‘This was a very 
successful game - the Bond stuff always does well, and

The Spy Who Loved Met Spy Hunter comes full circle.

tends to translate well onto compilations too. I quite like 
the fact we came full circle with this one. Everyone 
commented that the game was influenced by the Spy 
Hunter coin-op, and yes, it was - what they didn’t say was 
that Spy Hunter was loosely based on the film The Spy 
Who Loved Me in the first place, so it was sort of 
poetic justice.

‘When doing a film licence we like to concentrate on 
just the one game mechanic - in this case a vertically 
scrolling driving game - and base the game around it. I’m 
not convinced by this lots-of-totally-different-sub-games 
approach at all - you tend to get lots of little crap 
segments as opposed to a proper game.’

LICENCE TO KILL
Publisher: Domark 
Programmers: The Kremlin
Released: Autumn 1989

Licence To Kilk Neat game, but where's Bond?

In a nutshell: James Bond hasn’t been treated well by 
computer games. In fact, they’ve generally been crap, 
failing to capture the character, the outrageous action 
sequences and the general feel of what have to be the 
most eminently convertible series of films of all time. This 
one, cut up into six distinct vertically-scrolling parts 
reflecting sequences from the film, plays well in a limited 
sort of a way, but the viewpoint allows little Bond 
character to come across, and the general ‘down to earth’ 
feel of the film makes the whole proceedings seem very 
ordinary. Not bad by any stretch of the imagination, but 
one that fails to really capture the spirit of Bond.
Looking backwards: John Kavanagh of The Kremlin: ‘The 
Bond people are very security conscious -1 was allowed to 
read a copy of the script, but I wasn’t allowed to take one 
with me. I guess that’s so that if I decided to sell the story 
to the papers I’d have no evidence to back it up! We did 
get lots of still photos of all the scenes though, and we 
studied them in some depth -1 think we got the look of 
the movie spot on. Again, we decided on a single game 
mechanic - another overhead view scroller - which 
seemed to work for all the scenes we wanted to use. At 
one point we toyed with doing a horizontal scroller 
instead, but Ocean have done so many of those I’m a bit 
sick of them, and anyway, at the time the Speccy and 
Amstrad were a lot more important than they are now and 
since they don’t work too well at horizontal scrolling that 
had to be a consideration. If we tackled the game again it 
might be different’.
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GAME REVIEWS BRIGADE COMMANDER + MRUPITI ISLAND + PROFLIGHT

Welcome the AMIGA POWER games review 

section (Part Two). Budget games reviews 

start on page 80, and our PD coverage on 

page 85, but first let’s get on with the rest 

of this month’s full price releases...

urgency to what is undoubtedly the most 
boring sort of game of all.

In fact, the whole thrust (if you will) of 
this game is one of streamlining and 
simplifying. Most of the game’s operations 
have been cut down to reduce the amount 
of time you have to spend faffing about 
with lists of numbers. Clicking on a hex - 
the map is built up from these - brings up 
a list of the friendly units on it, along with a 
list of of the actions they can perform. If 
you want to move some of them, for 
example, click on the relevant units, select 
Move and then trace out the path you’d 
like them to follow. Attacking is similarly 
straightforward. Underneath this apparent 
simplicity, however, are enough complex 
strategies and options to keep the most 
hardened of pros happy. All the usual 
types of unit are catered for (and you can, 
of course, design your own) along with 
such obscurities as mine-laying and 
cargo-carrying.

It’s nice to see so much thought being 
put into a wargame - they’re usually just 
endless rehashes of existing games. The 
result is something which deserves a 

much wider audience than it’s likely to get. 
Call it blasphemy, but I reckon if they put a 
bit more work into the presentation they 
might even sell a few copies.

(Now please - don’t make me review 
any more of the blooming things.) • 
JONATHAN DAVIES

THE BOTTOM LINE
On the surface just another wargame, but
its approachability makes 
for a refreshing change. One 
meg only though, and the 
graphics are (as ever) crap.

Goins in 
(rather s 
the left i

PROFLIGHT
Publisher: Hi Soft
Author: Nick Brown
Price: £39.95 
Release: Out now

As even it’s manual points out, 
ProFlight is hardly the most innovative 
game ever; it’s a flight sim, and in all

fairness 1 
already a 
breed of 
(Even the 

Actu 
approprie 
because, 
tell how ç 
weighs. I 
disappoir 
though, s 
ooks like

BRIGADE 
COMMANDER 
Publisher: Electronic Zoo 
Authors: TTR Development 
Price: £25.99
Release: Out now

Brigade Commander is billed as ‘a 
new concept in computer wargaming’, with 
the following justification: it’s played in real 
time. It also comes with a built-in editor, as 
seems to be the fashion these days, and a 
whole range of different scenarios. Half of 
these are supplied on the accompanying 
Operation Desert Storm data disk and are 
based on the events of earlier this year, in 
which four of the game’s authors 
apparently saw service.
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Brigade Commander's really very 
interestins hex-map display.
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So what’s all this about ‘real time’? 
Well, traditionally, wargames are more or 
less direct transcriptions of their paper­
based counterparts, meaning that each 
side has to take it in turns to move and 
attack. While you’re doing that the 
computer sits back and lets you get on 
with it, and once you’ve finished you do 
the same for the computer.

Brigade Commander does away with 
such courtesies. It’s every man for himself, 
so while you’re sitting there wondering 
whether to hide your tank division in the 
forest or make a break for the coast, the 
computer’s units have very likely 
outflanked it and wiped it off the face of 
the earth. (The basts.) It’s a system that 
works very well, and adds an element of

Unusual, atmospheric and just a little bit

disillusioned young men from Europe 
and, of course, the obligatory 
mysterious old fisherman.

There’s not too much searching 
to be done, since at least one of these 
bonkers characters shows up at every 
turn. Interaction is good though - you 
can talk to them by picking any one of 
about twenty questions, you can 
follow them, you can bribe them, you 
can even indulge yourself and give 
them a good old fashioned beating. 
We wouldn’t recommend it though - 
the latter option might be a lot of fun, 
but you’re running a huge risk of 
ending up with the contents of your 
head plastered all over some bar­
room wall. As you might expect, 
Maupiti Island falls short of a five star 
rating in the hospitality stakes.

It all sounds suitably intriguing, 
doesn’t it, but how well does it 
actually work as a game? Well, you 
first thing you have to say is that it’s 
illustrated deliciously, punctuated 
with some charming sound effects 
and music which give the whole affair 
a leisurely, almost holiday-like feel. It 
certainly rates highly in the 
atmosphere stakes.

Gameplay-wise it works quite well 
too. I usually have a big problem with 
graphical adventures - they rarely let 
you do just what you want, and I tend 
to get frustrated. Here, however, if 
you want to look at something (even 
the most humdrum object) you

a cool shandy and get yourself 
embroiled (surprise, even-more- 
surprise!) in all sorts of intrigue.

The first thing you discover is 
that some poor girl’s been kidnapped. 
Naturally, being the adventurous type, 
you get straight down to a spot of 
detective work, exploring the locality 
and interviewing the dozen or so 
inhabitants of the island. You 
discover the usual group of suspects 
- mad communists, raving 
homosexuals, gorgeous housemaids,

Publisher: Lankhor
Price: £25.99
Authors: D Sablons, Sylvian 
(script), A Bescond (sound) 
Release: Out now

U
h-oh, it’s a graphical 
adventure from some people 
who have absolutely nothing 
to do with Lucasfilm! The temptation 

is to kick off with lots of unfavourable 
comparisons with a certain The 
Secret of Monkey Island, but I’ll try 
and resist it. Better not to get bogged 
down in a compare and contrast 
syndrome, but give this French yarn a 
fair hearing in its own right.

As with all point and click 
‘thrillers’ the plot is nigh impossible 
to avoid, so I may as well start with 
that. You play a leisurely seafarer 
skipping around the Indian Ocean in 
the early 1950s. All’s going 
swimmingly until you stop off at 
(surprise, surprise!) Maupiti Island for
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Going in for a strafing run through a 
(rather spacious) village. The church on 
the left is a nice touch.

'airness there are tons of flight sims 
already available for virtually every known 
:xeed of home computer ever invented. 
Even the BBC).

Actually ‘tons’ of flight sims is quite an 
appropriate collective noun to use 
□ecause, as someone once said, you can 
tel how good a flight sim is by how much it 
weighs. ProFlight comes in at a slightly 
z sappointing 1 1/2 lbs (700 grammes) 
rough, so (as the theory concludes), it 
ooks like it’s little to get excited about.

The author explains in the blurb that 
his reason for writing such a game was 
that he wanted to create a flight sim that 
isn’t stifled by the simplicity of others. And 
you must admit, he has succeeded. Here 
you get to pretend that you’re piloting a 
Panavia Tornado, one of the fastest 
aircraft in the world, and yes, I can’t deny 
it, it all seems extremely realistic. In fact, 
far, far too realistic.

Okay, let’s play the game. First you 
select your way through a few menus 
(tweaking absolutely everything 
envisageable), give your plane the once 
over and a number of one-key presses 
later you’re airborne. Now you can select 
the map, set a destination, flick on the 
auto-pilot, and sit back and relax. The 
graphics are fast, but not outstandingly 
stunning (you .can have different around- 
plane views, though), so how about a 
glance at the manual to find out exactly 
what can be accomplished?

Here you’ll find over 160 pages of 
information explaining everything from 
how to pull off various complicated 
manoeuvres (barrel rolls or stall turns, 

anybody?) to to graphs illustrating the 
‘drag co-efficient’ (whatever that is). The 
snag is, you see, that as pointed at before, 
ProFlight is so accurate down to the very 
last detail that it has become more like a 
serious simulator real fighter pilots would 
use, and far less of an enjoyable computer 
game. More evidence backing this up is 
the combat option - it sounds pretty good 
but, unless you’ve had considerable flying 
practice, it’s a joke.

For serious flight sim buffs with 
excessive amounts of patience, ProFlight 
will no doubt be fulfiling their wildest 
dreams. But for everyone else? A bit of a 
nightmare, really. • RICH PELLEY

THE BOTTOM LINE
An overly complicated, visually 
unimpressive and off-puttingly expensive 
flight sim which is far more of a sim than 
a game. It has a reasonable amount to 
offer, but only if you stick at 
it. (And it’s got horrible 
business program-like 
packaging too).

DISCOVERY
Publisher: Micro Illusions 
Price: £25.99 
Authors: Sylvan
Technical Arts 
Release: Out now 
‘An interactive, educational space 
adventure.’ That’s the only clue I was 
given that this, the latest in AMIGA 
POWER’S hate campaign against me, is 
(please, no) a game for the younger 
player. How much younger isn’t specified, 
and neither is the exact nature of the 
education promised to the lucky infant

At the heart of Discovery is a walk- 
around-collecting-things game. The idea is 
that you’re aboard a spaceship which has 
run into trouble, and you’ve got to salvage 
it by collecting fuel crystals which are 
scattered around its decks. And then 
there’s the ‘education’. Every so often 
you’ll come up against a security door. To 
get through it a question needs to be 
answered, the type of which is selected 
from a menu at the start of the game. 
There are questions on spelling and maths

French, this is not your run-of-the-mill game.

ISLAND
usually can. Just bumbling around 
the locations in the game checking 
everything out can be nearly as 
much fun as unearthing deadly 
secrets or whatever.

Of course, there is a downside to 
all this. There’s no way that Maupiti 
Island is going to give you more than 
maybe) a dozen hours 

entertainment - it’s simply too small. 
Still, for mellow types who get their 
kicks watching Sunday afternoon 
movies or walking in parks, this 

Go about your business by selecting the menus at the top. Ignore the messages at the 
bottom the screens - these are just window dressings.

provides an excellent alternative to 
rabid death rushes or sugary 
platform games.

To sum up, here is a small and 
almost perfectly formed game full of 
lovely visuals, interesting 
characters, and providing a limited 
smattering of action and suspense. 
Yes, I’m afraid it can be summed up 
by one of the blandest words in the 
dictionary - it’s nice. (And no, it’s 
not as good as Monkey Island). • 
COLIN CAMPBELL

On our first meeting Bruce reveals that 
he's never 'been with* a girl. Oh dear!

It's the mysterious fisherman. He's very 
religious (and a more than a bit spooky).

THE BOTTOM LINE
Charmingly quirky French adventure but 
too tiny to be a classic. It’s obviously been 
crafted with care, attention 
and a splash of love - worth 
a look if you can afford a 
little luxury.

Arcade adventuring rubs shoulders 
with education in Discovery- and gets us 
absolutely nowhere.

of varying degrees of difficulty, and, erm, 
flags. Get the answer right and the door 
will open. Get it wrong and you’ll be given 
the answer and the chance to try again.

There are three main problems, as I 
see it. Firstly, although the process of 
walking from left to right and going up and 
down ladders sounds simple enough, I 
couldn’t get to grips with the control 
method and kept falling down holes and 
dropping off ladders. If I can’t do it it’s hard 
to see how this ‘younger player’ is going to 
fare much better.

Secondly, the program makes 
extensive use of the Amiga’s built in 
speech synthesiser. That’s right, the one 
supplied on your Workbench disk which 
you probably loaded up briefly on Day One 
and immediately wrote off as a useless 
curiosity. The result is that our prospective 
student is likely to be asked such 
questions as ‘Speeell Wmphthstlmph’.

And thirdly, and perhaps most 
fundamentally, this whole business of 
asking questions and marking them right 
or wrong hardly marks the latest advance 
in educational techniques. There’s more to 
educational software than quiz show-style 
questions and answers. • 
JONATHAN DAVIES

THE BOTTOM LINE
An unimaginative crack at the tricky
educational market. 
Someone, somewhere must 
be coming up with better 
ideas than this. 52 C-3
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GAME REVIEWS TRNGRRM + CHAMPION OF THE RRJ + BEAST BUSTERS

N TANGRAM
Publisher: Thalion 
Price: £25.53
Author: Thomas Behrends 
Release: Out now

Tangram is an Amiga version of an 
ancient Chinese puzzle game of the same 
name, one which more traditionally 
involves wooden blocks and various 
‘frames’. The idea is to fill various patterns 
by placing your blocks in the frames (the 
shapes of which are always the same, 
though their numbers can change), so that 
all the frame is completely covered without 
overlapping. It’s a very simple concept, 
and has been converted for computer use 
without expanding upon it, except for the 
rather crap addition of a time limit for each 
of the 200 screens supplied.

Control is very easy - the pieces are 
moved around with the mouse, rotated 
with a mouse button, and placed with the 
other button - and the Amiga puts its 
spare processor time to good use with 
some pleasantly oriental-type tunes. The 
question is, are these enough to justify

Mix hordes of the undead with Operation Wolf, and the result is...

BEAST BUSTERS
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Publisher: Activision
Price: £25.99 
Authors: Henry S. Clark, Ken 
Jarvis, Matthew Symmons, 
Andy Pang
Release: Out now

A
nd this month’s Operation
Wolf clone is...

I’ve never been a fan of 
the arcade gun games, but Beast 
Busters was one that I did pump a 
good deal of cash into. The three- 
player option, the touches of humour 
(watch out for the birdmen on the 
third level, that’s all I’m saying) and 
the zombie gore factor (bits of 
bloodied corpses flying around like 
snow in a blizzard) made it much 
more fun than the usual hormone- 
substitute snoozerama, and a trip to 
the seaside was never complete 
without a quick slaughter of the 
undead. (And then we used to go and 
play some video games, but that’s 
another story).

©

Ninja zombies? Well, what did you 
expect? Realism? (Even George Romero 
never made things quite like this).

buying the Amiga version instead of 
spending a few quid on a wooden-block 
original? And, let’s be honest, it isn’t. The 
Amiga is incredibly picky about having the 
block positioning pixel-perfect, but other 
than that gratuitous irritation it’s practically 
invisible - you don’t gain by playing it on a 
computer at all.

With most board game conversions, 
you at least get a computer opponent, but 
that isn’t applicable here and it makes 
buying the game in software form

Pickins UP the pieces in Tangram - yet 
another board game which the Chinese 
have supposedly being playing for 
hundreds of years.

Bullets, molotov 
cocktails and 
zombie limbs fly. 
Better collect 
that bullet belt 
before your 
ammo runs out!

Anyway, this long-awaited 
conversion has been rescued from 
the ashes of Activision UK, and 
boasts all the features of the coin-op, 
except for the three-player capability 
(the maximum here is two). The 
graphics have been very 
authentically reproduced, and all the 
original levels are included for that 
authentic full-scale massacre • 
experience. This is one conversion 
that looks very like the original. 
That’s not normally the big problem 
with coin-op conversions, though - 
the real question is usually over the 
gameplay, so how well does Beast 
Busters hold up?

Well, Amiga Beast Busters plays 

Aim that green gunsight right in that 
zombie's mouth, and get ready for a 
splattering of flying flesh. (Charming).

something of a waste of time and money. 
It’s not that Tangram is a bad game - the 
wooden original has a lot to be said for it - 
but this computer variant is utterly 
pointless. • STUART CAMPBELL

THE BOTTOM LINE
A perfectly competent programming job,
but the worst idea for a 
board-to-computer 
translation yet. Tangram is 
great, but get the real thing.

CHAMPION 
OF THE RAJ
Publisher: Image Works 
Price: £25.99
Authors: Level 9 
Release: Out now

A game set in my favourite Indian 
restaurant? Apparently not, as soon 
became clear when I studied the box more 
closely. It’s actually set in India in 1800, 
when Queen Victoria was a mere twinkle 

very much like arcade Beast Busters 
- or, at least, like arcade Beast 
Busters would if you used to bung 
two quid into the arcade machine at a 
time. In common with many Amiga 
conversions, you get several ‘credits’ 
to play with (five in this case), and 
with BB, by the time you’ve used 
them all up you’ve completed half of 
the game on your first go.

The difficulty level is very badly- 
judged, being extremely low until 
certain points where a particular 
enemy will leap out and kill you in 
two seconds flat (no exaggeration). In 
fact, it’s not so much of a difficulty 
curve, more like one of those lines 
you get on heart monitoring 
machines in TV hospital 
programmes, where the little dot 
moves along quite sedately, then 
suddenly leaps up to a peak with a 
high-pitched ‘ping’, and settles back 
down to a straight line again. This 
makes the game very short on 
lastability, as most people will 
complete it on the first day or get 
bored trying. Beast Busters is 
another competent conversion job, 
and certainly looks very nice, but 
even devotees of the original won’t 
really get their money’s worth out of 
it •STUART CAMPBELL

THE BOTTOM LINE
Technically flawed (it slows down when 
there’s a lot happening) but 
basically sound translation 
that’s just too easy to be a 
good way to spend £26. 

in her mother’s eye and the country was 
split into several warring kingdoms ruled 
by people like the British East India 
Company, the Marathas, the Sikhs and a 
few minor players like the French.

So, we’ve got a country divided into 
lots of territories, and they’re all fighting 
each other. What do you reckon you’ve 
got to do? That’s right, pick a side and try 
to conquer everyone else. As a true 
patriot, I, of course, plumped for the British 
(erm, actually they’re the easiest to win 
with), and it’s possible to have up to five 
chums playing the rest. The battle takes 
place on the rather titchy map in the 
middle of the screen, which can be 
scrolled up (painfully slowly, and with 
much disk accessing) to reveal a set of 
icons underneath. Attacking a 
neighbouring kingdom is a case of clicking 
on it and selecting the ‘attack’ icon. Unless 
the computer decides otherwise you’ve 
then got to lead your army into battle, 
which means clicking on more icons as the 
battle progresses to tell them when to 
charge, retreat and all the rest of it.

As you might expect, there are the 
inevitable ‘arcade sequences’ which crop 
up every so often - sword fights, shoot- 
’em-ups, elephant races, I’m sure you 
know the routine. And I hardly need tell 
you that you’ll need to keep an eye on 
your cashflow in order to finance your 
operations, buying more troops when 
necessary. The real question is: how is it 
actually different from Defender of the 
Crown, which it’s obviously quite closely 
related to? Well, it’s set in India

With only three British flags pinned on the 
map, things aren't looking too hopeful.

(obviously), the graphics are a lot more 
garish (sorry, full of ‘rich native colours’) 
and the animated sequences tend to be a 
bit lumpen. Oh, and the music’s crap. (It 
even slows down when a lot’s happening 
on-screen.)

That said though, the similarities are 
strong, and sadly one of them is Defender 
of the Crown's rather unfortunate 
playability problem - neither game has a 
great deal. The trouble is that buried 
underneath all the graphics and stuff (into 
which a lot of effort has obviously gone) is 
a very simple strategy game that doesn’t 
really merit more than a few minutes play. 
(Well, certainly not more than an hour or 
two, anyway.) Shame, that. • 
JONATHAN DAVIES

THE BOTTOM LINE
It has its moments, but falls headlong into
the old ‘not enough to it’ trap. 
The arcadey bits are okay, 
but they’re like a sitting room 
without a settee.



CHAOS IN ANDROMEDA + GHOST BATTLE + MOONBASE GAME REVIEWS

CHAOS IN 
ANDROMEDA 
Publisher: On-Line
Entertainment
Price: £24.99
Authors: Kirk Marino 
Release: Out now

It’d be pretty worrying if, whilst 
munching your way through an early 
morning bowl of Honey Nut Loops, you 
received a letter from the future informing 
you that you are about to be transported 
through time and space, on a top-secret 
mission to rescue the important Mr Yai 
and save the planet of Andromeda.

In the real world as we know it this is 
very unlikely to happen, but in the made- 
up fantasy world of computer games it

The less-than-impressive main scrollins 
map screen of Chaos In Andromeda,

could well take place. In fact it just has, 
and in an icon-driven role-playing 
adventure sort of way. At first glance you 
probably won’t see much, as everything is 
extremely small, including your character 
and objects which are so tiny that they’re 
not even shown. The scrolling really is an 
embarrassment too. But graphics aren’t 
what’s important here - it’s gameplay.

And luckily the gameplay is far more 
complaint-free. The trick, you see, is to 
build up your powers, use objects and 
solve puzzles to negotiate your way 
through the huge playing area - without 
(naturally) doing something stupid, such 
as falling from a bridge or getting yourself 
attacked by other characters. Partially you 
want to avoid being attacked because the 
fight sequences are so crap, and partially 
because, since you don’t have ‘lives’ as 
such, a lot of save-gaming has to take 
place as insurance in case you get 
hopelessly killed.

However, let’s not be too picky. When 
all’s said and done, I rather enjoyed 
Chaos. There’s far more to it than I’ve got 
room to mention here. Take the robots, for 
example, which you move about as 
separate characters. I haven’t got room to 
mention them. Nor can I squeeze in a 
word or two about the considerable 
interaction with other characters. I’d love 
to go on and on for ages (more money, 
you see) but I won’t. I’ll stop there, and 
think of something to put in the Bottom 
Line box. • RICH PELLEY

THE BOTTOM LINE
An enjoyable adventure game, marred 
rather heavily by the slightly 
crap graphics, the lack of 
originality and the slightly 
thoughtless programming.

When even a whole city isn’t big enough, the sky’s the limit

MOONBASE

It looks like the Japanese are going to 
become leaders in colonisation too!

It just goes to show, not all management 
games need to be about football.

Publisher: Mindscape 
Price: £35.99
Authors: Wesson 
International
Release: Out now

Y
ou’ve built your own city in 
Sim City. You’ve gone on 
to run the world in Sim 
Earth (well, you have if you’ve got a 

PC) and countless other games. 
There’s only one place left 
unoppressed. It’s time to glance 
warily skywards, screw on your 
helmet and head for... the moon.

It’s cold, quiet and covered in 
craters, but in no time at all you’ll 
have discovered the necessary 
combination of menus and icons 
you’ll need to continue, started 
smoothing things out and shoved up 
buildings all over the place. These 
can be picked from a wide range of 
structures, from habitation modules 
and laboratories to recreation 
facilities and greenhouses (for 
growing food). What you put where is 
up to you, but there ought to be a 
method to your madness - 
everything’ll grind to a halt unless 
it’s plumbed into a decent smattering

GHOST 
BATTLE 
Publisher: Thalion 
Price: £25.53
Authors: Erwin Kloibhofer, 
Henk Nieborg
Release: Out now

Ghosts’n’Goblins has been the 
inspiration for some terrible crimes in the 
world of computer software, and I’m afraid 
this is another one. Let’s get right down to 
the brass tacks straight away, shall we? 
Good Points: nifty sound effects, a bit 
different from the usual bangs and zaps; 
pretty graphics; three difficulty levels; 
reasonably slick presentation. 
Bad Points: utterly execrable animation, 
featuring the worst jumping and ladder­
climbing I’ve seen in a very long time; slow 
gameplay; baddies that seem to appear 

of power generators and heat 
extractors. Manpower is important 
too. There needs to be enough 
people to run everything, and they’ve 
all got to be accommodated and fed. 
The other headache is finance. To 
start of with you receive an annual 
grant from NASA, but this soon dries 
up so you’ll need to become self- 
sufficient as fast as poss. Cash has 
to be generated by building mining 
and manufacturing facilities, and 
these in turn need to be staffed and 
powered and... it’s a complete 
nightmare, it really is.

Sounds a bit boring, 
doesn’t it? But it’s not! As 
with all these ‘build a 
world’ games, Moonbase 
is deceptively addictive. 
Once you’ve worked out 
what’s going on (the 
manual’s not terribly 
helpful here, mainly 
consisting of a dire novella 
interspersed with tips and 
a short summary at the 
back) it’s almost 
impossible to put it down. 
There’s an enormous 
amount of depth to it, and

Taking on the deadly fauna in Ghost 
Battle. Pretty graphics, pretty dire game.

out of the ether, even from somewhere 
that you’ve just visited which was quite 
definitely a baddie-free zone; hundreds of 
unavoidable ‘appearing-from-nowhere’ 
traps (my pet hate in arcade games); quite 
spectacular lack of imagination in all areas 
of plot and game design; huge amounts of 
dull trekking around in what it later (much 
later) transpires was entirely the wrong

■■■

everything’s been finely balanced so 
you’re constantly teetering on the 
brink of disaster. I’ve only got two 
major criticisms: a) as your creation 
gets bigger, the monthly update 
slows down horrendously, and b) 
having built a fully self-sufficient 
moonbase, and filled in the whole 
playing area with bits and pieces 
(which doesn’t actually take very 
long), all the fun suddenly 
evaporates and you’re left with a very 
basic trading game.

Moonbase is unfortunate in that 
it slips so neatly into the Sim City 
category of games, and therefore has 
such high standards set for it before 
it even begins. Not that it’s in with 
bad company or anything, it just isn’t 
anything new. I’d like to say ‘it’s out 
of this world’, but that would be a 
slight overstatement (and a crap joke 
to finish on). • JONATHAN DAVIES

THE BOTTOM LINE
A fairly run-of-the-mill sim game with a 
fruity lunar streak. Hardly even ‘one small 
step' for computer games (more like 
running on the spot), but it's 
maddeningly addictive all the 
same (at least in the short 
term).

tori« ISM

Buildins your Moonbase certainly isn't going to be 
cheap. The prices tend to be (ahem) astronomical.

direction(s), not that there was any way of 
guessing beforehand; enemies that need 
to be shot a dozen times before they die - 
even the cannon-fodder ones; teeth- 
grindingly infuriating smug message at 
game-over time; everything else.

Though superficially classy-looking, 
Ghost Battle is an utterly tedious game, 
and a real bind to play more than twice in 
any given 24-hour period. The game’s 
cover blurb says it all, really - ‘Thalion. 
Sometimes, it’s frightening’. • 
STUART CAMPBELL

THE BOTTOM LINE
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Boring, boring, boring, boring, boring. 
Everything that’s wrong with full-price
Amiga software in one handy package.
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(Except the sound). There 
isn’t a person alive who 
couldn't find a better use for 
£25 than this. 38 C-3
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GAME REVIEWS HALLS OF MONTEZUMA + CARDINAL OF THE KREMLIN + 
CHALLENGE GOLF

HALLS OF 
MONTEZUMA
Publisher: Electronic Arts 
Price: £25.99
Authors: Strategic 
Simulations Group
Release: Out now

As AMIGA POWER’S newly-appointed 
Really Complicated Strategy Games That 
No-one Else Wants To Review Because 
They Take Ages To Work Out And Then

Tom Clancy’s thriller comes in from the cold and onto the Amiga.

THE CARDINAL 
OF  THE KREMLIN
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Publisher: Accolade 
Price: £24.99 
Author: Capstone 
Release: Out now

W
hen a new game based on 
one of Tom Clancy’s 
techno-thriller novels 
landed on my desk I expected to be 

thrown head first into a sea of three 
letter abbreviations, military jargon 
and worryingly plausible conspiracy 
theories. And - would you believe it? 
-1 was right.

Not that any of that’s a bad thing, 
however - it certainly helps build up 
the Cold War atmosphere a treat. 
Here is a game which - the assumed 
grovelling respect for all things 
military aside - successfully and 
excitingly allows us to (as Clancy 
puts it in the manual) ‘participate in 
events beyond our daily life’. In 
particular, events surrounding the 
development of a working SDI system 
by the US military, with the help of 
the CIA, under the protection of the 
FBI, and in competition with the KGB. 
(With me so far?) Of course, this is all 
milk and honey to Clancy fans, who 
love nothing better than to gorge 
themselves on politics, corruption 
and the secrets of the powerful.

As head of the Central 
Intelligence Agency (there’s no 
messing about in this game!) and 
chief of the so-called Star Wars
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'Mr President, I'm afraid I've just 
initiated World War Three? 'Good work, 
son. Carry on.*

The rather off-puttins window and icon 
heavy display of Halls Of Montezuma.

It's up to the CIA to dicate policy on 
various matters - telling lies is actually 
positively encouraged in the game!

Launching the Star Wars kit. Note the 
reminders at the bottom of the screen.

project, you must control the 
development and defence of your 
own missile-destroying satellite laser 
system while undermining the 
Soviets’ project. At your disposal are 
scientists, soldiers, spies and 
satellites which you must deploy 
around the world.

Each area of your influence is 
represented by a button on screen 
(there are ten) which you use to hire, 
fire and generally delegate. For 
example, to start with you’ll need to 
choose your most trustworthy 
programmer to head your computer 
department, checking how smart, and 
how reliable, the candidates are on a 
series of easy-to-read meters. It’s all 
fairly simple click and select strategy 
stuff, and though there are plenty of 
tasks to undertake, it does have a 
tendancy to become rather tedious 
after a few hours - a bit like

Turn Out To Be Crap Editor, I was 
delighted to be presented with SSG’s Halls 
of Montezuma. ‘This is all I need’ were the 
words furthest from my mind as I cast 
aside my finals revision, cancelled all 
appointments and settled down beside the 
fire with the 824 page manual.

At first glance it looks overwhelmingly 
similar to every other wargame (lots of 
flashing squares, movement phases etc), 
the only major anomaly being the eight 
different scenarios to choose between. 
They all involve the US Marines, following 
their history through action in Mexico, 

attempting all your ironing in one go. 
Of course, it’s not as simple as 

that. For a start, you’ll have to watch 
out for employees burning out (or 
getting themselves kidnapped!) and 
take steps to prevent it or correct 
things once it’s happened, while at 
the same time keeping in touch with 
your spies and events further afield. 
Your main concern is to get some of 
your own lasers into space before the 
Soviets can complete their 
development program - something 
you achieve by a) getting your stuff 
finished as fast as possible and b) 
doing your best to hamper the Soviet 
project by sending a commando 
operative against them.

Unfortunately, this potentially 
most exciting bit turns out to be 
something of a disaster - you’re 
thrust from a reasonably captivating 
strategy game into a two dimensional 
seek out and destroy sequence of 
masterful banality, and it mucks 
things up a treat. It would not look 
amiss in an infant school 
programming class. (It’s amazing 
how much the programmers think 
they can get away with...)

It’s a shame, because as strategy 
games go The Cardinal of the Kremlin 
is busy and believable without being 
overly complex. The manual is simple 
and direct, and it takes no time at all 
to get playing. For the most part it is 
a graphically acceptable and smooth 
(if rather uninspiring) ride, but 
ultimately you’re left with a feeling 
that the various tasks don’t seem to 
connect awfully well.

Generally then, a weak attempt to 
transfer Clancy’s slightly dubious 
(but undeniably readable) works to 
silicon. For fans the best bet must 
still be Grandslam’s The Hunt for Red 
October, which succeeds where this 
game fails - in mixing good strategy 
with exciting action without hurting 
either. • COLIN CAMPBELL

THE BOTTOM LINE
Believable and reasonably captivating 
strategy affair spoiled completely by an 
inane arcade sequence, positioned 
ludicrously at the centre of m
the game. Clancy fans, like k | 
the rest of us, should expect I 
a good deal more. U I - 

WW I, WW II, Korea and Vietnam, which 
some people will no doubt find interesting. 
Closer examination of the manual reveals, 
however, that what we’ve got here is really 
more of a wargame designer. The Marines 
scenarios are actually just sophisticated 
demos, and you can alter them at will or 
even design your own wargames from 
scratch. Nifty, eh? (Assuming you like this 
sort of thing, of course, which, let’s face it, 
won’t account for many people.)

At the heart of the package is the 
‘Battlefront’ system, which encompasses 
just about everything a wargamer could 
hope for. Units can be ground-based, 
airborne and amphibious. There are the 
usual impenetrable lists of attributes for 
each one - more than I think I’ve ever 
seen before, in fact - which can all be set 
up from the editor. And you can even 
design your own maps with all sorts of 
colourful icons and things. It’s yet another 
case of the only limit being your 
imagination. The Australian-based 
company which has come up with all this 
has apparently produced a range of 
scenarios which you can purchase 
(probably a good idea, as even a minor 
skirmish would probably take years to set 
up by yourself) and a magazine full of 
hints and tips too.

So, urn, it’s up to you, really. As 
wargames go this one’s been 
professionally put together, and you can’t 
fault it on value for money. But it is 
formidably complicated, as these things 
always are, and it would take a braver 
man than most to stick at it for very long. • 
JONATHAN DAVIES

THE BOTTOM LINE
Quite possibly one of the best things to 
happen to wargaming since 
the invention of the flashing C 1^ 
square, but a wargame || I
nonetheless. UM

CHALLENGE 
GOLF
Publisher: On-Line 
Entertainment
Authors: Jason Chown, Steey 
Scott
Price: £24.99 
Release: Out now

Releasing a new Amiga golf game so 
soon after Electronic Arts’ classic PGA 
Tour Golf might be seen by some people 
as rather unfortunate timing, but if the 
game’s good enough, there’s always room 
in the market for one more. The problem 
with Challenge Golf is that, in a nutshell, it 
simply isn’t good enough. The graphics 
may be a bit on the crude side, with lots of 
right angles and sudden edges, and the 
sound is minimalist even by golf sim 
standards, but neither are terrible. It’s the 
playability that’s really lacking here, the 
‘feel’ is simply wrong. The ball never really 
seems to get airborne half the time, it 
almost never goes anywhere remotely 
close to where you aim the cursor, and 
when you reach the green you’re 
confronted by a putting sequence that’s



Handicapped by a lack of sameplay - 
Challenge Golf,

Publisher: Krisalis
Price: £25.99
Authors: Shaun Hollingworth, 
Peter Harrap, Mark Incley
Release: Out now

W
ithin five minutes of 
booting this up I had Lee 
Sharpe emerging from an

untidy midfield melee, skipping 
through the left wing and crossing 
over for Mark Hughes to make a

Seen the matches? Now play the game.

S MANCHESTER 
UNITED EUROPE

nothing short of diabolical. For a start 
there’s no indication of what distance the 
strength bar represents (a fault found all 
the way through the game), the supposed 
slope on the green bears only a slight 
resemblance to the one shown onscreen, 
and (most bizarrely of all) the hole itself 
appears to be made of rubber, judging by 
the way the ball has a habit of bouncing 
straight off it and coming back at you.

The instructions are of no help 
whatsoever when it comes to deciphering 
all of these quirks, and the end result is 
that you’ll get very fed up of this game 
very quickly. And it doesn’t help, of course, 
that there are plenty of really rather 
stunningly good golf games out there 
already. •
STUART CAMPBELL

THE BOTTOM LINE
Packed with options, but none of them can 
help Challenge Golf overcome a basic lack
of playability. Nowhere near 
the level of PGA Tour (not 
even as good as World 
Class Leaderboard, in fact).

FRENETIC
Publisher: Core Design 
Authors: Rob Toone,
Jason Gee
Price: £20.99 
Release: Out now

Core seem to be suffering from a spot 
of creative block at the moment. After 
some top-notch product, first they release 
a straight Ikari Warriors clone (Warzone, 
65% from us in issue 2), and now they’ve 
come up with this, a vertically-scrolling 
shoot-’em-up taken directly from the 
Xenon 2 textbook. The problem for me is 
trying to find something new to say about 
it, so here goes.

No, I’m sorry. It’s gone. Frenetic is a 
shoot-’em-up that more or less completely 
fails to stand out from the crowd in any 
way. The levels (of which there are eight) 
all have that ‘seen-it-before’ look to them 
(for example, level one is from Battle 
Squadron, level two is from Xenon 2, and 
level three’s from Battle Squadron again), 
and the gameplay doesn’t do anything to 
dispel the feeling. The bolt-on power-ups 
are pure Xenon 2 once more, and the 
most ‘different’ thing about the aliens is 
that you come across multiple-hit baddies 
rather earlier than you do in most games 
(hardly a good point in my book). Action­
wise there’s plenty going on, though, and 
the faster-than-usual scrolling

subtle touch before rocketing the ball 
into the goal.

The little Sparky character rolled 
over towards the crowd and 
performed his victory salute before 
being mauled by tiny team mates. 
Any student of the ways of Old 
Trafford will happily admit that this is 
glorious realism.

I have to confess to a love of 
Manchester United football that 
verges on the obsessive so please 
forgive this review’s ridiculous 
enthusiasm. But honestly, this really 
is a marvellous football game.

Man Utd Europe is viewed in the 
familiar sideways view three 
dimensional fashion with the 
computer choosing which player the 
joystick dictates to at any time. 
Unlike so many football games this is 
done exceptionally intuitively, so 
there’s none of that frustrating 
hanging around while the program 
finally decides to nominate a 
character to chase some rampaging 
centre forward.

There are bagfuls of controls at 
your disposal but you won’t need to 
wade through a manual to learn 
them. Tackling, shooting, dribbling 
and so on come naturally and 
sweetly. Too many games are 
obsessed with making you work to 
attain skills which would be 
elementary to any half-decent 
footballer - Manchester Utd lets you 
get on with trying to win games 
straight away.

Having said that though, we’re 
not talking about a simple stroll

Ì didn't touch him, ref?

Hurrah! United are in the lead, thanks to one in the comer of the net from McClair.

Mid pitch action.

towards the European Cup Final in 
your first campaign - Manchester 
United Europe provides a learning 
curve which is sensible while 
challenging, and winning games is 
no breeze. Still, at least when you’re 
beaten there’s nobody at fault but 
yourself - you can’t blame the 
game’s controls, which makes for 
such a refreshing change (I’ve 
broken more joysticks than I care to 
count after grappling with certain 
soccer simulations).

It won’t appeal to everyone 
though. Strict football strategists 
should keep away because this is 
first and foremost an action game. 
Strategy is (thankfully) limited to 
picking the team and sorting out 
formations, and even that is optional.

What else can I say? Well, the 
game’s fast, but not stupidly so, the 
sound is good, it sticks to the rules 
of the real game but - hey! - enough 
already. If soccer is your thing, just 
go out and buy this, okay? (Even if

A nightmare moment.

Great, wonderful, superb (though not

you hate Man United). •
COLIN CAMPBELL

THE BOTTOM LINE

without imperfections). 
Beats the hell out of all 
those terrible football 
games you’ve tried before.

backgrounds create an effective illusion of 
speed, although the game isn’t actually 
any faster than the average. Oops, it’s that 
‘A’ word again.

Frenetic is a zappy enough little 
blaster, and very nicely put together, but if 
you compare it to something like R-Type II 
(also in this issue), it very quickly starts to 
look decidedly second-rate. You can see 
what they’ve been aiming at, but none of 
the promises made to us by the 
programmers when interviewed last issue 
really seem to have come off. Even at the Core's uninspiring kill-'em-all Frenetic,

‘reduced’ £21 price point, you’re not 
getting an awful lot for your money here, 
and I can’t recommend it with any great 
sense of conviction at all. •
STUART CAMPBELL

THE BOTTOM LINE
I just couldn’t get excited 
about playing this for the life 
of me. A bit of a waste of 
some slick programming.
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GAME REVIEWS GUNBORT + RFRIKR KORPS
i

Accolade get ’Nam flashbacks in this highly unusual simulation.
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GUNBOAT
Publisher: Accolade 
Price: £29.99
Authors:Tom Laughry, Roseann Mitchell 
(graphics)
Release: Out now

F
rom the outset, Gunboat has more in common with 
F-19 Stealth Fighter or M1 Tank Platoon than it has 
with, say, Operation Wolf. It’s a simulation of the 
uses to which American River Patrol Boats (PBRs) have 

been or could be used. Hence, in the scenario selection 
you can run on missions in Vietnam, Colombia and the 
Panama Canal. The scenarios form a loose plot. Your first 
missions are in Vietnam because ‘that’s where it all 
began’. As you’re promoted for successfully completing 
missions, you can move into the Colombian operation 
zone. The very best will be put on assignment along the 
Panama Canal. Designer Tom Loughry claims there’s an 
earthquake-driven rockfall in one scenario which he put 
in there because he was working on the game through 
the aftershocks of a fat 7.1.

But you don’t have to go on a mission immediately. 
You can practise on either the bow or stern gun positions 
or try your hand at the helm. There are are a number of 
settings to take care of which fall into the category of 
pregame miscellany. These include setting the detail level 
to high or low (standard flight sim territory) and the slew 
rate for steering or firing weapons and choosing the 
firepower itself (.50 calibre Brownings and M129 grenade 

launchers being 
standard). PBRs 
recently sent to 
Panama mount 
theGEM134 
Minigun and 
these too are 
available from 
the arsenal. 
Once you’re at 
station you kick 
power into the 
weapon system 
(or the boat 
itself) and begin 
your cruise 
down one more 
Viet-sim creek. A 
gunner can send 
instructions to 
the pilot and 
vice versa. You 
can abdicate 
responsibility for 
the vessel as a 
whole while 
you’re 
familiarising 
yourself with 
any one 
particular piece 

of equipment but you’ll soon feel confident enough to 
control every aspect of a mission. (Anyway, it makes 
sense to tell the pilot to rotate the water jets left to avoid 
an incoming missile).

One thing you have to cope with right from the start 
however, is night combat. To this end both gun positions 
are fitted with powerful searchlights, the trade off being 
that they give away your PBR’s position. Land your cone 
of light on the enemy and you’ve as good as got them in

Selectins your next assignment on the map screen (ie decidins 
exactly where it is you're going to get blown to bits).

Using the spotlight may make things easier to shoot when it’s 
dark, but it equally gives the enemy something to aim for.

AFRIKA 
KORPS 
Publisher: Impressions 
Authors: Ken Wright/Andrew 
Prime
Price: £29.99 
Release: Out now

With severe risk of sounding 
suspiciously like every other person who 
has ever ventured to review a war game, I 
suppose I’d better get on with it. Afrika 
Korps is, as I just mentioned, a war game, 
simulating the campaign fought in the 
western desert during World War II 
between Erwin Rommel’s Afrika Korps 
(the baddies), and Montgomery’s Eighth 
Army (the goodies). Traditionally, you 
choose which side to play, and then 
feverishly attempt to beat the other (taken 
by the computer), the game ending when 
one side is over-powered, or either side 
reaches a specific destination.

That’s the scenario set (always the 
first thing to do when reviewing a war 
game), so now onto the waffly opinion 
part. Afrika Korps is in fact the sequel to 
the inexplicably popular Blitzkrieg May 
1940 -coded by the same author, but with 
suitable improvements made over the 
original. Indeed, the instruction booklet 
claims that it has taken years of 
development and testing to result in a 
program with such a highly sophisticated 
artificial intelligence system. However, this 
isn’t immediately obvious from the cute

That front spotlight takes another 
beating. (Better take out that guy on the 
shore pretty damned quickly!)

Gunboat's combination of 3D polygon 
graphics with blocky detail added over 
the top - it's a strange but effective mix.

your sights. Another habit you should get into is that of 
asking for target ID in order to avoid problems with 
‘friendly fire’, though frankly there didn’t seem much call 
for it on the early missions. Perhaps it’s something which 
complicates more confined and difficult combat 
situations later on.

My first mission, I confess, felt like something of a 
turkey shoot. I’d had a few hours at the various stations 
and the only thing I wasn’t familiar with was the 
program’s time compression routine. I was soon hot 
tailing it (well, trying to pull a 30mph turn in a river boat) 
away from a jetty choc-a-bloc with the reunion party of an 
NVA armour unit. I actually got out of there with boat and 
crew intact but wasn’t in a position to do anything 
constructive afterwards. You can meet the opposition in 
almost any manner of its choosing. There are riverside 
concrete bunkers, Hind helicopters, infantry, sampans, 
PT-76s - you name it Gunboat has as much going for it 
in terms of detail as many a tank or flight sim, but it’s not 
without its problems. The graphics are a busy mix of 
filled polygons and what look like expanded sprites but 
semi-animated is the best word for the sprites, which 
sometimes look too large. What really takes a bite out of 
the playability is the response speed which is too slow to 
be useful on many occasions. Much of the sluggishness 
is deliberate 
and probably 
conveys some 
of the difficulty 
of overcoming 
the inertia of 
the PBR. Still, 
enjoyable and 
atmospheric 
fun • SEAN
MASTERSON

Zooming in on the action we can see a 
conflict is in the offing.

THE BOTTOM LINE
If you’re into simulations, Gunboat 
delivers the goods with originality and 
style. If you haven’t tried sims yet, 
however, you’d be better off with a flight 
game - it’ll have far more in 
the way of immediate appeal. 
One meg only too, which 
spoils it for a lot of you.

little squares, cuddly scrollable brown map 
and lovable menus which greet you on 
loading. As we all know, you can’t review 
a-16 bit wargame without mentioning the 
Spectrum, and then contemplating 
whether the game in hand wouldn’t seem 
more at home loaded into Mr Rubber Keys 
himself, so here goes - there’s actually 
nothing to initially distinguish this from, oh, 
I don’t know, a Spectrum game.

Once you’ve got past the initial 
impressions and get to do a bit of careful 
analysis of the instructions things get even 
more depressing - there seems to be 
nothing new on offer here in gameplay 
terms either. Yet again, little has been 
done to exploit the potential of the Amiga 
(another customary wargame review 
phrase, there).

Of course, long term wargame 
extremists beyond help will be up in arms 
about my rather cynical view, shouting 
things such as ‘They’re not all the same’, 
‘Who cares about the graphics?’, ‘Well, I 
like them’, ‘Etc’. And if this highly 
sophisticated artificial intelligence system 
is the one redeeming factor which actually



COHORT + RENEGRDE LEGION INTERCEPTOR GAME REVIEWS

sets Korps aside from its counterparts, 
then they’ll no doubt be shouting about 
that too.

And unfortunately, there’s no one who 
can stop them. All but the most fanatical 
strategy nut should keep away from this 
unimpressive desert romp • RICH PELLEY

THE BOTTOM LINE
It's a war game, and it’s on 
the Amiga. A slightly dubious 
combination, really. Dull. 
Another one meg only game.

COHORT
Publisher: Impressions
Price: £29.99
Author: Edward Grabowski 
Release date: Out now

Anyone into battle sims will probably 
remember Rorke’s Drift. Cohort uses an 
improved version of the same gaming 
system, but takes a step back in time to 
the days of Imperial Rome. Here two 
opposing armies face each other across 
one of four Fields Of Honour. There are 

seven unit types for you to muck around 
with - light, medium and heavy infantry, 
light, medium and heavy cavalry and 
archers - and you can choose to either 
use a preset selection or compose your 
own army of up to 16 units.

What sets Cohort (and Rorke’s Drift) 
apart from the majority of wargames is the 
way that the game’s been designed. 
Cohorts characters are cute, fully 
animated people who walk, run, charge 
and fight at your command. The combat 
arena is many times bigger than the 
screen and you can either scroll around 
under mouse control or jump to a specific 
location using the full-screen map.

While it was an interesting way of 
doing things, Rourke’s Drift had some 
rough edges - it’s nice to see that things 
have.been improved upon here. The icon 
control system is much better for a start - 
things are clearer, and you can now move 
units as a single group and group them in 
formations. However, it’s still too 
complicated for it’s own good - actions 
such as attempting to regroup a unit in 
battle often have hilarious rather than 
strategic effect, as the legionnaires jostle 
with each other to get past. And although 
the manual talks about the different tactics 
that the Roman legions used against

The (relatively) outstanding graphics of Cohort The way ahead for wargames?

cavalry sound effects still working when 
there are no horses on the field) take their 
toll.* PAUL LYONS

enemies such as barbarian, Macedonian 
and Carthaginian armies, you never get to 
see them - your computer opponents are 
always just another bunch of Romans.

Although the game has its flaws, 
Cohort has a lot of immediate appeal. I 
was locked into it for a couple of days 
before its attraction started to fade. The 
control system is still not all its cracked up 
to be and silly anomalies (such as the

THE BOTTOM LINE
A fine off-beat battle sim, 
more accessable than most. 
Not worth £29.99 though. 
One meg only too. 62i

From the makers of the great Eye Of The Beholder comes this. Oh dear, it's useless...

Old-fashioned isn’t always best, a point 
highlighted by these dull combat screens.

For the rest of us, however, this is 
a bit of a dog. The main problem is a 
severe lack of action. What happens 
is this: you are presented with an 
‘empty’ squadron of space fighters 
and given a mission. Your the first 
task is obviously to ‘fill them up’ by 
chosing pilots, picking ships (from a 
list of 30!) and loading them up with 
weapons. (It is possible to design 
your own ships, but it soon becomes 
clear that this is a waste of time). 
Once all the fiddle faddling around 
with hardware and pilots is over, the 
game proper begins, much of which 
involves getting yourself embroiled in 
some epic space battle or other.

So how does this bit work then?

F
or fans of space based 
military hardware of the 63rd 
Century this is a little gem. No 
detail of (made up, of course) 

weapons or ships is deemed too 
trivial for this cuddle with a muddle of 
intergalactic squadrons, weird aliens 
and pompous planetary alliances - 
it’s ideal stuff for sci-fi train spotters 
and the sort of people who buy those 
manuals of blueprints to the Starship 
Enterprise.

perfectly capable of doing exactly the 
same job within minutes?

So what should we make of it? 
Well, the programmers have clearly 
had a whale of a time designing battle 
cruisers, inventing alien races, and 
dreaming up heavy duty sc-fi 
scenarios, but in all their excitement 
they forgot to do very much with the 
actual game. If you’re the sort of 
person who enjoys leafing through 
technical manuals of starships that 
won’t exist for another millennium or 
two, then this is, just possibly, what 
you’ve been looking for. Otherwise, 
it’s a terrible waste of time. It’s hard 
to believe that this is the same 
publisher that came up with Eye of 
the Beholder. • COLIN CAMPBELL

191

Well, battle 
commences on a 
grid divided into 
loads of hexagonal 
shapes. Your guys are facing the 
other guys, and the first thing to do is 
move your ships into a good battle 
order to get into good firing positions. 
It’s best described as the pencil and 
paper game Battleships on the move, 
and yes, it really is that simple. Just 
pick an enemy, aim, and fire. He’ll be 
doing the same to you of course, but 
hopefully not as well.

The trouble with this is that no 
amount careful picking among the 
vast selection of sophisticated kit is 
going to make any real difference at 
all - most of the time you’re going to 
win anyway. The action sequences 
are ugly and easy, the bag guys are 
amazingly stupid, and it’s all over 
very quickly.

If you manage to retain your 
interest, things develop a bit as the 
game goes on. Pilots gain experience, 
building up credits which allow you to 
buy bigger, better ships, and fit 
nastier weapons. All very well, but it’s 
a bit vacant and pointless really when 
the dodgy kit you started off with is

Selecting weapons systems can be 
(ahem) really, really interesting (zzzzz).

THE BOTTOM LINE
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THE YEAR 2 + LED STORM + IMPOSSIBLE MISSION 2

FOOTBALLER 
OF THE YEAR 2 
Publisher: GBH
Price: £7.99
Release: Out now

And here we go, straight into the budgies. 

It's the normal selection of re*releases 

and original games - GBH, by the way, is 

the name of Gremlin's new cheapie label.
Another average football game rises from 
the grave at a budget price.

LED STORM
Publisher: Kixx
Price: £7.99 
Release: Out now

This is yet another Kixx re-release of 
an obscure (ie I’ve never seen it) CapCom 
coin-op (see also Bionic Commando and 
Street Fighter reviews), and, if I can get 
straight to the point, it’s another duffer. 
LED Storm is a vertically-scrolling race 
game, not unlike the classic (ie incredibly 
old) arcade machine Burnin’ Rubber in 
several ways. Except it isn’t.

What it is is actually a memory-test 
game, as the screen moves too fast for 
you to react to anything that comes at you, 
so your only chance of success is to crash 
a lot and remember where it happened for 
the next time you happen to be whizzing 
past that point in the game. It also suffers

Publisher: Kixx
Price: £7.99
Release: Out now

It’s good news for fans of one-on-one 
beat-’em-ups this month, with Kixx 
releasing both Street Fighter and this 
controversial game from 1988. It was 
controversial because a) it had a mildly

«  nnnnm mJ

Single screen swordfighting in the 
distinctly S-bit looking Barbarían.

suggestive picture of the infamous Maria 
Whittaker on the box (strangely missing 
from this version) and b) because it was 
thought by some people to be excessively 
violent (the central scene involves a 
decapitation sequence, with blood spurting 
from the neck of the defeated warrior). It 
all seems like a bit of a storm in a tea cup 
these days, perhaps because the C64-like 

o) blobby graphics couldn’t possibly upset 
° anyone anymore, or perhaps because it’s 

such an average game that it just isn’t 
J" worth getting worked up about. As these 
D kind of things go, it’s quite good fun, and 
q certainly a lot better than Street Fighter 
□ (reviewed over on the right there), with
< good sound, some nice humourous 

touches and a fair degree of challenge.
c Any game in this field, though, is 
oj always going to be compared to the mighty 
g IK+, and in that light Barbarian looks 
q distinctly second-rate. •
q. STUART CAMPBELL

<  
O

s 
<

©

THE BOTTOM LINE
About as much fun as these things get. 
Great in 2-player mode, but 
only worth buying if you’ve 
already got IK+ and want 
something a bit different.

BIONIC 
COMMANDO
Publisher: Kixx
Price: £7.99
Release: Out now

In its day (1988 or thereabouts) this 
was feted as one of the better examples of

Still pics of Bionic Commando can't really 
convey the scrolling effect (thankfully).

the coin-op converter’s art. It sounds quite 
exciting, but all that really proves is how 
little people were prepared to settle for in 
those early days (particularly when a game 
carried the tag of coin-op conversion), 
because this is absolutely dire.

The arcade original was novel and 
great fun, with the telescopic arm adding a 
new dimension to the platform genre, but 
in this conversion the all-important 
smooth scrolling has been replaced by a 
God-awful push scroll system which 
completely (and I really do mean 
completely) destroys the playability.

It’s a shame, because the graphics 
are very faithful and the sound is fab, but 
the game is quite unbearable to actually 
play, and even £7.99 is too much to spend 
on some pretty pictures (pretty by 1988 
standards, anyway) and groovy tunes. 
You’ll give yourself a headache if you buy 
Bionic Commando, so, urn, unless you 
want a headache, don’t bother. • 
STUART CAMPBELL

THE BOTTOM LINE
Terminally flawed conversion that isn’t
worth considering unless 
you’re a real masochist. More 
of a Chronic Commando than 
a Bionic Commando. 30

This game provides a different slant 
on an old favourite, the football 
management sim. Instead of being the 
manager, you take the player’s 
perspective, trying to make a name for 
yourself as the country’s top goal-scorer by 
means of a strange combination of arcade 
sequences, tactical planning, and gambling 
money on your ability to answer football 
trivia questions (?). It’s an interesting 
concept, and initially makes for a pretty 
engrossing game, but repetitiveness soon 
rears its ugly head, and you notice that it’s 
possible to simply keep gambling on trivia 
(the same questions - many of which are 
out of date now - repeat fairly frequently) 
until you’ve got enough dosh to buy a 
measure of success. There are also a 
couple of annoying illogicalities (at one 
point you’re told that to win an international 
cap you must score twice in that week’s 
match - but you don’t have a match that 
week), but this is still reasonable 
entertainment. You can do much better for 
the money, though. • STUART CAMPBELL

THE BOTTOM LINE
Different and reasonably f" 
good fun, but don’t expect to m f 
come back to it much after nl f 
the first few goes. W 1 -«

An early platform classic gets a new lease of

IMPOSSIBLE MISSION II

And you wondered why L£D Storm wasn't a 
hit in the arcades? Now you know.

from some very juddery horizontal 
scrolling and pretty useless music, and as 
a whole it’s simply uninspiring.

You’ll get a couple of hours 
entertainment out of it if you’re lucky (and 
undemanding), but you should really be 
looking to set your standards rather 
higher. Not good, not exactly crap, not 
anything very much. • 
STUART CAMPBELL

THE BOTTOM LINE
Spectacularly average driving-game-that-
isn’t with very little in the 
way of playability to 
recommend it. Eight quid is 
still too much.
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SHARKEY'S 
MOLL
Publisher; Zeppelin
Price: £7.99
Release: Out now

The Op Mfo/f style main screen of Sharkey's 
Moll- complete with bad grammar.

There seems to be something of a glut 
of Operation Wolf-type shooting games on 
the market at the moment. Recently we’ve 
seen Predator 2, Beast Busters, Operation 
Wolf itself on budget re-release, and now 
this cheapie from Zeppelin set in 
Prohibition Chicago in the 1920s. All this 
means is that the usual aliens/ zombies/ 
soldiers are replaced with sharp-suited 
mobsters and the grenades become rather 
weedy Molotov cocktails (or ‘Molotov’s’ as 
the screen rather annoyingly insists on 
calling them). Otherwise it’s the same old 
kill-everything gameplay, and it’s done 
perfectly competently without any glaring 
flaws or outstanding flair. It’s tough enough 
to be challenging without ever really 
stretching you. There’s a nice touch at the 
end of a level (I won’t spoil it for you), but 
basically we’re in textbook territory here. 
Op Wolf games are usually pretty short on 
lasting appeal, so if you really want a new 
one, at least this one will only set you back 
eight quid. • STUART CAMPBELL

SURER CARS
Publisher: GBH
Price: £7.99
Release: Out now

Continuing what seems to be shaping 
into a trend in the software biz at the mo, 
Gremlin have followed up the release of 
this game’s sequel, Super Cars II 
(surprisingly enough), with a budget re-run 
of the original, perhaps for fans of the later 
games whose appetites have been 
whetted (or maybe just to make some 
more dosh without writing any new 
games). Whatever, this is a great game, 
considerably more playable in my opinion 
than its much-feted offspring. Your car 
handles better, the courses test your 
driving skill more than your powers of 
memory or your weapon capability, the 
tracks are short enough to avoid

Arguably the best Super Sprint-style racer, 
and now a bargain at £7.99.

repetitiveness and boredom (a problem 
with SCI I), and there’re also fewer cars 
crowding the wider roads, so you get a 
chance to build up a bit of speed now and 
again (SC//was a very stop-start affair). In 
its own right though, Super Cars is an 
excellent overhead-view racer in the Super 
Sprint mould, and even if you own the 
sequel, I’d strongly recommend you splash 
out on this. • STUART CAMPBELL

STREET 
FIGHTER 
Publisher: Kixx
Price: £7.99 
Release: Out now

Martial arts, minus the art, in the appalling- 
beyond-belief Street Fighter.

This conversion of the CapCom coin­
op was one of US Gold’s flagship releases 
back in 1989. The huge graphics of the 
arcade game concealed some pretty basic 
gameplay, but it was still reasonable fun. 
Sadly, that’s not something you can say 
about this version - it’s utterly dreadful. 
The graphics come across pretty well, but 
the actual animation is disgraceful, it’s 
incredibly slow to play and unresponsive to 
control, and the level of challenge is simply 
non-existent.

On my very first go I won 19 of the 
game’s 20 bouts, and on forcing myself 
(well, several large men with crowbars had 
to force me actually, but that’s a technical 
point) to play it again, I completed the 
whole thing. When you consider that IK+ is 
also available at the same budget price, 
you’d need to be particularly stupid to even 
think about getting this game. Don’t be 
fooled by the pretty screen, this is pitiful 
trash of the very highest (or should that be 
lowest?) order. • STUART CAMPBELL

IMPOSSAMOLE
Publisher: GBH
Price: £7.99 
Release: Out now

Before going out on their own, Core 
Design made something of a name for 
themselves programming a number of 
games in an immediately identifiable 
platform style - games like Switchblade, 
Rick Dangerous, er, Rick Dangerous II, 
and this. At first glance they can all be 
mistaken for one another, but 
Impossamole stands out from the crowd 
thanks to the fact that it’s crap.

It’s a classic mistake, but the game 
seems almost determined to fall 
uncomfortably between the twin stools of 
being a platform game and - of all things - 
a beat-’em-up. The baddies all require 
several good whacks from Monty Mole (the

Less ridiculous at £7.99 than it was at full 
wack, but Impossamole is still a bad buy.

hero of the game) before they can be 
persuaded to clear off, and this makes the 
levels a real chore to progress through. My 
pet hate, the invisible danger syndrome 
makes a few unwelcome appearances too, 
and generally you’ll see that a complete 
lack of imagination has been employed at 
almost every point. Impossamole is slow 
and tedious and a bad buy at any price. • 
STUART CAMPBELL

THE BOTTOM LINE
As good gameplay-wise as most games of 
the type, and the unremarkable aesthetics 
are only to be expected at the 
price. Perfectly respectable if 
Op Wolf is your thing.

THE BOTTOM LINE
The music is pretty appalling, but 
- hey! - nothing’s perfect. A 
superior game to its big 
brother, at a third of the 
price. A serious bargain.

THE BOTTOM LINE
Even if you love beat-’em- 
ups, you’ll hate Street 
Fighter. How USG can have 
the brass neck to release it 
twice is totally beyond me.

9
*C5

THE BOTTOM LINE
If you’re a Monty fan, don't buy this game
- it’ll ruin your happy 
memories. If you’ve never 
heard of Monty, avoid it in its 
own right.

life, courtesy of a timely budget re*release.
Publisher: Kixx
Price: £7.99 
Release: Out now
The original Impossible Mission on the 
C64 is one of the legends of computer 
gaming, and though it was never 
converted to 16-bit, this sequel made 
very few changes to the winning 
formula. For the uninitiated, it's a 
challenging platform game with some 
fairly minor puzzle elements thrown in 
mixed with a novel (well, it was novel in 
its time) lives system which gives you 
no set number of lives, but a tightish 
time limit which decreases steadily 
(except when you get killed, 
whereupon you lose a big chunk at 
once). That’s about it for rules, really - 
it’s the immediate playability of 
Impossible Mission //which makes it 
so great. It’s also got atmosphere in 

abundance, and a game task that’s 
tough not by sheer size (as is, rather 
sadly, the case with many games these 
days), but by dint of the care that’s 
been taken in welding together a 
relatively small number of elements to 
produce tricky and brain-teasing 
situations on every screen. This is by 
far the best of the recent clutch of Kixx 
games, and will give you hours of fun 
for your eight quid. Invest in a bit of 
gaming history. • 
STUART CAMPBELL

THE BOTTOM LINE
A corking little game with an epic feel that 
belies its size. Forget all the 
flash licences-if you’re 
going to buy a re-release this 
month, get this one. It’s quicker by lift in Kixx's classic Impossible Mission II. The map at the bottom of 

the screen is built up as our hero makes his way through the enemy complex.
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THE GAUNTLET + RAMBO 3 + PREMIER COLLECTION

JOHN LOWE'S 
ULTIMATE DARTS 
Publisher: Kixx
Price: £7.99 
Release: Out now

This is Another Computer Darts 
Game, distinguished by the fact that it’s 
packed with options allowing you to play 
against 16 of the world’s top players, play 
alternative games including ‘darts soccer’ 
and ‘darts cricket’, play against a chum 
using a real board and have the computer 
keep score (?), compete in various

Never has such a daft idea for a computer 
Same been done so many times.

tournaments or exhibition matches, as well 
as all the usual computer darts stuff. 
Control is by the traditional ‘wobbly hand’ 
method, and is no more or less 
useful/accurate/irritating than in other 
games of the genre. The football and 
cricket games add a degree of lasting 
appeal, but there’s nothing here to seize 
the imagination. • STUART CAMPBELL

Far from being a Depeche Mode licence, 
Violator is actually a top-notch blast.

VIOLATOR
Publisher: Code Masters 
Price: £7.99
Release: Out now

If the Codies spent as much time on 
the instructions of their games as they do 
writing the ridiculous crap that they put on 
the back of them, the world would be a 
happier place. Luckily, Violator isn’t a 
game that needs a lot of explaining, being 
another Flying Shark/SWIV/Sidewinder 
clone, similar to the Codies’ own recent 
Kamikaze but considerably better. Violator 
features polished graphics and scrolling, 
comparing favourably with full-price games 
in this field. The gameplay is good too, the 
only drawback being the high number of 
hits your helicopter can absorb, compared 
with the instant destruction resulting from 
collision with enemy vehicles. Overall 
though, this is a very impressive product 
which will keep vertical zap fans occupied 
for many an hour. • STUART CAMPBELL

RUN THE 
GAUNTLET 
Publisher: The Hit Squad 
Price: £7.99
Release: Out now

‘Hi, I’m Martin Shaw. This is Run The 
Gauntlet. If you wanna see action sports 
(chortle chortle), this is the place to be.’ 
Doesn’t sound all that funny to me, but the 
sampled Martin clearly finds it entertaining, 
so fair enough. By a strange coincidence, 
‘entertaining’ is exactly what this game 
isn’t. It’s a sort of sports sim with Super

ISP
A

wouldn’t feed to my cat’ is neither here nor 
there. I’m not going to tell you any more -1 
don’t want to get you interested in this 
garbage. Enough. • STUART CAMPBELL

‘Hi, I’m Martin Shaw, If you wanna see a 
really crap game, this is the place to be.*

Sprint overtones, licensed from the TV 
show. It’s heavy on sampled sound and 
digitised graphics, and you’ll have as much 
fun playing it as an asthma sufferer with a 
didgeridoo. The game is terminally 
unplayable, it’s got absurd controls, and is 
chronically repetitive. And that’s more than 
you need to know about this terrible, 
terrible game. • STUART CAMPBELL

RAMBO III
Publisher: The Hit Squad 
Price: £7.99
Release: Out now

The title screen of this game credits 
the programming to ‘Elmer Fudd’. If I’d had 
anything to do with it, I wouldn’t want my 
real name made public either. This is a 
1989 movie licence of the old school - ie 
it’s a quick cash-in job where the 
programmers took a couple of popular 
game elements and bunged them together, 
adding a central sprite that looked a bit like 
the character from the film. They doubtless 
sold millions. The fact that all the people 
who bought it went back to the shop the 
next day and said ‘Give me my money 
back, this is disgracefully slow and tedious 
crap with some of the dullest gameplay I’ve 
ever come across and music that I

Rambo III - the only film licence which 
looks like it was written by the lead actor.

THE BOTTOM LINE
It’s computer darts time again. John
Lowe's Darts is probably 
better than last month s 
Codies effort, but still hardly 
stunning. Buy it if you must.

55
THE BOTTOM LINE
The crap sound is the only disappointing 
element of this really rather m  a  
fab little game. (I'm not ] L =»
convinced about the slightly f 11 
'oo-er' title though). f W

THE BOTTOM LINE THE BOTTOM LINE
All style, no content. A completely
intolerable lump of. to coin 
a phrase, crap, and if you 
were thinking about buying 
it. get a lobotomy. Now. 15

The graphical bit where Rambo loses
energy to gradually become 
a skull is quite funny, but 
it’s not worth eight quid.

c-s

System 3 in ‘jolly good compilation with only one duff game’ shock, horror revelation!
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PREMIER 
COLLECTION 
Publisher: System 3 
Price: £24.99
Release: Out now

The first thing to note about this 
compilation is that it contains not The 
Last Ninja, as the box states (which 
never came out on 16-bit anyway), but 
Ninja Remix, the later, updated and 
improved version. Having got that out 
of the way, let’s take a look, in time- 
honoured fashion, at each of the 
games in the pack individually.

Starting at the top, IK+ has 
already been well covered in AMIGA 
POWER. No.60 in the All-Time Top 
100, 85 percent as a 
budget re-release, there 
can’t be anything left to 
say about this utterly 
wonderful beat-’em-up, 
except that previously we 
may not have mentioned 
quite how fab the music 
is. So, to put that right, The very yellow Tusker.

IK+ has completely brilliant music to 
go with all its other completely 
brilliant features, and if you don’t own 
it by now there must be something 
wrong with you, pal. (And by the way, 
did you spill my pint?)

Next best is Flimbo’s Quest, 
which is a cute platform arcade thing 
with gorgeous graphics and colour, 
but which is prone to become a little 
repetitive after a couple of hours play. 
Even so, it’s the kind of thing that 
would be a real snip at budget price, 
so as part of a compilation it certainly 
doesn’t let the side down any. A 
lovable game for those idle days 
when you can’t be bothered to think 
too much.

Thirdly, the aforementioned Ninja 
Remix. We've got something of a 

love/hate relationship 
with this (as with the 
other games in the 
series) - some people 
love them for the 
undeniably lovely 
graphics and mammoth 
game task (which 
ensures lots of

The classic IK+. The 12" Ninja liemix. The cute Flimbo’s Quest.

lastability), other people hate them for 
the horrible control system which 
makes the arcade fighting sequences 
a real pain in the neck, and causes 
frustration levels to reach unheard-of 
levels when trying to pull off a 
particularly tricky jump that needs 
pixel-perfect precision. Personally I 
tend more towards the latter camp, 
but if you’re prepared to invest some 
time in learning the moves, this one 
will keep you off the streets for quite 
a while.

The pack’s closest thing to a real 
duffer is the ageing arcade adventure 
Tusker, which has nothing actually 
wrong with it, but nothing very much 
right with it either. A bit dull, but 
again there’s lots to keep you busy 
and the graphics are good.

System 3 have put this out at the 
respectable price of £24.99, and at £6 
a throw none of these games are a 
bad deal. There’s a fair mix of styles, 
and the four games will entertain you 
for at least as long as an above 
average full-pricer, so if you’re not 
too desperate for high-octane thrills 
(if you are, buy IK+ on its own) you 
could do a lot worse. •
STUART CAMPBELL

THE BOTTOM LINE
A bit of a bargain at the price, and diverse 
enough to keep you going 
for ages. If you don’t already 
have any of the games in 
this pack, then snap it up.
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D E LI V E R Y  
S E R VI C E  

.... a n d t h e k e e n e st  pri c e s-

FI N D  O U T  W H Y  M O S T  A MI G A  U S E R S  P R E F E R  B Y T E B A C K!

G A M E S G A M E S A M O S B E S T  O F  T H E  P U B LI C  D O M AI N
A cti o n  St ati o n s ...............................£ 2 1. 9 9
Ar m o ur- G e d d o n .............................£ 1 7. 9 9
At o mi n o ......................................... £ 1 7. 9 9
A w e s o m e  ( P L U S T- S hirt) ..............£ 2 4. 9 9
B a c k  t o t h e F ut ur e  3 ......................£ 1 6. 9 9
B ar d s  T al e  III..................................£ 1 6. 9 9
B. A. T. ............................................. £ 1 9. 9 9
B attl e  C o m m a n d ............................£ 1 6. 9 9
B attl e  of  Brit ai n ..............................£ 1 9. 9 9
C a pti v e .......................................... £ 1 5. 9 9
C ar- V u p ......................................... £ 1 6. 9 9
C h a m pi o n  of  t h e R aj ......................£ 1 7. 9 9
C h a o s  Stri k e s  B a c k  ( M b)............... £ 1 6. 9 9
C h a s e  H Q  2 ................................... £ 1 6. 9 9
C h e s s m a st er  2 1 0 0 ........................£ 1 9. 9 9
C ol dit z ....................................... £ 1 9. 9 9
C o n q u e st  of  C a m el ot .....................£ 2 4. 9 9
Cri c k et ........................................... £ 1 9. 9 9
Cr y st al s  of Ar b or e a ........................ £ 1 7. 9 9
C ur s e  of  t h e A z ur e  B o n d s .............£ 1 9. 9 9
C y b er c o n  III................................... £ 1 7. 9 9
D e m o ni a k ...................................... £ 2 0. 9 9
Di s k ................................................ £ 1 7. 9 9

F R E E  - P U B LI C  D O M AI N  DI S K!  
wit h  a n y  g a m e  fr o m t hi s c ol u m n!

Pi c k  fr o m li st i n c ol u m n  4.

Dr a g o n  Br e e d ................................ £ 1 6. 9 9
Dr a g o n stri k e .................................. £ 1 9. 9 9
Dr a g o n s  L air  II - Ti m e w ar p ............£ 2 4. 9 9
D u n g e o n  M a st er ............................£ 1 6. 9 9
El vir a .............................................. £ 1 9. 9 9
E xt er mi n at or .................................. £ 1 6. 9 9
E y e  of  t h e B e h ol d er .......................£ 2 1. 9 9
F e u d al  L or d s .................................. £ 1 6. 9 9

| 3 D C o n str u cti o n  Kit ................... £ 3 2. 9 9  |

Fl a m e s  of  Fr e e d o m  ( Mi d 2) ...........£ 1 9. 9 9
Fli g ht  of  t h e I ntr u d er...................... £ 1 9. 9 9
G a u ntl et  3 D .......... ........................P H O N E
G e m X ........................................... £ 1 7. 9 9
G e n g hi s  K h a n  ( M b).......................£ 2 2. 9 9
G O D S ............................................ £ 1 6. 9 9
G ol d e n  A x e .................................... £ 1 6. 9 9
G u n b o at ......................................... £ 2 0. 9 9
H all s  of  M o nt e z u m a .......................£ 1 7. 9 9
H ar d  Dri vi n'  2 ................................. £ 1 6. 9 9
J a h a n gir  K h a n  S q u a s h ..................£ 1 7. 9 9
Ki c k  Off  2  ( M b)............................... £ 1 5. 9 9
L e m mi n g s ...................................... £ 1 7. 9 9
Lif e  a n d  D e at h  ( M b).......................£ 1 5. 9 9
L ot u s  E s prit  T ur b o ......................... £ 1 6. 9 9
M er c h a nt  C ol o n y ........................... £ 1 9. 9 9
MI G  2 9 ........................................... £ 2 4. 9 9
Mi g ht y  B o m bj a c k ...........................£ 1 6. 9 9
M o o n b a s e ...................................... £ 2 3. 9 9
N A M  1 9 6 5-  1 9 7 5 ..........................£ 1 9. 9 9
N a v y  S e al s ....................................£ 1 6. 9 9
M 1  T a n k  Pl at o o n ............................£ 1 9. 9 9
P G A  T o ur  G olf ............................... £ 1 8. 9 9
P o ol  of  R a di a n c e ...........................£ 1 9. 9 9
P o w er m o n g er ................................ £ 1 8. 9 9
Pr e d at or  2 ...................................... £ 1 7. 9 9
Pr o  T e n ni s  T o ur  2 ...........................£ 1 6. 9 9
R ailr o a d  T y c o o n .............................£ 2 3. 9 9
R e n e g a d e  L e gi o n  - I nt er c e pt or..... £ 2 2. 9 9
Ri c k  D a n g er o u s  2 ..........................£ 1 6. 9 9
R or k e s  Drift .................................... £ 1 5. 9 9
R e v el ati o n ...................................... £ 1 4. 9 9

S e cr et  of  M o n k e y  I sl a n d................£ 1 9. 9 9
S h a d o w  of  t h e B e a st  2 ..................£ 2 4. 9 9
S h a d o w  D a n c er .............................£ 1 7. 9 9
Si m  Cit y  +  P o p ul o u s  I....................£ 1 9. 9 9
S p e e d b all  2 ....................................£ 1 6. 9 9
S pirit  of  E x c ali b ur  ( M b)..................£ 2 1. 9 9
St or m b all ....................................... £ 1 7. 9 9
S u p er c ar s  2 ................................... £ 1 6. 9 9
S u p er  M o n a c o  Gr a n d  Pri x ............. £ 1 7. 9 9
S u pr e m a c y .................................... £ 1 9. 9 9
S wit c h bl a d e  II................................£ 1 7. 9 9
S. W.I. V. .......................................... £ 1 6. 9 9
T e a m  S u z u ki .................................. £ 1 6. 9 9
T o ki ................................................ £ 1 7. 9 9
T urri c a n  2 ....................................... £ 1 6. 9 9
U. M. S.  2 ......................................... £ 1 9. 9 9
Ulti m a  V ......................................... £ 2 2. 9 9
W arl or d s ........................................ £ 1 9. 9 9
W ar  Z o n e ....................................... £ 1 4. 9 9
W hit e  S h ar k s .................................£ 1 7. 9 9
Wi n g s  ( M b).................................... £ 1 8. 9 9
Wr at h  of  t h e D e m o n ......................£ 1 9. 9 9
Z- O ut ............................................. £ 1 4. 9 9
3 D  P o ol ............................................ £ 8. 9 9

C O M PI L A TI O N S

P H A N T A SI E  - B O N U S  E DI TI O N  ... £ 1 9. 9 9 
P h a nt a si e,  P h a nt a si e  III a n d  Q u e str o n  II.
P R E MI E R  C O L L E C TI O N ..............£ 1 8. 9 9
L a st  Ni nj a,  Fli m b o s  Q u e st,
I nt.  K ar at e  +,  T u s k er
T O P  S H O T S ................................£ 6. 9 9
Ki c k  Off  a n d  E xtr a  ti m e!
M O N S T E R  P A C K ....................... £ 1 9. 9 9
S h a d o w  of  t h e B e a st,  I nf e st ati o n, Nitr o
L EI S U R E S UI T  L A R R Y  T RI P L E  .... £ 3 4. 9 9
L ei s ur e s uit  L arr y  1, 2  &  3
WI N NI N G  T E A M ..........................£ 2 1. 9 9
C y b er b all,  Kl a x,  Vi n di c at or s,
Pl a n et  of  R o b ot  M o n st er s,  Kl a x.
P O W E R  U P ..................................£ 2 1. 9 9
R ai n b o w  I sl a n d s, Alt er e d  B e a st,
C h a s e  H Q,  T urri c a n,  A. P. B.
FI S T S  O F  F U R Y .......................... £ 1 9. 9 9
D o u bl e  Dr a g o n  II, S hi n o bi,  Ni nj a  W arri or s,  
D y n a mit e  D u x
M A S T E R  MI X ...............................£ 1 6. 9 9
T h u n d er  Bl a d e,  T ur b o  O utr u n,  Cr a c k  
D o w n,  S u p er  W o n d er b o y,  D y n a mit e  D u x.
W H E E L S  O F  FI R E ....................... £ 1 2. 9 9
H ar d  Dri vi n',  P o w er  Drift,  T ur b o  O utr u n,  
C h a s e  H Q
S P O R TI N G  G O L D ....................... £ 1 9. 9 9
G a m e s  Wi nt er  E diti o n,  G a m e s  S u m m er  
E diti o n,  C alif or ni a  G a m e s
H O L L Y W O O D  C O L L E C TI O N ......£ 1 9. 9 9
G h o st b u st er s  II, R o b o c o p,
B at m a n  ( M o vi e), I n di a n a J o n e s
P L A TI N U M ...................................£ 1 7. 9 9
G h o ul s  a n d  G h o st s,  Stri d er,  Bl a c k  Ti g er,  
F or g ott e n  W orl d s
P O W E R  P A C K .............................£ 1 6. 9 9
X e n o n  II, T V  S p ort s  F o ot b all,  Bl o o d w y c h,  
L o m b ar d  R A C  R all y!
P R E MI E R  C O L L E C TI O N  III..........£ 1 2. 9 9
Ar c hi p el a g o s,  Q u a dr ali e n,  C y b er n oi d  2,  
B attl e s hi p s

E X T R A  M E M O R Y

5 0 0 K  R A M  E x p a n si o n! ...................£ 2 4. 9 9
5 0 0 K  R A M  +  D U N G E O N  M A S T E R  . £ 3 9. 9 9
5 0 0 K  R A M  +  KI C K  O F F  2  ( M b)..... £ 3 9. 9 9

A M O S  - G a m e s  Cr e at or ................£ 3 4. 9 9
A M O S  - C o m pil er .......................... £ 1 9. 9 9

A M O S  Li c e n c e w ar e.  E a c h ...............£ 3. 5 0

L P D. 0 1  C ol o uri n g  B o o k;  F u n  f or ki d s  
L P D. 0 2  Ar c  A n g el  M at h s;  E d u c ati o n al  
L P D. 0 4  T hi n g a m aji g;  Ji g s a w  P u z zl e s.  
L P D. 0 5  J u n gl e  B u n gl e;  A d v e nt ur e  ( M b) 
L P D. 0 6  P u k a d u;  g a m e.  P L U S;  S prit e s  

6 0 0,  u s e  i n y o ur  o w n  A M O S  
pr o gr a m s!

L P D. 0 7  4- W a y  L y n x;  P u z zl e  g a m e.  ( M b) 
L P D. 0 8  W or k  &  Pl a y;  3  E d u c ati o n al  g a m e s  

f or c hil dr e n.  V er y  g o o d!  ( M b)
L P D. 0 9  A M O S  A s s e m bl er;  ( n e e d s A M O S)  
L P D. 1 0  W or d  F a ct or y;  E d u c ati o n al  c hil ­

dr e n s  pr o gr a m s.  ( M b pr ef err e d)  
L P D. 1 1  G o- G ett er;  Ori gi n al  g a m e  ( M b) 
L P D. 1 2  H y p n oti c  L a n d s;  P u z zl e  g a m e.  
L P D. 1 3  Ji g m a ni a;  Ji g s a w  f u n ( M b) 
L P D. 1 4  Pl a y  it S af e;  E d u c ati o n al  ( M b) 
L P D. 1 5  A. A.  S h a p e s;  f u n f or ki d s  ( M b) 
L P D. 1 6  R e v er si  2;  Cl a s si c  g a m e  ( M b) 
L P D. 1 7  D o gfi g ht  2;  Ar c a d e  g a m e.  ( M b) 
L P D. 1 8  T o u c h st o n e s;  B o ar d  g a m e.  ( M b) 
L P D. 1 9  X-I T- 5 0;  Ori gi n al  g a m e.  ( M b) 
L P D. 2 0  W or d y;  W or d  Pr o c e s s or!  G o o d!  
L P D. 2 1  Q ui n g o;  Tri vi a  Q ui z...( M b)  
L P D. 2 2  L C 1 0  F o nt s;  Pl u s  F o nt  d e si g n!  
L P D. 2 3  E. S. P.;  Ori gi n al  Ar c a d e  g a m e.  
L P D. 2 4  S hi ni n g  W a y  of  K u n g  F u;  wit h  di gi ­

ti s e d gr a p hi c s!  ( 2 di s k s  - M b)  
L P D. 2 5  Mi s si o n;  T e xt  a d v e nt ur e  g a m e  
L P D. 2 6  C. Y. A. D.;  P u z zl e  g a m e  ( M b)

DI S K S  1 0 0 %  G U A R A N T E E D
B ul k  di s k s ...... ...... ( 1 0)....... ............£ 4. 4 9
Pl u s ............... ...... ( 5 0)....... ..........£ 2 0. 9 9
L a b el s ............ .... ( 1 0 0)....... ..........£ 3 9. 9 9
K A O  or ........... .... ( 5 0 0)....... ........£ 1 6 9. 9 9
S O N Y ............ ...( 1 0 0 0)...... ........£ 3 2 9. 9 9

S O N Y  B o x e d.. ...... ( 1 0)...... ............£ 8. 9 9
Pl u s ............... ...... ( 5 0)....... ..........£ 4 2. 9 9
L a b el s ............ .... ( 1 Ö 0)....... ..........£ 7 9. 9 9

S A L E  ★  S A L E  ★  S A L E
Ar c hi p el a g o s .................................... £ 4. 9 9
B attl e  S q u a dr o n ...............................£ 9. 9 9
C ol o s s u s  C h e s s  X ...........................£ 9. 9 9
C e ntr ef ol d  S q u ar e s ..........................£ 7. 9 9
D el u x e  Stri p  P o k er ...........................£ 7. 9 9

[ P x e. St.  P o k er  4-  C e nt.  S q s ..........£ 1 2. 9 9  |

D ail y  D o u bl e  H or s e  R a ci n g .............£ 8. 9 9
Dr a g o n s  Br e at h ...............................£ 9. 9 9
E LI T E ............................................. £ 1 2. 9 9
G al a x y  F or c e ................................... £ 4. 9 9
M o u s e  Tr a p ...................................... £ 2. 9 9
N et h er w orl d ..................................... £ 4. 9 9
Ri c k  D a n g er o u s ...............................£ 8. 9 9
S h a d o w  of t h e  B e a st .....................£ 1 2. 9 9
Sil e nt  S er vi c e ................................... £ 9. 9 9
X- O U T ............................................. £ 9. 9 9

J O Y S TI C K S

J o y sti c k  &  M o u s e  e xt e n si o n ............£ 4. 9 9
Q ui c k s h ot  III P yt h o n ........................£ 9. 9 9
Q ui c kj o y  III S u p er c h ar g er ..............£ 1 1. 9 9
Q ui c kj o y  J etfi g ht er .........................£ 1 2. 9 9
Q ui c kj o y  T O P S T A R .......................£ 1 9. 9 9
C o m p etiti o n  Pr o  E xtr a ...................£ 1 5. 9 9
Sti n g  R a y  H a n d h el d .......................£ 1 3. 9 9
Zi p  Sti c k  Pr of e s si o n al ....................£ 1 5. 9 9

1  di s k ....................................£ 1. 2 5
1 0  di s k s  +  Fil e  B o x ...............£ 9. 9 9

( 2 D =  2 n d  Dri v e M b  =  M e g a b yt e)

A G. 0 1  St ar  Tr e k;  S u p er b  g a m e  b a s e d  
o n  T V  s eri e s.  F e at uri n g  s u p er b  di giti s e d  
gr a p hi c s  a n d  s o u n d!  ( 2 D- M b- 3 di s k s)  
A G. 0 3  St ar  Tr e k  ( A g atr o n); Str at e g y  
g a m e  b y  T o bi a s  Ri c ht er,  G er m a n y' s  N o. 1  
Tr e k k er!  E n gli s h  v er si o n  ( 2 D- 2 di s k s)  
A G. 0 4  M o n o p ol y;  f ull v er si o n  of  t h e 
cl a s si c  pr o p ert y  tr a di n g g a m e!
A G. 0 5  P a c m a n  8 7;  M ulti  l e v el v er si o n  of  
t hi s a d di cti v e  ar c a d e  cl a s si c.
A G. 0 6  V ari o u s;  C o s m or oi d s,  A m o e b a,  
Cr a z y  Ei g ht s,  Bl a c kj a c k,  B a c k g a m m o n,  
D al e k s,  Y a ht z e e,  St o n e  A g e... et c.
A G. 0 7  B o ar d  a n d  C ar d  g a m e s;  
Cl u e d o,  Ot h ell o,  Kl o n di k e  a n d  Cri b b a g e.  
A G. 1 0  S p a c e  I n v a d er s; Ar c a d e  Cl a s si c  
v er si o n!  Pl u s:  L a n d er,  A m o e b a...
A G.  1 4 Fl a s c h ei b er;  B o ul d er d a s h  st yl e  
g a m e.  Al m o st  C o m m er ci al  q u alit y!  
A G. 1 6  C a stl e  of  D o o m;  A d v e nt ur e  
g a m e  wit h  gr a p hi c s  - b e gi n n er s  l e v el. 
A G. 1 8  G ol d e n  Fl e e c e;  S u p er b  I nf o c o m 
st a n d ar d  a d v e nt ur e.  Tr ai n;  d e si g n  a  r ail­
w a y  wit h  tr ai n s! Tr o n;  2  Pl a y er  Li g ht  c y cl e  
g a m e.  Pl u s:  St ar  Fl e et,  K a mi k a z e  C h e s s,  
T u m bli n g  T ot s...
A G. 2 2  R et ur n  t o E art h;  Elit e  st yl e  
S p a c e  tr a di n g g a m e  wit h  e x c ell e nt  gr a p h ­
i c s a n d  di giti s e d  s o u n d.
A G. 2 4  Dri p;  Ar c a d e  q u alit y  g a m e  wit h  
di giti s e d  s o u n d s  a n d  s m o ot h  s prit e s!  
Pl u s:  C hi n a  C h all e n g e,  S u p er  Gri d d er,  
Fr o g g er,  M ut a nt,  Pi n g  P o n g...
A G. 2 7  St ar  Tr e k  ( U S); S p a c e  str at e g y  
g a m e.  C a pt ai n  t h e U S S  E nt er pri s e  a n d  
r e p el Kli n g o n s!  ( 2 D- M b- 2 di s k s)  
A G. 2 9  C h e s s;  S u p er b  M ulti  F e at ur e d  
v er si o n  wit h  v ari a bl e  l e v el of  pl a y.  Pl u s;  
Til e s,  B attl e s hi p s,  T etri z  2.
A G. 3 0  T wi ntri s;  S m o ot h  s cr olli n g  
bl o c k s,  2  pl a y er  o pti o n,  v ari ati o n s.
A G. 3 1  Si m p s o n s;  s h o ot- e m- u p  st yl e  
wit h  B art  Si m p s o n  o n  a  s k at e b o ar d!  
A G. 3 5  C a v e  R u n n er;  S u p er b  c o m m er ­
ci al  q u alit y  B o ul d er d a s h  st yl e  g a m e!  
A G. 3 6  Wi z z y s  Q u e st;  Hi g h  q u alit y  
ar c a d e  p u z zl e  g a m e,  v er y  a d di cti v e!  
A G. 3 8  St ar  Tr e k  - T h e  ar c a d e  g a m e;  
V erti c al  s cr olli n g  s h o ot- e m- u p...
A G. 4 0  M et a g al a cti c  Ll a m a s;  Cl a s si c  
s h o ot- e m- u p  b y  J eff  Mi nt er,  e x  C 6 4!  
A G. 4 1  W et  B e a v er;  Ori gi n al  P o n g  g a m e  
wit h  di giti s e d  s p e e c h  &  F X.  Gr e at!
A G. 4 2  G a m e s  G al or e;  9  G a m e s;  
M a z e m a n,  Tr e k  Tri vi a,  P h ar o a h s  C ur s e,  
R oll  O n,  M o n o p ol y,  D a d,  C at  a n d  M o u s e  
et c...
A G. 4 3  G a m e s.  1;  Gri dr u n n er,  Cl a s si c  
J eff  Mi nt er  g a m e.  R e b o u n d;  V erti c al  
Ar k a n oi d  st yl e.  I n v a d er s; s h o ot- u p.
A G. 4 5  S e v e n  Til e s;  S p e e d b all  st yl e  1 or 
2  pl a y er s,  di giti s e d  eff e ct s,  pl a y a bl e  a s  
Ki c k  Off  2!  Brilli a nt!!!
A G. 4 6  M e g a b all;  Ar k a n oi d  st yl e,  b ut  
b ett er!  S h ar e w ar e  g a m e  wit h  e dit or!
A G.  4 7 S u p er  A mi d a s h;  v er si o n  of  t h e 
C o m m. 6 4  g a m e:  B o ul d er d a s h.  Gr e at!
A H.  0 1 A d v e nt ur e  G a m e  S ol uti o n s;  
M or e  t h a n 1 0 0.. .. D u n g e o n M a st er,  Si err a,  
Ulti m a  1 t o 5,  I nf o c o m...( 2 di s k s)

All  pri c e s  i n cl u d e V A T  a n d  FI R S T  C L A S S  P O S T!  
G U A R A N T E E D  R E T U R N  O F  P O S T  D E LI V E R Y  O N  A L L  S T O C K  I T E M S!

B Y T E B A C K
D E P T  A M P,  6  M U M B Y  C L O S E,  N E W A R K,  N O T T S  N G 2 4  1  J E

C h e q u e,  p o st al  

or d er s  or  cr e dit  

c ar d  f a ciliti e s 

ar e  a v ail a bl e



ALL DISKS ARE 99 PENCE
OPDOOO/ Orbital Catalogue Disk
OPD001/ Horror Demo (X)
OPD002/ Unreal Demo
OPD004/ Nasa Pictures
OPD005/ Puggs in Space
OPD006/ Scoopex Mental Hangover
OPD007/ Sun Slide Show
OPD009/ Predators Megademo (2)
OPD010/ Deathstar Megademo (2)
OPD0111 Triology Megademo (2)
OPD012/ Alcatraz Megademo 4 (3)
OPD013/ Kefrens Megademo 8 (2)
OPD014/ Anarchy Demos
OPD017/ Blizzard (Commercial quality horizontal 

Shoot em up)
OPD018/ Quiet Riot (Samples from the Halloween 

team) (2)
OPD019/ Powerlords Powermix (8 tunes) (*)
OPD020/ Depeche Mode (Good sounds)
OPD021/ Securitate Muzaks Disk 1 (9 good tunes)
OPD022/ Kactus & Mahoney (Great demo)
OPD023/ Vangelis Demo (Good stuff) (*)
OPD024/ Digital Concert 2 (12 mins 40 secs of House)
OPD025/ Frantic Freddie (Good game)
OPD026/ Computer Conflict (Worth buying)
OPD027/ No Limits Demo Pack
OPD028/ Newtec Demo Reels 3 (Very good 

Demo)(2)(*)
OPD033/ Golams Slideshow (Buy it, brilliant)
OPD034/ The Run (Police chase animation) (*)

OPD036/ D/Mob Music 4 (6 Great tracks) (2)
OPD038/ Digital Concert 3(12 mins plus of 

good House)
OPD039/ Digital Concert 4 (The best yet)
OPD040/ HCC Ultimate Jarre Docklands Demo (in great 

demand)
OPD042/ Amiga Charts 3
OPD043/ Debbie Gibson (Electric Youth) (2)
OPD044/ Space Blitz (Space Invaders + 3 more games)
OPD045/ Breakout Construction Kit (Game including 

instructions)
OPD046/ Bad (Michael Jackson on your Amiga)
OPD048/ Avenger Megademo (Very good, don't 

miss it)
OPD049/ Genesis (Land of confusion sample)
OPD050/ D/Mob Music 1 (Music Demo)
OPD051/ Vision Music Masters (Good music demo)
OPD052/ Beatmasters Club Mix 2 (Well worth buying)
OPD053/ Crusaders Bacteria (The best yet)
OPD054/ Amiga Music 1 (More good music)
OPD055/ Pet Shop Boys (Always on my mind)
OPD056/ Sonix House 2 (5 good House tracks)
OPD058/ Crusaders Audio X (Good music)
OPD059/ Vision Megademo IV (Don't miss this 

one its great)
OPD064/ Northstar Acid Demo (very good)
OPD065/ Sonix House 3 (Beatmasters Hip Hop House)
OPD066/ Beatmasters Bat Dance Remix (Very popular)
OPD070/ RAF Megademo (A very good megademo) (2) 

OPD073/ Darkstar Utility Disk 3 
OPD075/ Darkstar Utility Disk 2
OPD078/ Budbrain Megademo (*) (2)
OPD080/ RSI Megademo (One of the best demos) (2) 
OPD099/ Soundtracker 2.5/Noistracker 2.1 (4)
OPD110/ Amiga Chart 5 (Touch Me & Eve of the War) 
OPD112/ Madonna Spanky (Good)
OPD113/ P.E. Demolisher Mega Utility Disk (209 utilities) 
OPD115/ Invaders Rippers (Small selection of Rippers) 
OPD116/ Ued it (Public domain word processor) 
OPD198/ Walker Demo 1 (Very good animation) (*) 
OPD199/ Walker Demo 2 (Same as above but better) 
OPD200/ Safe Sex Demo (Brilliant samples on this one) 
OPD220/ Star Trek (Game 3) (2) 
OPD222/ Kim Wilde Slideshow
OPD228/ Games Disk (Pac Man etc.)
OPD229/ Bionix 2 (Very good shoot em up, very hard) 
OPD259/ Dope Intro Writer (Intro maker)
OPD264/ Budbrain Megademo 2 (This will be big this 

year get it now)
OPD268/ Fillet the Fish (Cartoon demo like Puggs) 
OPD272/ Batman the Movie Animation (Good cartoon 

demo)
OPD273/ Banging Raves (Great music) (*)
OPD275/ SAE Amazing Tune 2 (3) (*)
OPD276/ Madonna Vogue (4 disk, 2 drives, the whole 

song on (4)
OPD277/ Vision House (Great House tracks)
OPD300/ Coma and Acid Demos (3 very good demos)

OPD315/ 100 of the best remembered (C64 demos + 
music)

OPD316/ Disco Fever 1 (More good music)
OPD319/ Sadham Hussein Demo (Iraq v Kuwait) 
OPD334/ Orbital Utils 1 (The best in the latest utils, 

great)
OPD335/ Bad Boys Present the London Boys (Good 

music disk)
OPD348/ Orbital P.D. Disk Comp 2 (Rebels, Mirage UK, 

etc.)
OPD349/ Orbital P.D. Disk Comp 3 (Brill Demo incl 

Alatix (Acid mix)
OPD350/ Robocop 2 Demo (Brill playable demo of the 

game)
OPD351/ Turrican II Demo (You must buy this one its 

brill, playable)
OPD352/ Frog Demo (Great animation + some good 

sound)
OPD353/ Timecode Total Recall Demo (This one is not 

to be missed)
OPD364/ Sample Editor V1.3, Sample Ripper V1.0, 

Amos Sample Bank
OPD367/ Addams Family Demo (Brill demo all round)
OPD373/ Talking Colouring Book (Good for kids)
OPD374/ Sid-TheUltimateCLI Utility
OPD375/ RAF Megamix 2 (Long playing music disk, 

brill) (2)
OPD383/ Sunwind By Accession Music Disk (Just in the 

best music)

WE NOW STOCK AMOS LICENCEWARE DISKS
Numbers in () = Number of disks, (*) = 1 Meg, (X) =18 years only

All PD disks are 99 pence per disk + 60 pence p&p per order. Cheques/PO payable to Orbital P.D.

Tel/Fax (0273) 401286
Post orders to (Dept ACP), 5 Green Lane, South Chailey, East Sussex BN8 4BT England
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DemX
Public Domain Library & Mail Order Company

Blank Disks:

1- 9........... 40p ea.*
10-19.......35p ea.*
*Please add £2.60 P&P.

Printers:

NEC P20 Pinwriter.................£269.95*
NEC P30 Pinwriter.................£349.95*
including VAT & Delivery

Prices
Single Disks.............£1.75
Ten Disks................. £15.00

Free Catalogue with every 
order.

M. 808 State Remix's
S. Nik Williams Slideshow 
A. Unicycle Animation * 
S. Madonna Slideshow 
D. Do the Bartman *
U. Hamlab 0.91
U. PowerPacker 2.3b
G. Star Trek (USA) (2) *
G. Blizzard
S. Perm-Tastic 5
G. Return to Earth
A. Station at Khern (3) ** .
U. Play it Safe*
G. Dog Fight H *
A. Raiders of Lost Ark 

Anim *
A. Discovery and Holocost 
D. Coma Demo

A, The Run Animation *
G. Drip
D. Simpsons Demo
D. Crusaders Do Genesis
S. Tobias Richter Slideshow (2) * 
M. MC Mikki T Mix
D. Porky Pig Demo 
A. Batman Animation 
M. Music Madness Disk
D. Phenomena Interspace
D. Phenomena Enigma
M. Bard in a Box
M. LSD Music II
G. Tetrix
U. Iconmania
U. Business Card Maker
A. Mars Flight Animation
M. Flash! - Queen (2)

A. Puggs in space
U. C-Light
U. Dope Intromaker
D. Neutrons Music Box 
S. Tobias Richter

Slideshow #12
A. Basketball Animation
A. Applecus Animation 
S. NASA Slideshow
U. Emulators
D. Mr Food

Key:- A-Animation, D-Demo, G-Game, M-Music, S-Slideshow, U-Utility. (2)-2 Disks, (3)-3 Disks, *- 1 Meg, **- 2 Meg.
Please make cheques/postal orders payable to:-

DemX
(Dept ap) 61 Derby Road, Hilton, Derbyshire, DE6 5FP. Tel: 0283 734626

Please remember to add 60p per order for Post & Packing.



Z E U S  +  B L U E  H O U S E  + P H A R A O H ’S  C U R S E  +  B R T T L E  P O N G G A M E  R E VI E W S

T h e  A MI G A  P O W E R  P u bli c  D o m ai n  s e cti o n  g et s  a n  e xtr a  b o o st  

t hi s m o nt h  - u p  t o t w o f ull p a g e s  i n f a ct - si m pl y  s o  w e  c a n  

c o v er  m or e  g a m e s.  ‘B ut  w h y ? ’ y o u  m a y  b e  a s ki n g.  W ell,  it' s 

si m pl y  t hi s - P D  m a y  b e  fr e e, y o u  s e e,  b ut  it m o st  c ert ai nl y  ai n't  

cr a p,  a s  y o ur  h o st  St u art  C a m p b ell  e x pl ai n s.

R A TI N G S:  ★ ★ ★ ★ ★  E x c ell e nt  ★ ★ ★ ★ ★  N e arl y  t h er e ★ ★ ★ ★ V er y  g o o d  ★ ★ ★  H a s  it s m o m e nt s  ★ ★  Fl a w e d ★  Dir e

W
e ’v e  h a d  a  f e w l ett er s t hi s m o nt h  fr o m p e o pl e  w h o ’r e still  n ot  

s ur e  e x a ctl y  w h at  P u bli c  D o m ai n  s oft w ar e  i s, s o  h er e ’s  a  q ui c k  

r e c a p o n  all  it’s  v ari o u s  f or m s.

Tr u e  P u bli c  D o m ai n  ( al s o k n o w n  a s  Fr e e w ar e)  i s s oft w ar e  w hi c h  

i s r el e a s e d wit h o ut  c o p yri g ht  r e stri cti o n s, w hi c h  m e a n s  y o u ’r e fr e e t o d o  w h at  

y o u  w a nt  wit h  it, a n y  ol d  ti m e. Y o u  c a n  c o p y  it, gi v e  it t o y o ur  fri e n d s, sti c k  it 

o n  t h e fr o nt of  y o ur  m a g a zi n e  - a n yt hi n g  at  all  a s  l o n g a s  y o u  d o n ’t c h a n g e  it 

or  c h ar g e  m o n e y  f or it. M o st  p e o pl e  g et  t h eir s fr o m P D  li br ari e s, w h o  d o n ’t 

c h ar g e  f or t h e s oft w ar e  b ut  d o  t a k e a  n o mi n al  f e e f or t h e c o st  of  t h e a ct u al  

di s k,  p o st a g e  a n d  p a c k a gi n g  et c  - u s u all y  b et w e e n  o n e  a n d  t hr e e p o u n d s.

S h ar e w ar e,  o n  t h e ot h er  h a n d,  i s s oft w ar e  w hi c h  i s r el e a s e d i n a  v er y  

si mil ar  m a n n er,  b ut  if y o u  d o  k e e p  a n d  u s e  t h e s oft w ar e,  y o u ’r e a s k e d  t o s e n d  

t h e a ut h or  a  s m all  d o n ati o n  t o w ar d s t h e c o st  of  pr o d u ci n g  m or e  g a m e s.  

U s u all y,  a s  a n  i n c e nti v e t o ‘r e gi st er’ i n t hi s w a y,  t h e a ut h or  will  t h e n s e n d  y o u  

f ull d o c u m e nt ati o n,  u p d at e s  of  t h e pr o gr a m s,  a n d  s o  o n  a n d  s o  f ort h. 

O b vi o u sl y  it’s  e a s y  t o j u st k e e p  t h e di s k s  a n d  n ot  s e n d  a n y  m o n e y,  b ut  t hi s i s 

e xtr e m el y  p o or  f or m, a n d  t hr e at e n s t h e w h ol e  c o n c e pt  of  S h ar e w ar e  -if 

n o b o d y  p a y s,  a ut h or s  will  si m pl y  st o p  writi n g  t h e st uff.  If y o u  d o  p art a k e  of  

a n y  S h ar e w ar e,  d o  t h e d e c e nt  t hi n g.

T h e n  t h er e’s  E x cl u si v e w ar e,  w hi c h  i s si m pl y  P D  w hi c h  i s o nl y  a v ail a bl e  

fr o m o n e  P D  li br ar y, u s u all y  a s  t h e r e s ult of  a  d e al  w hi c h  i n v ol v e s t h e P D  

c o m p a n y  p a yi n g  t h e a ut h or  a  s m all  r o y alt y f or e v er y  c o p y  s ol d.  T hi s  

s o m eti m e s  m a k e s  it sli g htl y  m or e  e x p e n si v e  t h a n n or m al  P D,  b ut  n ot  t o a n y  

si g nifi c a nt  e xt e nt.

Li c e n c e w ar e  ( a f airl y n e w  i d e a) i s a n  e xt e n si o n  of  E x cl u si v e w ar e,  a n d  

i s n’t r e all y P D  i n t h e tr u e s e n s e  at  all.  It’s  s oft w ar e  w hi c h  i s r el e a s e d b y  P D  

c o m p a ni e s,  b ut  t h e a ut h or  r et ai n s t h e c o p yri g ht,  w hi c h  m e a n s  it’s  ill e g al t o 

c o p y  it. T h e  pri c e  i s u s u all y  hi g h er  t h a n or di n ar y  P D  ( b ut still  m u c h  c h e a p er  

t h a n m o st  b u d g et  s oft w ar e),  a n d  t h e pr ofit s  ar e  s plit  b et w e e n  t h e a ut h or  a n d  

t h e P D  fir m.

T h e  a d dr e s s e s  o n  t h e s e p a g e s  ar e n ’t t h e o nl y  pl a c e s  y o u  c a n  g et  t h e 

g a m e s  r e vi e w e d h er e  fr o m - m o st  ar e  a v ail a bl e  fr o m m o st  li br ari e s at  v ari o u s  

pri c e s  a n d  o n  v ari o u sl y- c o m pil e d  di s k s.  T h e  n a m e d  c o m p a ni e s  ar e  si m pl y  t h e 

ni c e  p e o pl e  w h o  s e nt  u s  o ur  o w n  c o pi e s.  A n y  P D  c o m p a ni e s  o ut  t h er e w h o ’d  

li k e a  littl e pl u g,  s e n d  u s  s o m e  st uff  ( g a m e s o nl y,  n o  d e m o s  t h a n k s) t o h a v e  a  

l o o k at  a n d  w e ’ll s e e  w h at  w e  c a n  d o.

T h at ’s  it f or n o w,  ot h er  t h a n t o s a y  t h at if y o u ’v e  di s c o v er e d  s o m e  

p arti c ul arl y  g o o d  ( or, i n d e e d, p arti c ul arl y  b a d)  P D  g a m e  t h at y o u  t hi n k t h e 

w orl d  s h o ul d  k n o w  a b o ut,  dr o p  u s  a  li n e ( or e v e n  a  c o p y  of  t h e g a m e,  if y o u  

c a n  m a n a g e  it) a n d  w e ’ll c h e c k  it o ut  ( a n d cr e dit  y o u  i n t h e m a g,  of  c o ur s e).  

S o  wit h  t h at, o n  wit h  t hi s m o nt h ’s  f a b b y fr e e bi e s.

Z E U S
( S E V E N T E E N BI T,  N o.  1 0 5 8)  
Ul p.  If y o u  w a nt  t o s n a p  u p  t hi s p arti c ul ar  

P D  cl a s si c,  I’d  s u g g e st  y o u  d o  it q ui c kl y,  

b e c a u s e  w h e n  O c e a n  s e e  w h at  a  bl at a nt  

c o p y  of  t h eir cl a s si c  T ait o  c oi n- o p  

c o n v er si o n  P u z z ni c  it i s, it m a y  w ell  

di s a p p e ar  fr o m t h e m ar k et  i n a  bl a z e  of  

writ s  b ef or e  y o u  c a n  s a y  ‘offi ci al ’. T hi s  i s a  

v er y  cl a s s y  j o b i n d e e d, b ei n g  i d e nti c al i n 

e v er y  w a y  t o t h e ori gi n al,  e x c e pt  t h at t h er e 

i s n’t a  ti m e li mit a n d  t h e s cr e e n  l a y o ut s ar e  

diff er e nt.  O h,  a n d  it u s e s  m o u s e  c o ntr ol,

B L U E  H O U S E
( N E W W A V E)
T hi s  i s a  bit  of  a  str a n g e  fi s h, b ei n g  a  cr o s s  

b et w e e n  T hr u st  a n d,  er,  a  j u k e b o x. W h at  

h a p p e n s  i s y o u  fl y ar o u n d  i n t h e n or m al  

m a n n er,  t hr o u g h s m o ot hl y- s cr olli n g  a n d  

tri c k y l a n d s c a p e s, a n d  att e m pt  t o l a n d o n  

v ari o u s  st ati o n s  a n d  pl atf or m s  s c att er e d  

t hr o u g h o ut t h e c a v er n s.  W h e n  y o u  d o,  

t h er e’s  a  s h ort  p a u s e  a n d  t h e g a m e  l o a d s 

u p  a  n e w  pi e c e  of  d e m o  m u si c,  w hil e  

di s pl a yi n g  t h e titl e a n d  cr e dit s  of  it at  t h e 

b ott o m  of  t h e s cr e e n  u ntil  y o u  l a n d

Z e u s  - L o o k s  f a mili ar ?

w hi c h  i s a  bit  cr a p,  b ut  si n c e  t h er e’s  n o  

ti m e li mit it’s  n ot  a ct u all y  m u c h  of  a  

pr o bl e m.  P u z z ni c  it s elf w a s  a  hi g hl y  

r e s p e ct a bl e N o.  3 4  o n  o ur  All- Ti m e  T o p  

1 0 0,  s o  f or 8 9 p  t hi s e x c ell e nt  c o p y  

r e pr e s e nt s a n  a b s ol ut el y  st u n ni n g  b u y.  It 

mi g ht  n ot  l a st l o n g, t h o u g h, s o  d o n ’t w a st e  

a n y  ti m e.

V E R DI C T:  U n mi s s a bl e  v er si o n  t h at 

a ct u all y  i m pr o v e s o n  t h e ori gi n al  i n 

s o m e  w a y s.  ( T h e l a c k of  ti m e li mit s 

m a k e  it m or e  of  a  p u z zl er  t h a n a n  

ar c a d e  g a m e).  G et  it w hil e  y o u  c a n.  

★ ★ ★ ★ ★
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T hr u st  s a m e pl a y  wit h  a  c hilli n ’ s o u n dtr a c k,  

t h at’s  t h e off-t h e- w all  c o n c e pt  b e hi n d  

str a n g el y  n a m e d  Bl u e  H o u s e.

s o m e w h er e  el s e.  It’s  a  r e all y n o v el  w a y  of  

pr e s e nti n g  d e m o  t u n e s, a n d  t h e g a m e ’s  

c h all e n gi n g  a n d  pl a y a bl e  at  t h e s a m e  ti m e. 

S o m e  of  t h e m u si c  i s l o v el y ( a n d s o m e  of  

it’s  b y  M arilli o n,  b ut  y o u  c a n ’t h a v e  

e v er yt hi n g),  a n d  y o u ’ll k e e p  pl a yi n g  f or 

a g e s  t o h e ar  m or e  n e w  t u n e s.

V E R DI C T:  Diff er e nt  a n d  r efr e s hi n g, 

a n d  a  r e all y ni c e  pi e c e  of  P D  t h at 

w o ul d n ’t w or k  a n y  ot h er  w a y.  V er y  

g o o d  i n d e e d. ★ ★ ★ ★

P H A R A O H' S  

C U R S E
( S E V E N T E E N BI T,  di s k  

G a m e s  G al or e  5)
T hi s  i s a  c o n v er si o n  of  t h e ol d  VI C- 2 0  

pl atf or m  a d v e nt ur e  b y  t h e s a m e  t e a m w h o  

br o u g ht  y o u  l a st m o nt h ’s  w o n d erf ul  c o v er  

di s k  g a m e  Fr a nti c  Fr e d di e.  ( S T O P P R E S S  

- P h ar a o h ’s  C ur s e  c a n  n o w  b e  f o u n d o n  

t h e c o v er  di s k  of  t hi s v er y  i s s u e!) It’s  w ell  

w ort h  g etti n g  f or t hi s al o n e,  b ut  w h e n  t h e 

di s k  al s o  i n cl u d e s a  s w e et  littl e P a c M a n  

g a m e  ( S T O P P R E S S  A G AI N!  - t hi s i s o n  

t hi s i s s u e’s  c o v er  di s k  a s  w ell!),  a  g o o d  

v er si o n  of  P e n g o,  a  M o n o p ol y  cl o n e,  a  

c o u pl e  of  ni c e  p u z zl er s  a n d  m or e  b e si d e s  

(!), t h e n t h e a s ki n g  pri c e  of j u st 8 9 p  b e gi n s  

t o l o o k j u st a  littl e bit  o n  t h e ri di c ul o u s si d e

of ^ g e n er o u s.  U nl e s s  y o u ’r e c o m pl et el y  g a ­

g a,  t hi s i s a n ot h er  di s k  t h at y o u  r e all y m u st  

h a v e,  a n d  it’s  still  g o o d  v al u e  e v e n  w h e n  

y o u ’v e  alr e a d y  g ot  t w o of  t h e b e st  g a m e s  

fr o m u s.

V E R DI C T:  E x c ell e nt,  e x c ell e nt,  a n d  

o n c e  m or e  e x c ell e nt.  H o ur s  of  f u n 

f or all  t h e f a mil y. ★ ★ ★ ★

P h ar a o h ’s  C ur s e  - t h e VI C  cl a s si c  i s b a c k.

B A T T L E  P O N G  
( S E V E N T E E N BI T,  N o  

1 0 5 6)
T h e y  c a n n ot  b e  s eri o u s...  It’s  1 9 9 1  a n d  

s o m e o n e ’s  gi v e n  t h e Ar k a n o/ d  tr e at m e nt 

t o P o n g,  t h e ori gi n al  ar c a d e  b at- a n d- b all  

g a m e.  T hi s  u p d at e d  v er si o n  i n cl u d e s all  

t h e f e at ur e s y o u  r e m e m b er a n d  l o v e (t h e 

b at s,  t h e, er,  b all,  ur n...)  b ut  wit h  N E W,  

I M P R O V E D, E X CI TI N G  e xtr a s  li k e a  

pr ett y(i s h)  b a c k dr o p  a n d  ( L or d h a v e  

m er c y  o n  t h eir s o ul s)  p o w er- u p s.

T h e s e  ar e  m o stl y  pr ett y  o b vi o u s,  

i n cl u di n g b at  r e d u c er s, b at  e x p a n d er s,  

fr e e z e c a p s ul e s,  a n d  t h e cr e ati o n  of  a  

m o vi n g  o b st a cl e  o n  t h e c e ntr e  li n e. I n 

f a ct, g a m e pl a y  i s n’t di s si mil ar  t o a n  

o v er h e a d- vi e w  v er si o n  of  t h e cl a s si c  

Fr e n c h  ol di e,  S h uffl e p u c k  C af e,  e x c e pt  a  

bit  m or e  li mit e d b y  t h e f or m at. T h e  m ai n  

dr a w b a c k  wit h  B attl e  P o n g  i s t h at t h e 

c o m p ut er  o p p o n e nt  i s al m o st  u n b e at a bl e,

b ut  wit h  a dj u st a bl e  s p e e d  l e v el s a n d  a  

t w o- pl a y er o pti o n  y o u  s h o ul d  still  b e  a bl e  

t o wri n g  c o n si d er a bl y  m or e  t h a n 8 9 p ’s  

w ort h  of  e nt ert ai n m e nt  o ut  of  t hi s.

V E R DI C T:  A n  e xtr e m el y  sill y  i d e a 

w hi c h  pr o vi d e s  s e v er al  h o ur s  of  

a b s ur d  f u n. I d e al m at eri al  f or P D,  

I’d  s a y.  W h at  t h e h ell,  w h y  n ot ?  

★ ★ ★
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P o n g-t h e  O RI GI N A L  vi d e o  s a m e,  gi v e n  a  

bit  of  s pit  a n d  p oli s h  f or t h e A mi g a.
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L L A M A T R O N  
( A v ail a bl e fr o m v ari o u s  

P D  s u p pli er s)
W e  j u m p e d t h e g u n  o n  t hi s o n e  a  littl e bit  

i n i s s u e t w o, b ut  n o w  J eff ’s  a ct u all y  

fi ni s h e d t h e A mi g a  v er si o n  a n d  it’s  l o o ki n g 

e v er y  bit  a s  g o o d  a s  t h e S T  o n e,  a n d  

s o u n di n g  e v e n  b ett er.  F or  t h o s e of  y o u  

w h o  mi s s e d  it, it’s  a n  u p d at e  of  Willi a m s ’ 

cl a s si c  ar c a d e  s h o ot- ’e m- u p  R o b otr o n,  

fi d dl e d ar o u n d  wit h  t o a d d  J eff ’s  i ni mit a bl e 

f e el ( y o u k n o w  t h e ki n d  of  t hi n g - s h e e p,  

g o at s,  y a k s  et c)  a n d  pr o vi d e  a n  e v e n  

z a p pi er  e x p eri e n c e  f or afi ci o n a d o s  of  t h e 

c oi n- o p  g ol d e n  ol di e  ( w hi c h i n cl u d e s 

e v er y o n e  o n  t h e A MI G A  P O W E R  t e a m). 

R o b otr ori s  u ni q u e  d o u bl e-j o y sti c k  c o ntr ol  

s y st e m  h a s  b e e n  cl e v erl y  i m pl e m e nt e d 

h er e,  a n d  i n d e e d, t h er e’s  al s o  t h e o pti o n  

t o a ct u all y  u s e  t w o j o y sti c k s f or c o m pl et e  

a ut h e nti cit y.  N ot  t h at it’s  all  i m pr o v e m e nt s 

r a  c o u pl e  of  t h e n e w  f e at ur e s ar e  

di sti n ctl y  irrit ati n g ( p arti c ul arl y t h e l a s er 

g u n)  a n d  t h e gr a p hi c s  h a v e  a  sli g htl y  

cl utt er e d  a n d  u n cl e ar  l o o k (i n R o b otr o n  

y o u  c o ul d  t ell at  a  gl a n c e  w h o  t h e b a d

g u y s  w er e,  b ut  i n Ll a m atr o n  it’s  all  a  bit  

l e s s i n sti n cti v e) - b ut  all  t h e s a m e  t hi s 

i s a  hi g hl y  cl a s s y  pi e c e  of  fr e e bi e 

s oft w ar e. W ait  a  mi n ut e,  t h o u g h. 

Ll a m atr o n  i s n’t stri ctl y  fr e e - if y o u  

li k e t h e g a m e  a n d  d e ci d e  t o k e e p  it, 

J eff  a s k s  t h at y o u  s e n d  hi m  a  fi v er 

a s  a  s h ar e w ar e  f e e. T h e n  a g ai n,  i n

r et ur n f or t h at y o u ’ll al s o  g et  a  bi g  

ll a m a p o st er,  a  n e w sl ett er,  a n d  a  c o p y  of  

J eff ’s  ori gi n al  v er si o n  of  Gri dr u n n er  (fir st 

r el e a s e d i n 1 9 8 9),  s o  y o u ’v e  g ot  n o  c a u s e  

f or c o m pl ai nt.  R e m e m b er,  wit h  s h ar e w ar e  

y o u  tr y b ef or e  y o u  b u y,  s o  if y o u  d o n ’t li k e 

t h e g a m e  it w o n ’t c o st  y o u  a  p e n n y.  ( B ut if 

y o u  d o  li k e it, pl e a s e  pl a y  f air a n d  d o  

s e n d  J eff  s o m e  d o s h  - w e ’d  li k e t o s e e  

t hi s i d e a e n c o ur a g e d).  N ot  t h at y o u ’r e 

v er y  li k el y n ot  t o li k e it - if y o u ’r e a  

z a p pi n g  f a n, t hi s’ll b e  ri g ht u p  y o ur  str e et.  

V E R DI C T:  A n  e x c ell e nt  g a m e  t h at 

d e s er v e s  t o b e  s u p p ort e d  b y  

a n y o n e  w h o ’s  e v er  p ai d  o ut  £ 2 5  f or 

cr a p  a n d  b e e n  c h e e s e d  off  a b o ut  

it. ★ ★ ★ ★

T h e  R o b otr o n  r e vi v al st art s  h er e,  wit h  J eff  

Mi nt er ’s  r at h er s piffi n g  Ll a m atr o n,

T RI X
( S E V E N T E E N BI T,  N o  8 4 1)  
T hi s  i s q uit e  e a sil y  t h e b e st  v er si o n  of  t h e 

ar c a d e ’s  Ef c h- A- S k ef c/j- wit h- e n e mi e s  

g a m e  Q/ x o n  t h e A mi g a,  a n d  it’s  m a d e  all  

t h e m or e  ti m el y b y  t h e i m p e n di n g r el e a s e

AI R  A C E
( S E V E N T E E N BI T,  N o  1 0 6 2)
T hi s  g a m e  w a s  pr o gr a m m e d  u si n g  

P al a c e ’s  S h o ot- ’E m- U p  C o n str u cti o n  Kit,  

a n d  it’s  gi v e n  it a  di sti n ctl y  pr of e s si o n al  

e d g e.  It’s  a  Fl yi n g  S h ar k- st yl e  s cr olli n g

N o,  it’s  n ot  c o m p ut er  art,  it’s  Tri x, Air  A c e-  Sli c k,  pl a y a bl e,  a n d  c h e a p.

of  V olfi e d,  T ait o ’s  c oi n- o p  f oll o w- u p. It’s  a  

f ull-f e at ur e d c o p y  of  t h e ori gi n al,  b ut  it al s o  

p o m e s  o n  a  di s k  wit h  1 0  ot h er  g a m e s,  

i n cl u di n g a  v er si o n  of  t h e b o ar d  g a m e  

S orr y,  a  vi d e o  p o k er  g a m e,  a  cr u d e  b ut  

f a st Mi s sil e  C o m m a n d,  a  g o o d  Ot h ell o,  a n d  

s e v er al  ot h er  c ar d  a n d  p u z zl e  t hi n g s. It’s  

w ort h  t h e p altr y  8 9 p  a s ki n g  pri c e  f or Tri x  

al o n e,  a n d  t h e f a ct t h at all  of  t h e ot h er  

g a m e s  ar e  w ort h  h a vi n g  t o o m a k e s  t hi s a  

b ar g ai n  of  t h e hi g h e st  or d er.

V E R DI C T:  A  str a n g e  mi x  of  g a m e s  

t o fi n d o n  o n e  di s k,  b ut  a n  

e nt ert ai ni n g  o n e.  ★ ★ ★ ★

bl a st er,  a n d  it’s  o n e  of  t h e tri c ki er g a m e s  

I’v e  c o m e  a cr o s s  t hi s m o nt h.  T h er e  ar e n ’t 

a n y  gr e at  i n n o v ati o n s o n  di s pl a y,  b ut  t h e 

g a m e pl a y  (f or o n e  or  t w o pl a y er s  at  a  ti m e) 

i s ti m el e s s a n d  c h all e n gi n g,  a n d  t h e 

att e nti o n  t o d et ail  (ri g ht d o w n  t o t h e w a y  

t h e s cr e e n  k e e p s  s cr olli n g  f or a  w hil e  aft er  

y o u ’v e  l o st y o ur  l a st lif e, j u st li k e i n t h e 

ar c a d e)  i s l a vi s h. If y o u ’r e a  Fl yi n g  S h ar k  

f a n, y o u  s h o ul d n ’t mi s s  t hi s o n e.

V E R DI C T:  T o u g h  a n d  pr ett y  bl a st er  

t h at’ll p a s s  a  g o o d  f e w h a p p y  

z a p pi n g  h o ur s,  at  a  pri c e  t h at b eli e s  

it s c o m m er ci al  l o o k. ★ ★ ★ ★

A mi g oi d s  - a n  e x c ell e nt  A st er oi d s  v ari a nt,  a n d  

j u st o n e  of  m a n y  gr e at  g a m e s  o n  t hi s di s k.

U T T E R L Y  S C A N D A L O U S L Y  G O O D  
D A R G AI N  O F  T H E  M O N T H

A MI G OI D S
( S T A R T P D,  di s k  

N o.  7 6 1)
T h e  fir st t hi n g t o s a y  a b o ut  t hi s 

di s k  i s t h at it i s n’t j u st A mi g oi d s.  

It al s o  c o nt ai n s  T a n x,  a  brilli a nt  

a n d  i n cr e di bl y sli c k  v er si o n  of 

t h e ol d  t w o- pl a y er g a m e  w h er e  

y o u  h a v e  t w o t a n k s s h o oti n g  at  

e a c h  ot h er  a cr o s s  a  m o u nt ai n  

r a n g e; R oll er p e d e,  a  f airl y pr ett y  

a n d  z a p p y  C e nti p e d e  g a m e;  

A v atri s,  a  si m ult a n e o u s  t hr e e- 

pl a y er  T etri s  cl o n e,  a n d  C a v e

R u n n er,  a  v er y  cl a s s y  B o ul d er d a s h  g a m e.  A mi g oi d s  i s pr o b a bl y  t h e st ar  of  t h e di s k,  

t h o u g h (if o nl y  b e c a u s e  y o u  n e e d  t w o pl a y er s  f or T a n x),  b ei n g  f ar a n d  a w a y  t h e b e st  

A st er oi d s  g a m e  o n  t h e A mi g a  s o  f ar. It’s  p a c k e d  wit h  o pti o n s,  (i n cl u di n g t h e c h a n c e  

t o t ur n t h e gr a p hi c s  i nt o a  p erf e ct  r e pli c a of  t h e At ari  V C S  g a m e  of  y e st er y e ar!)  a n d  

pl a y s  a  r e all y st yli s h  v er si o n  of  t h e cl a s si c  g a m e.  T h e  w h ol e  di s k  i s b e a utif ull y  

pr e s e nt e d,  a n d  t o b e  a bl e  t o g et  it f or l e s s t h a n t w o q ui d  i s li vi n g pr o of  t h at mir a cl e s  

c a n  still  h a p p e n.  R e st or e  y o ur  f ait h i n h u m a nit y  a n d  g et  it n o w.

V E R DI C T:  E v er y  tr u e g a m e s  l o v er s h o ul d  h a v e  t hi s i n t h eir c oll e cti o n.  

If y o u  l o v e y o ur  A mi g a,  gi v e  it t hi s. ★ ★ ★ ★ ★

G RI D R U N N E R  
( S E V E N T E E N BI T,  N o.  9 7 1)  
F oll o wi n g  o n  fr o m l a st m o nt h ’s  r e vi e w of 

J eff  Mi nt er ’s  M et a g al a cti c  Ll a m a s,  h er e ’s  

a n ot h er  c o n v er si o n  of  o n e  of  t h e m a n ’s  

a n ci e nt  z a p p er s,  Gri dr u n n er.  It’s  

e s s e nti all y  a  C e nti p e d e  cl o n e  wit h  a  f e w 

a d d e d  f e at ur e s, b ut  a s  a  f a st a n d  vi ol e nt  

si n gl e- mi n d e d  bl a st er,  it w a s  u n b e at a bl e  i n 

it s d a y  a n d  it’s  still  pr ett y  g o o d  f u n n o w.

S E V E N  TI L E S  
( S T A R T P D,  di s k  N o.  6 8 9)  
T hi s  g a m e  i s bill e d  a s  a  cr o s s  b et w e e n  

S p e e d b all  a n d  Ki c k  Off,  a n d  t h at’s  pr ett y  

m u c h  a  s p ot- o n  a s s e s s m e nt.  It’s  a  fr a nti c 

f ut ur e- s p ort g a m e  wit h  ti n y littl e pl a y er s  

b o m bi n g  ar o u n d  o n  a  m et alli c  pit c h,  a n d  

a p art  fr o m t h e sli g ht  pr o bl e m  of  n ot  r e all y 

k n o wi n g  w hi c h  of  y o ur  pl a y er s  y o u ’r e 

c o ntr olli n g  at  a n y  p arti c ul ar  gi v e n  ti m e, it’s

A n ot h er  Mi nt er  cl a s si c  g et s  P D  tr e at m e nt. E at  y o ur  h e art s  o ut,  Bit m a p  Br ot h er s.  

S e v e n  Til e s  e v e n  s p ort s  a  v a g u el y  m et alli c  

b a c k dr o p  t o t h e a cti o n.
T h e  di s k  al s o  c o nt ai n s  a  r at h er o d d  

D ef e n d er-ti k e  g a m e  c all e d  I n v a d er s, w hi c h  

i s c ut e  a n d  e nj o y a bl e,  a n d  a  Br e a k o ut  

cl o n e  c all e d  R e b o u n d  ( w hi c h w e  c o ul d n ’t 

g et  t o l o a d o n  t h e offi c e  A mi g a,  s o  it m a y  

or  m a y  n ot  b e  a n y  g o o d),  a n d  t h e w h ol e  

t hi n g i s w el d e d  t o g et h er wit h  pr o b a bl y  t h e 

m o st  sli c k  a n d  pr of e s si o n al  pr e s e nt ati o n  

e v er  s e e n  i n t h e P u bli c  D o m ai n.  ( C o urt e s y 

of  pr o gr a m mi n g  t e a m M e nt al  I m a g e). 

W h e n  y o u  c o n si d er  t h at e a c h  of  t h e g a m e s  

o n  t hi s di s k  eff e cti v el y  c o st s  l e s s t h a n 

3 0 p...  w ell,  y o u  k n o w  w h at  t o d o.  

V E R DI C T:  T w o  g o o di e s  a n d  a 

‘mi g ht- b e ’ m a k e  t hi s di s k  a n ot h er  

e s s e nti al  gi v e a w a y.  ★ ★ ★ ★

gr e at  f u n. T h er e  i s n’t r e all y a  w h ol e  l ot t o 

s a y  a b o ut  it ot h er wi s e,  e x c e pt  t h at it’s  a  l ot 

of  f u n, e s p e ci all y  wit h  t w o pl a y er s,  a n d  

t h o u g h it mi s s e s  t h e o utri g ht  vi ol e n c e  of  

S p e e d b all,  it’s  e a si er  t o g et  t o gri p s  wit h  

t h a n Ki c k  Off.  O h,  a n d  t h e c o nti n u o u s  

cr o w d  n oi s e  c a n  g et  a  bit  gr ati n g  o n  t h e 

e ar s  aft er  a  w hil e.  N ot  t h a n I’m  tr yi n g t o 

st o p  y o u  b u yi n g  it, y o u  u n d er st a n d.

V E R DI C T:  A  c or ki n g  littl e g a m e  

t h at h ol d s  it s h e a d  u p  pr ett y  

r e s p e ct a bl y a g ai n st  it s m aj or ­

l e a g u e c o u nt er p art s.

★ ★ ★

C o nt a ct  a d dr e s s e s  f or t hi s m o nt h ’s  g a m e s:  s e v e n t e e n  bi t  s o f t w a r e , p o  b o x  9 7,  W a k efi el d  w fi  i x x®  0 9 2 4  3 6 6 9 8 2

N E W  W A V E  S O F T W A R E,  P O  B o x  1 9 9,  M a n c h e st er  M 1  1  J E  ®  0 6 1  8 3 9  5 3 7 8  • S T A R T  C O M P U T E R  S Y S T E M S,  2 0  H ol m si d e, S u n d erl a n d  S R 1  3 J E  ®  0 9 1  5 6 5  2 6 0 5



Thinking about NOT 
buying the next issue 

of Amiga Format?

Hit tut!
This picture of King Tut is known by more people in more nations than the pharaoh ever was. It's the 
symbol of Deluxe Paint, probably the finest piece of graphics software ever written. Deluxe Paint is used by 
nearly all Amiga games programmers to create the graphics for their games, simply because it's the best.

Now there is a new version of Deluxe Paint out - Deluxe Paint IV. It's probably the most important non­
games release on the Amiga in the last three years. It takes Deluxe Paint to the ultimate extreme of Amiga 
graphics, allowing you to create 4,096-colour pictures using HAM mode.

And where can you read the exclusive first review?

In Amiga Format, of course!

And what's that on the cover of the issue? Well, knock me down with a feather if it's not a Coverdisk! And 
it contains an almost-complete copy of the new Deluxe Paint IV as a fully useable demo. You'll be 
able to create your own 4,096-colour pictures and see for yourself how good it is!

Also on this extraordinary Coverdisk is a playable demo of Magic Pockets, the latest platform extrava­
ganza from the Bitmap Brothers. You've laughed at the idiots who played it on TV's Motormouth: now 
give the real thing a go for yourself!

AND we bring you the full inside story of how the music is created for games, courtesy of Betty Boo, 
John Foxx and those Bitmap experts.

PLUS the widest and best range of reviews anywhere: not just games, but also exciting stuff like the 
newest drawing program, the new 3D game creation system and the latest in 16-million colour painting.

Don't miss Amiga Format Issue 26, on sale August 8 
Exclusive review and Coverdisk demo of Deluxe Paint IV



NEW AGE COMPUTING

BENCHMARK 3.5" SONY BULK WITH LABELS & 
REPLACEMENT GUARANTEE.

For all your Amiga &  communication needs!
BULK DISKS

150 Capacity disk drawer.................. £17.00
- lock for above Posso......................... £6.50

25
£16.00

50
£28.00

100
£40.00

500 
£162

PREFORMATTED
As above, but fully Amiga formatted.

25 50 100 500
£17.25 £30.50 £45.00 £185

3.5" DISK STORAGE
40 Capacity lockable box....................£4.50
80 Capacity lockable box....................£5.50

POSSO

A500 0.5 MEG MEMORY UPGRADE
Can be made into 1 Meg CHIP RAM.

With Clock Just £26.99

SLIMLINE 3.5" AMIGA DRIVES
With throughport & switch 

£65.00

MOUNTAIN BREEZE COMPUTER 
AIR IONISERS

Freshen the air you breath! Only £25.00

TURBO 68000 7/14 MHz SWITCHABLE CHIP
Complete with board, manual and software 

Only £39.99
NOTE: Revision 5.2 Amigas above only

COMPUTER LYNX - The Amiga disk magazine 
The action packed magazine ON A DISK! With demos, news, 

interviews, reviews and more! We can't explain it all here - send 
for a taster. Exclusive from NEW AGE only £1.50

REPLACEMENT MICE
280 dpi - mouse mat & holder included

Naksha Mouse.......................................... £23.00
Naksha + Operation Stealth.................. £26.00

MOUSE MATS
VINYL.........................£1.99 FOAM..................... £2.99

PRINTER STANDS
UNIVERSAL...............£6.99 WIRE...................... £9.99

DUST COVERS
A500...........................£4.50 STAR LC-10..........£5.50

PRINTER RIBBONS
Star LC-10....................... £3.00 Star LC24-10/24-200.......£4.50
Epson MX/FX80/800.......£3.50 Epson LX80/86................ £3.00
Panasonic KXP1124........£4.75 KXP 1080/1081/1180 ......£4.50

Call for your printer NOW!

FREELANCE
BRITISH TELECOM CORDLESS

Incorporating NEW TECHNOLOGY

Pager £89.95 Intercom £119.95

POSTAGE AND PACKING: Please add 50p for orders under £2.00, £1.50 for orders up to £10, and £2.00 for all orders above.

ALL PRICES INCLUDE V.A.T. Payments payable to "NEW AGE COMPUTING" -----------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------
Dept AMP, 187 Perrysfield Road, Cheshunt, Herts, EN8 OTL 

Telephone (0992) 465366 I (0831) 820097. Fax: (0992) 450009

DEVE L O P M E N T S
Take it up to 21/2 megs

Amiga A500 2 meg expansion
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Here at last is the memory expansion board you have 
been waiting for! The V2000 will give you up to 
2 megabytes of additional fast RAM.
The V2000 can be expanded in Vi meg stages, from 
V2 meg to 2 megs, and it represents the best value for 
money available.

* Compatible with Kickstart 1.2 and 1.3
* Real-time clock/calendar
* Top-quality gold-plated connector
* Memory disable facility
* Plugs into slot under your A500
(no soldering required)

* Comes with full instructions
* Helpline available

£104.95 Introductory price for 
inc VAT p&p fall - meg expansion

A UK COMPANY

|credi^ar^-X^^

V500 512K extension without clock £25.99
V501 512K extension with clock £29.95
(chip RAM configurable with Fatter Agnus)

Also available (phone for full range):

V2000 board only £37.95
V2000 + 0.5 meg £53.96
V2000 + 1.0 meg £70.95
V2000 + 1.5 meg £87.95

RAM chips per !/2 meg set £18.59
(compatible with A590)

Sound Demon £44.96
(quality stereo from your Amiga)

Kickstart 1.3 £28.40
Disks (3.5" & 5.25") 35p each (+P&P)
Full range of software available.
Phone for details.

Yes. Prices include VAT & delivery

Virgo Developments Ltd, Sapphire House, Fishponds Road, Wokingham,
Berkshire, RG11 2QJ. Tel: 0734 890588 Fax: 0734 891646 , WS4 ,

Same day dispatch. 24-month guarantee. Commodore-registered Amiga developer credit card +3 5%



WIN A FISTFUL OF 
FLYING LESSONS!
AMIGA POWER / MICROPROSE F-15 STRIKE EAGLE II COMPETITION

COMP

If you’ve got any sense at all you’ll have already nipped out to spend your cash on a copy of MicroProse’s astounding 
military flight simulation F-15 Strike Eagle II. \Ne reviewed it- last month and lavished a praiseful 87 per cent on what'we 
reckon is quite possibly the best flight sim yet seen on the Amiga.

But that’s all yesterday’s news. This month, in ‘conjunction’ with MicroProse, we’re giving away SIX flying lessons to 
anyone with enough savvy to answer this unbelievably dim-witted question. (You’ll also have to be amazingly lucky to 
get picked out of the huge box we’ve set aside for all the entrants, but we’ll gloss over that for now).

how do these flying lessons work then?
• You get six one hour sessions with a fully trained 
pilot teacher...
•...at a flying school near your home...
•...all worth something in the region of £750.

Note that there is NO AGE RESTRICTION on flying 
tutorials, so this is open to absolutely everyone. The 
winner will be skipping along to his or her local

aerodrome later in the summer, and clambering into one 
of those little Cessna or Piper aeroplanes.
(Unfortunately, if you want flying lessons in an F-15 you’ll 
just have to go away and join the US Air Force).

Your trainer will teach you the proper way to fly one 
of these beasts, so it’s not our fault if you cock things up 
and find yourself buying a fair-sized area of arable land.

RULES AND REGULATIONS
• The closing date for this 
competition is August 31st 1991. 
Entries received after that will be 
made into paper planes.
• On all matters relating to this 
competition the editor’s decision 
is final.
• As ever, employees of Future 
Publishing and MicroProse are 
not eligible to enter this 
competition.

Get on with the question!
OK, answer the following question (correctly). Pop 
your answers on the back of a postcard, and post it 
to us at: Amiga Power’s Up In The Air Competition, 
29, Monmouth Street, Bath, Avon, BA1 2BW. Don’t 
forget to add your name and address, and be sure 
your entry gets here before August 31st (this year).

At last, the question: If you want to fly you’ll need to 
learn how to use a map. So, here’s a test of your 
navigational abilities. You are on a runway in Reykjavik, 
and you have to fly, in a straight line, to Nairobi. Simply 
list all the countries you have to fly over. (Clue: get an 
atlas and a ruler.)
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AMIGA POWER BACK ISSUES
Copies of the first three issues of AMIGA POWER are still available - though perhaps not for 
long! Each one costs £3.50 including packing and postage within the UK. To order yours 
simply fill out the form opposite and send it with a cheque or postal order. (Everything else 
you need to know is explained on the form).

WHAT

Amiga 
Power 

Binders

Now you can keep your copies 
of Britain’s best-selling Amiga 
games magazine pristine and 
perfect in these gorgeous white 
binders, finished with a smart 
royal blue logo. Your precious 
copies will never get ragged or 
dog-eared again! Only £4.95

1 (May 1991)
Who do Renegade think they are?; Work In Progress: Birds Of Prey; 
The game I wish I’d written - veteran coders speak; Rainbow Islands 
Players Guide; over 40 new games reviewed, including Exile, Gods, 
Cybercon III, Eye Of The Beholder, Railroad Tycoon...
Plus! On the disk: Bombuzal-the complete game!
2 (June 1990)
Creation, ‘Bob’, Populous II - Bullfrog interviewed; 20 Amiga classics 
for £10.99 or less; Eric Matthews; Rainbow Islands continued; over 40 
new games reviewed, including Monkey Island, Switchblade II, Hero 
Ouest, Wonderland...
Plus! On the disk: Kid Gloves - the complete game!
3 (July 1991)
Thunderhawk, Retro, Frenetic - Core interviewed; What’s so special 
about CDTV?; If I were not in this industry - game authors speak; 
Powermonger in the style of Salvador Dali; 10 pages of tips; over 40 
new games reviewed, including F-15 Strike Eagle II, Deuteros, Toki... 
Plus! On the disk: Exile special world, Prehistorik preview, three top 
PD games!

Amiga Format 
back issues with 
complete games

18 (January 1991)
300 page Christmas 
special! Games of the year 
revealed; Top coders make 
their predictions for games 
of the future; All the big 
Xmas games reviewed. 
Plus! Two disks!
Interphase - the complete 
game! Total Recall - 
playable demo! Lemmings 
- playable demo! And 
more! £5.00

23 (June 1991)
236 page giant! 3D special: 
How 3D games are 
created - The Assembly 
Line tell all; massive guide 
to 3D graphics, and more! 
Plus! Two disks! Balance 
Of Power- the complete 
game! Atomino- playable 
demo! 3D Construction 
Kit- useable demo! And 
more! £5.00

24 (July 1991)
220 pages! CDTV special 
- is this the future of home 
entertainment?; Graphics 
special report, and more! 
Plus! Two disks!
Archipelagos - the 
complete game! Vaxine- 
the complete game! And 
more!
£5.00

Subscribers dub

Be sure to include your old or incorrect address as well as the new one.
The Secret of

The Secret of

The Old Barn, Somerton, Somerset, TA11 7PY.

Our staff take pride in making sure you’re completely 
satisfied with Amiga Power magazine. Please contact us when 

anything goes wrong with your subscription. We’ll fix it as soon as 
we hear from you.

Monkey Island 

Subs Club Price £18.50 
Save £7 on the RRP £25.53 

Quite simply the highest rated game in the 

(admittedly quite short) history of AMIGA POWER.

A brilliantly thought out, supremely user-friendly and quite 

hilarious graphic adventure, it's one of the best games ever seen.

Address change?

Duplicate or missing issue

Question about a gift?

Amiga Power

Telephone: 0458 74on

Subscriber 

problems solved here

YES! I
Tick as app

Tick as app

= -EASE ALS

AMIGA POW

AMIGA POW

TOTAL COS1

METHOD OF

L VISA/

HAME______

ADDRESS _

Enclose this ci



eceive one one of these
Don't run the risk

of missing the Iralesl news, reviews 
ond hints and tips on Amiga games, ' 

Complete the coupon below or call our 
credit tard hotline J

on 0458 74011

I games when you 4 
ubscribe to Amiga Power

EXILE
We presented an excellent playable demo on last month's 
cover disk, now here's your chance to get completely 
embroiled in the fascinating world of Audiogenic's incredible 
Exile, the future of arcade adventures.
AP rated at 89 per cent.

ARMOUR-GEDDON
Psygnosis' massive multi-vehicle 3D strategy arcade 
adventure has topped the charts - and it's not hard to see 
why. Beautiful 3D, oodles of planes, tanks and the like to 
bomb about in, and tons of ultra-violence - it's the bee's 
knees.
AP rated 87 per cent.

SWITCHBLADE
Gorgeous pseudo-Japanese graphics, wonderful scrolling and 
playability coming out of its ears - that's Gremlin's simply 

Switchblade II, perhaps the Amiga's best ever 
platform game.

AP rated 87 per cent.

URN THE COUPON BELOW RIGHT AWAY OR CALL OUR CREDIT CARD HOTLINE ON 0458 74011

Just look at all the 

benefits you get 

when you subscribe

> You save time

> You save trouble

> You guarantee your 

copy
> You get it delivered

> You receive one of 

these superb games 

- as a gift!

All this for less 

than you pay at a 

UK newsagent!!

YES! Please enter my subscription to AMIGA POWER and send me the game of my choice...
Tick as appropriate □ EXILE □ ARMOUR-GEDDON □ SWITCHBLADE

Tick as appropriate □ UK £34.95 F1 EUROPE £56.45 □ REST OF WORLD £75.40

N.B. To ensure you receive your magazine and disk quickly and undamaged, all overseas subscriptions are sent Air Mail

PLEASE ALSO SEND ME:- ___ ___ PLEASE ALSO SEND ME:- ___

AMIGA POWER BACK ISSUES AT £3.50 EACH tick issues required ■ I 1 I 2 I 3 AMIGA FORMAT ISSUES AT £5 EACH tick issues required □ 18

AMIGA POWER BINDER AT £4.95 EACH indicate number required O MONKEY ISLAND AT THE SUBS CLUB PRICE OF £18.50

Existing subscribers please quote your reference number on your address label _

□ 23 □ 24

TOTAL COST £______________________ please remember to include all items that you have ticked adove

METHOD OF PAYMENT please indicate

O VISA/ACCESS card no □□□□□□□□□□□□□□□□ Exps □□□□ □ CHEQUE make payable to Future Publishing Ltd

NAME___________________________________________________________________________________________________________________TELEPHONE NO______________________________________________________________

ADDRESS___________________________________________________________________________________________________________________________________________________________________________ _ ______________________________

_________________________________________________________________________ ____________________________________________________________ POST CODE__________________________________________________________________

Enclose this coupon (together with your cheque if applicable) in an envelope to: Amiga Power Subscriptions, FREEPOST, Somerton TAI l 7BR. This coupon is valid until 31 st August 1991 AP/MAG/0891



Amiga for
Business

TONY TAKOUSHI CONSOLE LINE 0898To advertise in the biggest selling Amiga 
games magazine call Susanne Mansfield 
on 0225 442244 (or fax her on 0225 
480325)now!

WIN
A

SEGA MEGADRIVETO ENTER THE COMPETITION
PHONE

0898 313 341
COMPUTA FX, PO BOX 1444, WILTS, SP1 7YN 
CALLS CHARGED AT 34p PER MIN CHEAP 
45p PER MIN NORMAL RATE M
WE MUST BE MAD

Due to massive bulk buying and low cost advertising we 
can offer you high quality European manufactured 

disks at these extremely low prices 

II DSDD INC VAT +
DISKS vip LABELS

250 + @29p each; 500 + @ 28p each; 1000 + @ 27p each 
ALL DISKS CERTIFIED 100% ERROR FREE
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91 SONY 3.5" 38p
DSDD BULK

3.5" DSHD. . . . . . . . . . . 65p
5.25" DSDD. . . . . . . . . 19p
5.25" DSHD. . . . . . . . . 36p

Amiga 512K RAM Expansion with clock. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 32.00
Amiga/Atari External Drive. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 54.95

100 Capacity Disc Box..... . . . . 3.75 50 Capacity Disk Box. . . . . . . . . 3.25
Mouse Pockets. . . . . . . . . . . . . . . . . . . 1.50 Mouse Mat. . . . . . . . . . . . . . . . . . . . . . . . . .1.75
Printer Stand. . . . . . . . . . . . . . . . . . . . . . 3.75 Amiga Dust Cover. . . . . . . . . . . . . . . 2.50
Posso Box. . . . . . . . . . . . . . . . . . . . . . . . 15.00 Atari Dust Cover. . . . . . . . . . . . . . . . . 2.50

THIS MONTHS 200 3.5" DSDD DISKS QE
SPECIAL OFFER + 2 x 100 CAP BOXES

Please add £2.85 p&p/next day £6.50. Cheques/POs to
PLC COMPUTER SUPPLIES (Dept AMP)
11 Meakin Avenue, 
Clayton, Newcastle, 
Staffs ST5 4EY.

F Accessll

I ____ I

NEW MESSAGES EVERY WEEK! ■■■
PROPRIETOR B. EVERISS-P.O. BOX 71 - BISHOPS ITCHINGTON-QV33-OXS 

CALLS CHARGED AT 34 p PER MIN CHEAP RATE & 45p AT ALL OTHER TIMES

News gossip tips & tricks 199 390
NEWS TRICKS & TIPS, For the Amiga 
Get the ultimate out of your Amiga

0898 
299 385

AMIGA GAMESTIPS 
Extend your gamesplay

0898 
299 386

ST GAMESTIPS
Inside info on the hottest releases k x 4 j

0898 
299 387

MEGATIP GAMESLINE
The hottest games secrets
CONSOLE GAMESTIPS S
The best games secrets

0898 
„299 388 
- 0898
299 391

SAM COUPÉ HOT LINE
Featuring Alan Miles & Bruce Gordon T

0898 
299 380

MEL CROUCHER COMPUTER FUN LINE
3 mins of mind blowing entertainment

0898 
299 399

ALL FORMATS COMPUTER FAIRS 
Newsline

0898 
299 389

1/2 Meg Upgrades
without clock £19.95 with clock £24.95

11/2 Meg Upgrades
Fully populated only £69.95 

Null modem leads £4.99

4 player lead £5.99

3.5" disks
1-49 35p 50-99 30p 100+28p

3.5" 80 Cap. disk box locking £4.99 

3.5" 40 Cap. disk box locking £3.99

All our products carry a 5 year unconditional 

guarantee. All prices include VAT. P&P extra. 

Please ask when ordering.

For credit card holders phone 
0602 464188 between 9am-5pm 

0509 674187 after 5.00pm

Cheques/postal orders send to: 
Richards Developments, 14 Windmill Way, 

Kegworth, Derby, DE7 4FA



DI S K S  DI S K S  DI S K S
Q U A N TI T Y 2 5 5 0 1 0 0 5 0 0

3. 5 "  D S/ D D  1 3 5  t pi 0. 3 9 0. 3 8 0. 3 7 P O A
3. 5 "  D S/ H D  1. 4 4 M b 0. 7 9 0. 7 8 0. 7 7 P O A
5. 2 5 "  D S/ D D  4 8  t pi 0. 2 9 0. 2 8 0. 2 7 P O A

All  pri c es  i n cl u d e V A T,  l a b el a n d  P & P.

C h e q u es  p a y a bl e  t o S e v er n  S oft w ar e.  
All o w  7  d a ys  f or d eli v er y.

S e v e r n  S oft w a r e,  5 5 A  Hi g h  St r e et,  
l F\ Xi  B ri d g n o rt h,  S h r o ps hi r e,  W V 1 6  4 D X  

T el e p h o n e  ( 0 7 4 6) 7 6 7 5 1 9

=  St e v e' s  A mi g a  P. D.  —
' L O A D S O F  TI T L E S ” 1- 1 0  di s k s  £ 1. 2 5  e a c h.  1 1  or  m or e  di s k s  £ 1  e a c h.  

P o st  &  p a c ki n g  i s o nl y  5 0 p  p er  e v er y  1 0  di s k s.  ( MI N 5 0 p)  U. K.  o nl y

" W E  S P E CI A LI S E  I N G A M E S "  B ut  als o  st o c k utiliti es/ d e m os/ m usi c  et c.
T- B A G  dis ks  t o n o.  4 9.  " A L L DI S K S  VI R U S  F R E E  &  C H E C K E D  B E F O R E  DI S P A T C H'

★  T HI S  I S J U S T  A  S M A L L  S A M P L E  O F  O U R  P O P U L A R  G A M E S  E T C  ★

G A M E S
G 1 6 5  B art  Si m p s o n  G a m e  
Gl 6 8  S e v e n  Til e s
GI OÌ  Bli z z ar d
G 1 3 5  Z e u s
G 1 7 8  R ai d
G 1 6 7  Q ui z  M a st er
Gl 5 0  P s u e d o C o p
G 1 2 4  Bi o ni x

G 1 6 9  Mi d dl e  E a st  M a ni a
G 1 7 9  S er e n e
G 1 7 2  C o m p ut er  C o nfli ct
G 2 0 4  P n e u m ati c  W e a p o n
G 2 0 3  Pr o p ert y  M ar k et
G 2 0 6  T al ki n g  C ol o uri n g  B o o k
G 2 0 7  T a n x  ( T a n k B attl e)

U TI LI TI E S
U 1 0 3 A mi b a s e  ( d at a b a s e)

U 1 2 4  M a st er  Vir u s  Kill er  V 2. 1.  - 
K n o w s  1 2 4  vir u s e s!

U 1 0 7  D- C o p y
U 1 3 4  At ari  S T/ C 6 4  E m ul at or  
U 1 3 2  P C  E m ul at or

D E M O S
D 1 2 1  T h e  Si m p s o n s  D e m o  ( B y 

D e c a y)
D 1 0 3  U S A  v  Ir a q

X G et  o ur  " c at/ dis k " l ots of  fr e e P. D.  o n  it!. J ust s e n d us  a £l  c oi n.
I All  p a y m e nts.  C h e q u es  / P. Or d ers.  m a d e  p a y a bl e  t o: M r.  S.  Fit c h. |
I a n d  s e n d t o: 1,  T h e  C r oft,  W el w y n  G a r d e n  Cit y,  H e rts,  A L T  4 J Y. I 
\ _ _ _ _ _ _ O ur  p h o n e  a n d  f a x n o.'s  ar e  o n  o ur  c at al o g u e  dis k.  J

P C S  I N T E R N A TI O N A L  P D
T H E  N O R T H W E S T' S  BI G G E S T  P D  LI B R A R Y

3 3  C H A P E L  G R E E N  R O A D,  HI N D L E Y,  WI G A N  W N 2  3 L L

H Z 0 9 4 2  5 2 1 5 7 7

S U P P LI E R S  O F A M O S,  A MI C U S,  FI S H,  T B A G,  S D- DI S K S  

S N A G,  A MI G O S A N D P C S P D

P U B LI C  D O M AI N  G A M E S
W E  H A V E  O V E R  1 0 0  G A M E S  A V AI L A B L E

P C G  1 L e ar n  a n d  Pl a y  ( n ot A m os)
P C G  2 Tr e as ur e  Tr a p
P C G  3 Pi p eli n e
P C G  4 Br e a k er  C o nstr u cti o n  S et
P C G  5 S e u k  G a m es
P C G  6 T h e  C o m p ut er  C o nfli ct
P C G  7 G a m es  C o m p erl ati o n
P C G  8 St ar  Tr e k  G a m e
P C G  9 T e n nis
P C G 1 0 Tr ai n  C o nstr u cti o n  S et
P C G 1 1 C astl e  Of  D o o m
P C G 1 2 Ps e u d o  C o p
P C G 1 3 M e c hf or c e
P C G 1 4 B o ar d G a m es
P C G 1 5 T h e  G ol d e n  Fl e e c e
P C G 1 6 M ar bl e  Sli d e
P C G 1 7 P D  G a m es
P C G 1 8 Bli z z ar d
P C G 1 9 Dri p
P C G 2 0 C ar d  G a m es

P C G 6 0 L ar n V 1. 2
P C G 6 2 M ori a  ( R P G)
P C G 6 3 Tr a c k  R e c or d
P C G 6 4  P ar a n oi d
P C G 6 5 P a c m a n  8 7
P C G 6 6  T h e  L ost  O c cr est
P C G 6 7 C a v e  R u n n er
P C G 6 8  T h e  H ol y  Gr ail
P C G 6 9  T h e  G ol d e n  Fl e e c e
P C G 7 0  X e n o n  8
P C G 7 1 M ast er  Of  T h e  T o w n
P C G 7 2 C h ess  Et c
P C G 7 3 M ast er  Mi n d
P C G 7 4  T a n x
P C G 7 5 S e v e n  Til es
P C G 7 6 M a g a b all
P C G 7 7 W h e el  Of  F ort u n e
P C G 7 8  A ut o  B a h n  3 0 0 0 +
P C G 7 9  W et  B e  v er  T e n nis
P C G 8 0 St ar  Tr e k

N e xt  G e n er ati o n

>

o

3 0  
(/)

W A N T E D T R E A S U R E
i s l a n d

U S E  Y O U R 1 2  3  4  5  6  ^ 9  1 0 ^  
M S ?

Û U T D R A W

G U N FI G H T E R  H

D E A D ^ ^ ^ ^ t a c u  d di t e c  i r u L u L w/ U T v

U S E  Y O U R*  

, V OI C E  T O  
L O C A T E  T H E

T R E A S U R E  J

D E A D  
O R  

A U U E

C A S H  P RI Z E S J i r

| I N F O C X A L P O B o x  3 6  L SI  4 T N  C a M  c h ar g e s  3 4 p  P er  Ml n  C h e a p  4 5 p  P er  Ml n  All  Ot h er  Ti m e s  |

I ntr o ni c S oft w ar e
T h e  Mi dl a n d s  Pr e mi er  M ail  Or d er  S oft w ar e  H o u s e

C A B L E S  ! !
* P RI N T E R  * M O NI T O R  * T E L L Y  L... E V E N  A  BI O NI C  W E L L Y

t o W E  C A N  S U P P L Y  I T ! 
<  * A MI G A  S P A R E S  * A MI G A  A D D- O N S  * A MI G A  R E P AI R S

’ FI X E D  P RI C E  R E P AI R S  e. g.  A MI G A  P S U  - £ 2 0  *
RI N G  U S J O R  A  Q U O T E!  - b b c T*  SI N C L A ? f? > M ^ N T E N R D E o J

C O L L E C TI O N  A N D  D E LI V E R Y  S E R VI C E  W E S T  MI D L A N D S  A N D  N O R T H  W A L E S

R/ Ö  2 3 6- 2 4 0  St aff or d  Str e et  W A L S A L L  W e st  Mi dl a n d s
T el e p h o n e  ( 0 9 2 2) 7 2 5 8 3 2 _ _ _ _ _ _ _ _ _ _

V E R Y  F A S T  
S E R VI C E U L TI M A T E  P D

O N L Y  9 9 p  
E A C H

U K  O R D E R S  O N L Y  S E N D  T O  
P C S  I N T E R N A TI O N A L P D  
F R E E P O S T  W N 5 1 5 7 F  
HI N D L E Y  
WI G A N
W N 2  3 B R  r
A L L  C H E Q U E S  M A D E  P A Y A B L E  T O  P C S  I N T E R N A TI O N A L. 

W E  A L S O  T A K E  C R E DI T  C A R D S,  E U R O C H E Q U E S  E T C.

O V E R S E A S  O R D E R S  T O  T H E  A D D R E S S  A T  T H E  T O P

o
I“  
>
C O  
C O

■ Ü  
O
C D

m e g).  A  cl a s si c  A ni m ati o n,  
al k er  2  ( 1 m e g).  C o ol  A ni m ati o n.

3 ( 1 m e g),  bi c e  p air  of  l e g s. 
C o ol  C o u g ar  ( 1 m e g).  C art o o n  q u alit y  a ni m ati o n.  
B u d br ai n  M e g a d e m o  ( 2 di s k s).  T ot al y  a m a zi n g.  
R e d  S e ct or  M e g a d e m o  ( 2 di s k s).  O n e  of  t h e

D 0 7 7  G o o d  M or ni n g  Vi et n a m.  G o o d  l o n g s a m pl e.  
D 0 8 8  Sil e nt s  M e g a d e m o.  V er y  i m pr e s si v e.
DI  3 4  G arfi el d  D e m o.  C o d  pi c c y ’s  of G arf y.  
DI 4 7  N ei g h b o ur s  Sli d e s h o w.  Hil ari o u s.
DI  5 0  Wi n d s urf er  Ar a m s  ( 2 di s k s/ 1  m e g).  V er y  g o o d.
DI  5 3  E PI C  G a m e  D e m o  ( 1 m e g).  A m a zi n g,  l a st s f or 

a g e s
DI 6 0  E x o d u s  R e al  3 D.  Wi c k e d  pi c s.  
DI 6 9  B u d br ai n  M e g a d e m o  2.  W ell  ‘ar d.  
D 1 8 7  B at m a n  T h e  M o vi e  ( 1 m e g).  C o ol  s o u n d  &  A ni m.  
DI  9 0  Ir a q D e m o.  V er y  g o o d  a n d  f u n n y.
DI 9 4  Pr ol o gi c  P A R T Y  Ti m e.  G o o d  l o n g d e m o.  
D 2 0 5  W al k er  1  a ni m  ( 2 M E G,  2  di s k s)  T h e  ori gi n al  

cl a s si c.
W al k er  2  a ni m  ( 2 m e g,  2  di s k s).  A n ot h er  bi g  o n e.  
Dr u n k e n  S k ull s  a  E q u a m a ni a  2.  C o ol  G F X  &  
m u si c .

D 2 0 9  Tr o n  t h e li g ht c y cl e s  ( 2 di s k s  1  M e g)  L o n g  &  
a m a zi n g.

D 2 1 7  Sl y c at h  D e m o  C o m p  1.  5  c o ol  d e m o s
D 2 2 2  M a g n eti c  Fi el d s  H y st er e si s.  T ot all y  F a b!  G et  it! 
D 2 2 3  A d v a n c e  h a m  i n v a si o n. T h e  b e st  pi c s  o n  

a n  A mi g a!
D 2 2 4  A n ar c h y  S y st e m  Vi ol at or.  M e g a  c o ol  d e m o!  
D 2 2 5  Sl y c at h  D e m o  C o m p  2.  5  a m a zi n g  d e m o s

M U SI C

M 0 0 2  R o g er  R a mj et  R e mi x.  V er y  g o o d  &  l o n g. 
M 0 1 1 D- M o b  2.  C o ol  &  f u n k y m u si c.
M 0 1 2  D- M o b  4  ( 2 di s k s).  M or e  c o ol  m u si c.  
M 0 2 6  A mi g a  C h art  Mi x  5.  Ni c e  b e at y  st uff.
M 0 2 9  D- M o b  M u si c  3.  C o ol  l o n g m u si c  mi x.  
M 0 3 3  D er e k  &  Cli v e  ( 2 di s k s).  V er y  f u n n y, G et  it!
M 0 3 4  .. ............------
M 0 3 5  
M 0 3 6  
M 0 3 7

M 0 3 8  Di git al  C o n c ert  5.  C o ol.
M 0 3 9  Di git al  C o n c ert  6.  V er y  g o o d  mi x.
M 0 4 9  B e n  Elt o n  ( X X X). V er y  f u n n y.
M 0 6 4  S o u n d  At a x  2. 1 0  c o ol  bit s  of  m u si c.
M 0 7 0  S c o o p e x' s  S h a d o w  of  t h e b e a st  m u si c.  C o ol
M 0 7 5  1 0 0  C 6 4  T u n e s.  Ni c e  m u si c.
Ml  1 2  J arr e  R e v ol uti o n s.  C h e c k  it o ut!
Ml  1 4  B ett y  B o o!  J u st  d oi n g  t h e d o!
Ml 2 5  R. A. F.  M e g a mi x  2  ( 2 di s k s)  V er y  g o o d  a n d  l o n g
Ml 3 4  Mi a mi  Vi c e  T h e m e  ( 4 di s k s)  E R. v er y,  v er y  l o n g.
Ml  3 8  T h e  Si m p s o n s.  D o  t h e B art m a n  ( 3 di s k s)  C o ol.
Ml 4 1 Dirt y  D a n ci n g.  V er y  g o o d  s a m pl e.
M 1 4 3  T wi n  P e a k s  T h e m e.  G o o d.
Ml  5 2  Pr ol o gi c  m u si c  6.  5  c o ol  t u n e s.

T ot al  R e mi x  ( 2 di s k s)  U ZI  9 m m.  F u n n y.  
Di git al  C o n c ert  2.  Wi c k e d  m u si c  mi x  
Di git al  C o n c ert  3.  O ur  f a v o urit e. 
Di git al  C o n c ert  4.  A n ot h er  g o o d  o n e.

U 0 0 2  U E DI T  W O R D  P R O C E S S O R.  G o o d.
U 0 0 4  S o u n dtr a c k er  c oll e cti o n  ( 3 di s k s).  V er y  g o o d.
U 0 1 0  G h o st  Writ er  &  R ai n b o w  Writ er.  D e m o  m a k er s.
U 0 1 4  Fl e x y b a s e.  G o o d  D at a b a s e.
U 0 2 0  D o p e  I ntr o M a k er.  M a k e  y o ur  o w n  d e m o s.
U 0 2 1  Ulti m at e  I c o n Di s k.  L o a d s  of  I c o n s &  E dit or s.
U 0 2 4  S.I. D  C LI  Utilit y.  A m a zi n g  Cli  t o ol, v er y  u s ef ul.
U 0 3 7  M e d  V 2. 0 1.  G o o d  m u si c  m a k er.
U 0 3 9  A mi b a s e  V 3. 7 6.  V er y  g o o d  d at a b a s e.
U 0 4 7  J a z z b e n c h. M u c h  b ett er  w or k b e n c h.
U 0 4 8  V. C.  S pr e a d s h e et.  V er y  g o o d.
U 0 6 2  Ulti m at e  C o pi er  &  Vir u s  Kill er  Di s k.  L o a d s  of  

c o pi er s.
U 0 6 3  Cli p  Art.  A ni m al s,  c art o o n,  mi s c,  P e o pl e  &  

Z o di a c.
U 0 6 4  M or e  Cli p  Art,  b uil di n g s,  X m a s,  tr a n s p ort &  mi s c.  
U 0 6 5  P a g e s ett er  Cli p  Art.  L o a d s  of  art  o n  all  t o pi c s. 
U 0 6 6  C- Li g ht.  ( 1 m e g).  V er y  g o o d.
U 0 6 9  N ort h  C  1. 3  ( 2 di s k s).  L at e st  v er si o n.
U 0 7 0  P a s c al  P C Q  1. 1.  C o ol  p a s c al  st uff.
U 0 7 1  Ri p p er s,  4 5  m u si c  ri p p er s o n  1  bi g  v al u e  di s k.

G A M E S

G 0 0 1  St ar  Tr e k  3  ( 2 di s k s).  T h e  b e st  P. D.  g a m e
G 0 0 8  B o ar d  G a m e s,  M o n o p ol y  et c  et c.
G 0 1 0  W h e el  of  f ort u n e. G o o d  g a m e.
G 0 1 6  T e n ni s  ( 1 m e g).  G o o d  g a m e  i n cl u d e s s p e e c h
G 0 1 7  P s e u d o  C o p  G a m e.  E D  2 0 9
G 0 1 9  P ar a n oi d.  G o o d  br e a k o ut  cl o n e.

All  titl e s ar e  o nl y  9 9 p  p er  di s k,  pl e a s e  a d d  5 0 p  P + P  t o t ot al. Pl e a s e  m a k e  all  c h e q u e s/ P O' s  p a y a bl e  

t o Ulti m at e  P. D.  S e n d  all  or d er s  t o U L TI M A T E  P. D.,  

4 4  F E S TI NI O G  R D,  G A B A L F A,  C A R DI F F,  C F 4  2 Q S,  W A L E S.

T E L:  0 2 2 2  6 1 7 2 0 1
T h e  U L TI M A T E  P. D.  c at al o g u e  di s k  i s a v ail a bl e  f or o nl y  7 5 p  or  fr e e 

wit h  or d er s  of  2  di s k s  or  m or e.

E U R O P E  A D D  2 5 p  R E S T  O F  T H E  W O R L D  A D D  5 0 p.

U L TI M A T E  P. D.  h a s  t h e f a st e st, fri e n dli e st a n d  m o st  r eli a bl e s er vi c e  ar o u n d.  

All  or d er s  ar e  b a c k  i n t h e p o st  o n  t h e s a m e  m or ni n g.  

Or d er  1 0  di s k s  a n d  c h o o s e  1  fr e e.
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RI V E R D E N E  P D L
wit h

C O M P U T E R  VI SI O N S
pr e s e nt

★  ★  ★  I N T R O D U C T O R Y O F F E R  ★  ★  ★
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A. T. F.  II............................................. £ 1 3. 4 9
A di d a s  F o ot b all ............................ £ 1 3. 4 9

3  Al c atr a z ..........................................£ 1 3. 4 9
Al p h a  W a v e s ................................... £ 1 3. 4 9

| A q u a d v e nt ur er ..............................£ 1 3. 4 9
Ar m a g e d d o n .................................... £ 1 3. 4 9
Ar m al yt e ......................................... £ 1 3. 4 9
At o mi n o ........................................... £ 1 3. 4 9
A ut o mi c  R o b o ki d .......................... £ 1 3. 4 9
B a c k  t o t h e F ut ur e  P art  III......£ 1 3. 4 9

| B ar d s  T al e  P art  III.....................£ 1 3. 4 9

B attl e  C o m m a n d ........................... £ 1 3. 4 9
M  B attl e  I sl e.....................................£ 1 3. 4 9

Bill y  B o ul d er .................................. £ 1 3. 4 9
' Bill y  T h e  Ki d .................................£ 1 3. 4 9

Bl a d e  W arri or ................................ £ 1 3. 4 9
Blit z  Kri e g  M a y  1 9 4 0 ................. £ 1 3. 4 9

. Br at ...................................................£ 1 3. 4 9
I C a d a v er ...........................................£ 1 3. 4 9
I C a pti v e ............................................£ 1 3. 4 9

■  C ar- v u p ...........................................£ 1 3. 4 9
I C h a m pi o n  of  t h e R aj ..................£ 1 3. 4 9

' C h u c k  R o c k .....................................£ 1 3. 4 9
|| Cr e at ur e s  ......................................£ 1 3. 4 9
I Cri c k et  C a pt ai n ...........................£ 1 3. 4 9
i Cri m e  d o e s  n ot  P a y ....................£ 1 3. 4 9

Cri m e  W a v e .................................... £ 1 3. 4 9
Cr ui s e  f or a  C or p s e ..................... £ 1 3. 4 9
C y b er c o m  III.................................. £ 1 3. 4 9
Dr e a d ................................................. £ 1 3. 4 9
E pi c .................................................... £ 1 3. 4 9
E p o c h ................................................. £ 1 3. 4 9
E s w at ................................................ £ 1 3. 4 9
E ur o p e a n  S u p er  L e a g u e .............. £ 1 3. 4 9
Fli m b o s  Q u e st ............................... £ 1 3. 4 9
Fli p pit  &  M a g n o s e ........................ £ 1 3. 4 9
Fl o n k .................................................. £ 1 3. 4 9
F ut ur e  S o c c er ................................ £ 1 3. 4 9
G a h a n gir  K h a n  S q u a s h ................ £ 1 3. 4 9
G a u ntl et  III..................................... £ 1 3. 4 9
G o d s ................................................... £ 1 3. 4 9
G ol d  of  t h e A zt e c s ...................... £ 1 3. 4 9
G ol d e n  A x e ...................................... £ 1 3. 4 9
G u n  B o at ........................................... £ 1 3. 4 9
H ar d  Dri vi n  II............................. .... £ 1 3. 4 9
H er o q u e st ........................................ £ 1 3. 4 9
Hill  Str e et  Bl u e s .......................... £ 1 3. 4 9
H orr or  Z o m bi e s  fr o m 
t h e Cr y pt ..............................
H u nt  f or R e d  O ct o b er .......
H y dr a ......................................
I nt er n ati o n al I c e H o c k e y  
J a m e s  P o n d ..........................
K at a ki s ..................................
Killi n g  Cl o u d ........................ 
Killi n g  G a m e  S h o w ...........
Lif e  a n d  D e at h ....................

. £ 1 3. 4 9 

. £ 1 3. 4 9 

. £ 1 3. 4 9 

. £ 1 3. 4 9 

. £ 1 3. 4 9 

. £ 1 3. 4 9 

. £ 1 3. 4 9 

. £ 1 3. 4 9 

. £ 1 3. 4 9 

. £ 1 3. 4 9 
M a gi c  G ar d e n ................................. £ 1 3. 4 9
M a n c h e st er  U nit e d  .....................£ 1 3. 4 9
M a n c h e st er  U nit e d  E ur o p e a n .... £ 1 3. 4 9  
M et al  M a st er s ............................... £ 1 3. 4 9
Mi g ht er  B o m bj a c k ....................... £ 1 3. 4 9
M o nt y  P yt h o n ................................ £ 1 3. 4 9
M o o n bl a st er ................................... £ 1 3. 4 9
M o o n s hi n e  R a c er .......................... £ 1 3. 4 9
M u d  S p ort s ..................................... £ 1 3. 4 9

L ot u s  E s prit

M u d s ..................................................£ 1 3. 4 9
N. Y.  W arri or s .................................£ 1 3. 4 9
N ar c ..................................................£ 1 3. 4 9
N ar c o  P oli c e ................................... £ 1 3. 4 9
N a v y  S. E. A. L. S ................................. £ 1 3. 4 9
Ni g ht  H u nt er ................................... £ 1 3. 4 9
Ni g ht  S hift ...................................... £ 1 3. 4 9
Ni n e  Li v e s ......................................£ 1  3. 4 9
Ni nj a  R e mi x .................................... £ 1 3. 4 9
N u cl e ar  W ar .................................... £ 1  3. 4 9
O o p s  U p ............................................. £ 1 3. 4 9
O p er ati o n  St e alt h ........................ £ 1 3. 4 9
O p er ati o n  T h u n d er b olt ............... £ 1 3. 4 9
Ori e nt al  G a m e s ............................. £ 1 3. 4 9
P. G. A.  T o ur  G olf ............................. £ 1 3. 4 9
P a n g ................................................... £ 1 3. 4 9
P a ni c  St ati o n s .............................. £ 1 3. 4 9
P a n z a  Ki c k  B o xi n g ....................... £ 1  3. 4 9
P ari si e n  Ni g ht s ............................. £ 1 3. 4 9
P o p ul o u s .......................................... £ 1 3. 4 9
Pr e d at or  II...................................... £ 1 3. 4 9
Pr e hi st ori c  T al e ........................... £ 1 3. 4 9
Q 8  T e a m  F or d ................................. £ 1 3. 4 9
R e d st ar  Ri si n g .............................. £ 1 3. 4 9
R e stri ct er ....................................... £ 1 3. 4 9
Ri c k  D a n g er o u s  II......................... £ 1 3. 4 9
Ri d er s  of  R o h a m ........................... £ 1 3. 4 9
R o b o c o p  II....................................... £ 1 3. 4 9
R o g u e  Tr o o p er ............................... £ 1  3. 4 9
R ot at or ............................................. £ 1 3. 4 9
S. C.I.  C h a s e  H. Q.  II........................ £ 1 3. 4 9
S e cr et  A g e nt  Sl y  S p y ................. £ 1 3. 4 9
S e cr et  of  M o n k e y  I sl a n d........... £ 1 3. 4 9
S h a d o w  D a n c er .............................. £ 1 3. 4 9
S h uttl e ............................................. £ 1 3. 4 9
S k at e  or  Di e ................................... £ 1  3. 4 9
S ki  or  Di e ........................................ £ 1 3. 4 9
S k ull  a n d  Cr o s s b o n e s ................. £ 1 3. 4 9
S p e e d b ull  II.................................... £ 1 3. 4 9
S p y  W h o  L o v e d  M e ........................ £ 1 3. 4 9
St or m b all ........................................ £ 1 3. 4 9
St u nt  C ar  R a c er ............................ £ 1 3. 4 9
S u p er  M o n a c o  G P .......................... £ 1 3. 4 9
S u p er  Off  R o a d  R a c er ................. £ 1 3. 4 9
S u p er c ar s  II................................... £ 1 3. 4 9
S wi v .................................................. £ 1 3. 4 9
T e a m  S u z u ki ................................... £ 1  3. 4 9
T e e n a g e  M ut a nt  H er o  T urtl e s  .. £ 1 3. 4 9 
T e nt a cl e ........................................... £ 1 3. 4 9
T e st  Dri v e  II ( T h e D u el) ............ £ 1 3. 4 9
T h e  Fi n al  A s s a ult .............................£ 1 3. 4 9  .
T h e  I m m ort al................................. £ 1  3. 4 9
T hr e e  M u s k et e er s ........................ £ 1 3. 4 9
T o ki .................................................... £ 1 3. 4 9
T ot al  R e c all ................................... £ 1  3. 4 9
T o y ot a  Sili c a  G T  R all y .............. £ 1 3. 4 9
Tri vi al  P ur s uit .............................. £ 1 3. 4 9
T urri c a n  II...................................... £ 1 3. 4 9
T y p h o o n ............................................ £ 1  3. 4 9
Ulti m at e  Ri d e ................................ £ 1 3. 4 9
V a c ci n e  Ti n .................................... £ 1 3. 4 9
Vi ki n g  C hil d  II............................... £ 1 3. 4 9
Vi z ......................................................£ 1 3. 4 9
V o o d o o  Ni g ht m ar e ....................... £ 1 3. 4 9
W. L. F ................................................... £ 1 3. 4 9
W orl d  C h a m pi o n s hi p  S o c c er ........£ 1 3. 4 9

—

T h e s e  a b o v e  pri c e s  ar e  o nl y  a v ail a bl e  t o o ur  cl u b  m e m b er s.  
A n n u al  m e m b er s hi p:-  £ 6. 0 0

E v er y  m e m b er  r e c ei v e s o ur  m o nt hl y  c at al o g u e  wit h  o v er  3 0 0 0  
it e m s t o c h o o s e  fr o m.

T el e p h o n e  e n q uiri e s  ar e  w el c o m e.

O R D E R  A S  Y O U  J OI N
N a m e....

A d dr e s s

P o st  C o d e

j M E M B E R S HI P  F E E:-  P L E A S E  E N C L O S E £ 6. 0 0

£

! I T E M £

! I T E M £

j I T E M £

j I T E M £!

j P + P  a d d  £ 1. 0 0  p er  it e m T ot al:- £

A d d  P + P  w h er e  a p pli c a bl e

C h e q u e s/ p o st al  or d er s  p a y a bl e  t o G a m e s  G al or e

I N R E A DI N G  

B E R K S HI R E

O n e  of  t h e fir st i n t h e c o u ntr y  wit h  t h e n e w  C o m m o d or e  

C D T V.  C all  i nt o o ur  s h o p  f or a  d e m o n str ati o n  of  t hi s f a b ul o u s 

n e w  c o n c e pt  i n e x cit e m e nt,  e nt ert ai n m e nt  a n d  e d u c ati o n  f or 

o nl y  £ 5 9 9  i n cl u si v e of  V A T.  I nfr a r e d r e m ot e c o ntr ol  a n d  

r e a d y t o pl a y  C D T V  di s c s  ar e  i n cl u d e d i n t h e pri c e.  

F ull  r a n g e of  C D T V  s oft w ar e  al s o  a v ail a bl e.

P U B LI C  D O M AI N  P A C K S  

O N L Y  £ 5. 5 0

D E M O  P A C K:  H y st er e si s,  S p a c e d  O ut  &  B art  Si m p s o n  

G A M E S  P A C K:  P a c m a n  8 7,  Bli z z ar d  &  Dri p

M U SI C  P A C K:  M e d  V 3,  Pr o- Tr a c k er  &  S a m pl e s  

H O M E  U TI LI TI E S:  W or d wri g ht,  D- C o p y  &  B a n k  N

F R E E  P D  C A T A L O G U E  O N  DI S K
( pl e a s e st at e  At ari  S T  or  A mi g a)

w h e n  y o u  s e n d  a  bl a n k  di s k  a n d  S A E  t o RI V E R D E N E  P D L  
A C C E S S  A N D  VI S A  w el c o m e

3 O a  S C H O O L  R O A D,  TI L E H U R S T,  
R E A DI N G,  B E R K S HI R E  R G 3  5 A N

B ^j|  T E L:  ( 0 7 3 4) 4 5 2 4 1 6 F A X:  ( 0 7 3 4) 4 5 1 2 3 9

A mi g a  M o u s e

1 4 0 0  c at al o g u e d  di s k s

Utiliti e s,  S o u n dtr a c k er  m o d ul e s/i n str u m e nt s  
pi ct ur e s,  art  et c  et c.

Fr e e  u p d at e d  c at al o g u e  di s k  s e nt  wit h  or d er s

B u y  1 0  P D  di s k s  a n d  c h o o s e  o n e  fr e e.

A  s m all  s el e cti o n  fr o m o ur  g a m e s  li st:

G a m e s  0 2 9

G a m e s  0 3 1

G a m e s  0 3 2

G a m e s  0 3 3

Fi s h  4 2 1

7  Titl e s  

B attl ef or c e  

R et ur n  t o E art h  

M e g a b all  

Z o n

A m o s  0 6 2

A m o s  0 9 7

A m o s  0 8 5

A m o s  0 8 5

Ar c a di a

D y n a mit e  Di c k  

R e v er si

S n a k e s  ' n'

L a d d er s

S e n d  7 0 p  f or C at al o g u e  Di s k.  F a st  R eli a bl e  S er vi c e  
£ 1. 0 0  p er  di s k 5 0 p  P o st  &  P a c ki n g  

£ 2. 5 0  E ur o p e

A mi g a  M o u s e
1 8 2 a  Hi g h  Str e et,  M ar g at e,  K e nt.

T el:  0 8 4 3- 2 2 8 1 6 6
■------------------ Cr e dit  c ar d s  a c c e pt e d  wit h  or d er s  o v er  £ 1 0



T H E  L A S T  V E H R  S  G A M E S T H E  B O T T O M  LI N E

A L P H A  W A V E S
I nf o g r a m e s £ 2 5. 9 9

★

U p p er s  - Ni c e  3 D  b o u n ci n g  r o m p. 
Bi z arr e,  b ut  e n d e ari n g.  D o w n er s  - 

It t e n d s t o f e el li k e a n  e x e c uti v e  t o y, 
a n d  a  v er y  e x p e n si v e  o n e  at  t h at.
T h e  B ott o m  Li n e  - A  n o v el  
di v er si o n  b ut  n o  gr e at  s h a k e s.  ★ ★

T H E  A M A ZI N G  
S PI D E R M A N
E m pir e  £ 2 4. 9 9
U p p er s  - Ol d  f a s hi o n e d pl atf or m  
g a m e pl a y  still  h ol d s  u p  w ell.  
D o w n er s  - Ti n y  s prit e s  a n d  - 
l et’s  f a c e it - it all  l o o k s r at h er 
cr a p  w h e n  y o u  fir st s e e  it. T h e  

B ott o m  Li n e  - F u n,  b ut  d o  y o u  
r e all y w a nt  t o f or k o ut  2 5  q ui d  f or 
w h at ’s  b a si c all y  a  cr u m bl y  ol d  8-  
bit  g a m e ?  ★ ★

A MI G A  
E N C O U N T E R
N o v a g e n  £ 2 0. 4 2

U p p er s  - V er y  f a st a n d  
at m o s p h eri c.  D o w n er s  - It’s  j u st 
B attl e z o n e  y et  a g ai n.  I n cr e di bl y t hi n 
g a m e pl a y  f or a  f ull- pri c e 1 6- bitt er.  
T h e  B ott o m  Li n e  - G o o d  ol d-  
f a s hi o n e d z o o mi n g ’ n ’ bl a sti n g  f u n, 
b ut  it r e all y s h o ul d  h a v e  b e e n  a  
b u d g et  g a m e.  ★ ★ ★

A R M O U R-  
G E D D O N
P s y g n o si s  £ 2 5. 9 9

U p p er s  - L ot s  of  t a n k s, l ot s of  
pl a n e s,  l ot s of  pl a c e s  t o g o.  It' s d e e p  
a n d  wi d e  a n d  t all ( a n d g o o d-l o o ki n g  
t o b o ot).  D o w n er s  - T a k e s  a  l ot of  
s elf- di s ci pli n e  t o pl a y  pr o p erl y.  T h e  

B ott o m  Li n e  - A  n at ur al  s u c c e s s or  
t o C arri er  C o m m a n d,  a n d  - it h a s  t o 
b e  s ai d  - a w ort h y  o n e  t o o.
★ ★ ★ ★

A R N H E M
C C S  £ 1 9. 9 5

U p p er s  - A  8- bit  cl a s si c  w ar g a m e  
fi n all y br o u g ht  t o A mi g a  o w n er s.  
D o w n er s  - ... b ut n o b o d y  r e all y 
w a nt e d  it a n y w a y. T h e  B ott o m  

Li n e  - Pri miti v e  b e y o n d  b eli ef  - 
e v e n  w ar g a m er s  s h o ul d  gi v e  it a  

wi d e  b ert h.  ★

A- 1 0 T A N K

KI L L E R
D y n a mi x  ( Si err a) £ 3 5. 7 5

U p p er s  - A  w e alt h  of  t y pi c al fli g ht 
si m- st yl e  d et ail,  a n d  a  g e n ui n e  
f e eli n g of  t a ki n g p art  i n a  c o nfli ct.  
D o w n er s  - G a m e pl a y  s uff er s  d u e  
t o t h e sl u g gi s h  fr a m e r at e a n d  l a c k of  
fl yi n g ‘f e el’. T h e  B ott o m  Li n e  - A  
i nt er e sti n g b ut  fl a w e d att e m pt  at  
t a ki n g t h e fli g ht si m ul ati o n  g e nr e  a  

st a g e  f urt h er. ★ ★ ★

A T F  II
Di git al  I nt e gr ati o n £ 2 4. 9 9  
U p p er s  - G o o d  ol d-f a s hi o n e d  3 D  
fl y- a n d- s h o ot g a m e.  D o w n er s  - 

It’s  n o  fli g ht si m.  T h e  B ott o m  

Li n e  - F u n  a s  f ar a s  it g o e s.  ★ ★

A T O MI C  
R O B O KI D
A cti vi si o n  £ 2 4. 9 9
U p p er s  - Pl e nt y  of  l e v el s, pl e nt y  
of  a cti o n.  D o w n er s  - N ot  
p arti c ul arl y  f a st ( a n d c ert ai nl y  n ot  
n e w!)  T h e  B ott o m  Li n e  - 

R e a s o n a bl e  str ai g htf or w ar d  
s h o ot- ’e m- u p  i n t h e ‘s o n  of  FI-  

T y p e'  v ei n.  ★ ★  

A T O MI N O
P s y g n o si s  £ 2 5. 9 9

U p p er s  - E a s y  t o pi c k  u p,  wit h  
t h o u s a n d s of  l e v el s t o k e e p  y o u  
g oi n g.  D o w n er s  - C a n  c o v al e nt

b o n di n g  b e  f u n ? W e'r e  n ot  s ur e.  
R at h er  s a m e y;  v er y  t o u g h; cr a p  
m u si c.  T h e  B ott o m  Li n e  - Si mil ar  
t o Pi p e  M a ni a  i n s o m e  w a y s  - if y o u  
li k e d t h at, tr y t hi s.
★ ★ ★

B A C K  T O  T H E  
F U T U R E  P A R T  III
I m a g e W or k s  £ 2 4. 9 9

U p p er s  - V ari et y,  n e at  
a ni m ati o n,  s o m e  d e c e nt  j o k e s. 
D o w n er s  - B ut  fil m li c e n c e s 
n e arl y  al w a y s  f e el t o o t hi n t o b e  
w ort h  2 5  q ui d...  T h e  B ott o m  

Li n e  - ... a n d t hi s o n e ’s  n o  
diff er e nt.  F u n  b ut  sli g ht.  ★ ★ ★

B A D L A N D S
T e n g e n  ( D o m ar k) £ 1 9. 9 9
U p p er s  - A  cl o s e  c o n v er si o n...
D o w n er s  - ... of a  cr a p  
o v er h e a d- vi e w  ar c a d e r a c e 
g a m e.  T h e  B ott o m  Li n e  - S o  
w or k m a nli k e  it s j e a n s h a n g  o v er 
it s ar s e.  ★ ★

T H E  B A L L  G A M E
El e ctr o ni c  Z o o  £ 2 5. 9 9  
U p p er s  - Si mil ar  t o t h e e x c ell e nt  
b ut  u n-r el e a s e d  I nf e cti o n p u z zl e  
g a m e.  D o w n er s  - T h e  c o n c e pt  i s 
s p oil e d  b y  s e n s el e s s  c h a n g e s  t o 
t h e r ul e s. T h e  B ott o m  Li n e  - 

I nt er e sti n g, b ut  i n e ptl y e x e c ut e d.  
★ ★

T H E  B A R D ’S  
T A L E  III - T HI E F  
O F  F A T E
El e ctr o ni c  Art s  £ 2 4. 9 9  
U p p er s  - A  s ati sf yi n g  b o ut  of  
m o n st er  b a s hi n g  t o a p p e al  t o t h e 
u s u al  B ar d ’s  T al e  m o b.  D o w n er s  - 

N e w  i d e a s a n d  f a n c y pr o gr a m mi n g  
ar e  s a dl y  l a c ki n g. T h e  B ott o m  Li n e  

- M o n u m e nt all y  u n s p e ct a c ul ar,  b ut  
ki n d a  ni c e  all  t h e s a m e.  O n e  f or t h e 
h ar d e n e d  D & D  fr e a k. ★ ★ ★

B. A. T.
U bi  S oft  £ 2 9. 9 9
U p p er s  - I nt er g al a cti c i ntri g u e i n 
a  n o v el  i nt er a cti v e c o mi c  b o o k  
st yl e.  D o w n er s  - P er h a p s  a  littl e 
t o o l eft- of- c e ntr e f or s o m e.  T h e  

B ott o m  Li n e  - V er y  diff er e nt,  
a n d  a ct u all y  v er y  g o o d.  ★ ★ ★

B A T T L E  
C O M M A N D
O c e a n  £ 2 4. 9 9
U p p er s  - L o a d s  of  mi s si o n s,  

at m o s p h eri c  s oli d  3 D  gr a p hi c s  
(i e l ot s of  gr e e n),  pl u s  a  g o o d  mi x  
of  str at e g y  a n d  bl a sti n g.  
D o w n er s  - T a k e s  a  w hil e  t o g et  
i nt o; s o m e  o d d  ( a n d i m p o s si bl e 
t o c o m pl et e)  mi s si o n s.  T h e  

B ott o m  Li n e  - If y o u ’v e  g ot  t h e 
s elf- di s ci pli n e  t o p er s e v er e  p a st  
a n  u ni n s piri n g  st art,  t hi s i s a  
w ort h y  f oll o w- u p t o t h e cl a s si c  
C arri er  C o m m a n d.  ★ ★ ★

B A T T L E M A S T E R
P S S  £ 2 9. 9 9

U p p er s  - A  tir e d f a nt a s y/ str at e g y 
pl ot  gi v e n  n e w  l e a s e of  lif e b y  
e x c ell e nt  gr a p hi c s  a n d  o o dl e s  of  
pl a y a bilit y.  D o w n er s  - Ar c a d e  
j u n ki e s n e e d  n ot  a p pl y,  d e s pit e  
t h e a b u n d a n c e  of g e n o ci d al  
m a y h e m.  T h e  B ott o m  Li n e  - 

Tr y  it - y o u  m a y  b e  s ur pri s e d.  
★ ★ ★

B E T R A Y A L
R ai n bir d  £ 2 9. 9 9
U p p er s  - F a nt a s y  bl e n d e d  wit h  
str at e g y  a n d  s o m e  ni c e  gr a p hi c al  
t o u c h e s off er s  a n  i ntri g ui n g 
h y bri d.  D o w n er s  - T h e  g a m e  
r e all y n e e d s  s e v er al  h u m a n  
pl a y er s  t o m a k e  it e x citi n g.  T h e  

B ott o m  Li n e  - O n c e  a g ai n  
R ai n bir d  att e m pt  s o m et hi n g  a  
littl e bit  diff er e nt.  ★ ★ ★

BI L L  &  T E D ’S  
E X C E L L E N T  
A D V E N T U R E
C a p st o n e  ( A c c ol a d e) 
£ 2 4. 9 9

U p p er s  - I n o ur  h u m bl e  o pi ni o n,  a  
m o st  e x c ell e nt  s u bj e ct  f or a  li c e n c e. 
T h e  g a m e  e v e n  m a n a g e s  t o c a pt ur e  
s o m e  of  t h e fl a v o ur of  t h e b o d a ci o u s  
fil m t o o. D o w n er s  - B ut  t h at 
d o e s n ’t st o p  it b ei n g  a  str o ntj  
c o nt e n d er  f or t h e ‘W e a k e st  
G a m e pl a y  I n T h e  W orl d ’ a w ar d.  It' s 
al s o  w a y,  w a y  t o o e a s y  t o c o m pl et e,  
e v e n  at  t h e hi g h er  l e v el s. T h e  
B ott o m  Li n e  - S o m et hi n g  of  a 
mi s s e d  o p p ort u nit y.  L et ’s  h o p e  f or 
b ett er  t hi n g s if t h e y m a k e  a  g a m e  of  

t h e fil m s e q u el... ★ ★

B L U E  M A X
Mi n d s c a p e  £ 3 4. 9 9

U p p er s  - L e s s  t e c hi e t h a n m o st  
fl yi n g t h a n g s. S o m e  r at h er s piffi n g  
s o u n d  c o m pli m e nt s  t h e W WI  f e el 
ni c el y.  D o w n er s  - N ot  a  wi n n er  i n 
t h e u s er-fri e n dli n e s s  st a k e s,  a n d  t h e 
sl o w  a n d  sl o p p y  m ai n  g a m e  n e v er  
( a h e m) r e all y t a k e s off.  T h e  B ott o m  

Li n e  - D ull.  N ot  t h e d efi niti v e  bi ­
pl a n e  g a m e  f or Bi g gi e s  b uff s  it 

s h o ul d  h a v e  b e e n.  ★

B O TI C S
Kri s ali s  £ 1 9. 9 9
U p p er s  - Ni c e  s o u n d;  f ut uri sti c 
gr a p hi c s.  D o w n er s  - A b s ol ut el y  
dir e  P o n g- st yl e  g a m e pl a y.  T h e  

B ott o m  Li n e  - G et  o ut  of  h er e!  ★

B R A T
I m a g e W or k s  £ 2 4. 9 9

U p p er s  - V er y  pr ett y,  v er y  s m o ot h,  
v er y  c h all e n gi n g.  D o w n er s  - ... a n d 

v er y,  v er y  irrit ati n g i n d e e d, e s p e ci all y  
if y o u  h at e  t h e c e ntr al  c h ar a ct er.  T h e  

B ott o m  Li n e  - O k a y  if y o u  pl a y  it 
wit h  t h e s o u n d  off.
★ ★ ★

B R E A C H  2
I m pr e s si o n s £ 2 4. 9 9
U p p er s  - Sti c k  wit h  it a n d  y o u ’ll 
fi n d a n  i m m e n s el y r e w ar di n g 
s p a c e/ str at e g y  bl a st  wit h  l o a d s of  
l e v el s. D o w n er s  - S cr a p p y  
gr a p hi c s  a n d  s o m e  a w k w ar d  
q uir k s  will  d et er  m a n y.  T h e  

B ott o m  Li n e  - L o v e d  L a s er  

S q u a d ?  T h e n  y o u ’ll pr o b a bl y  t a k e 
a  s hi n e  t o Br e a c h  2.  ★ ★

C A B A L
O c e a n  £ 2 4. 9 9
U p p er s  - S ur pri si n gl y  e nj o y a bl e  
O p er ati o n  W olf  v ari a nt.  D o w n er s  

- Ki n d er g art e n  gr a p hi c s  a n d  n o  
g a m e  d e pt h.  T h e  B ott o m  Li n e  - 

R e a s o n a bl e  t w o- pl a y er bl a sti n g  
f or a n  h o ur  or  t hr e e. ★ ★

C A D A V E R
I m a g e W or k s  £ 2 4. 9 9
U p p er s  - G or g e o u sl y  
at m o s p h eri c  gr a p hi c s;  a  g o o d  

mi x  of  p u z zli n g  a n d  h a c ki n g.  
D o w n er s  - O n e  or  t w o irrit ati n g 
m o m e nt s  a n d  it’s  all  a  bit  l a c ki n g 
i n t h e e x cit e m e nt  d e p art m e nt.
T h e  B ott o m  Li n e  - A  ni c e  bl e n d  
of  3 D  gr a p hi c s  a n d  a d v e nt uri n g  
( b ut it’s  n ot  a  cl a s si c).  ★ ★ ★

C A D A V E R  - T H E  
P A Y O F F
R e n e g a d e  £ 1 6. 9 9

U p p er s  - A  w o n d erf ul  a d d- o n  f or 
f a n s of  t h e fir st C a d a v er.  D o w n er s  - 

N ot  a  l ot of  u s e  f or a n y o n e  el s e  
t h o u g h. T h e  B ott o m  Li n e  - If 
y o u ’v e  g ot  t h e ori gi n al,  t hi s i s n’t s u c h  
a  b a d  pri c e  t o p a y  f or m or e  of  t h e 
s a m e.  Mi n d  y o u,  s e v e nt e e n  q ui d  i s a  
bit  st e e p  f or w h at  i s o nl y  a n  a d d- o n  

t o a n  ol d  g a m e.  ★ ★ ★

C A P TI V E
Mi n d s c a p e  £ 2 4. 9 9
U p p er s  - N e at  i c o n- c o ntr ol 
s y st e m  e n h a n c e s  a n  at m o s p h eri c  
( a n d m a s si v e)  e x pl or ati o n  
c h all e n g e.  D o w n er s  - T h e g a m e  
s y st e m  i s q uit e  si mil ar  t o 
D u n g e o n  M a st er,  s o  j o y sti c k 
fr e a k s w o n ’t fi n d m u c h  t o e nj o y  
h er e.  T h e  B ott o m  Li n e  - A  
g e n ui n e  A mi g a  cl a s si c.  ★ ★ ★ ★

C A R T H A G E
P s y g n o si s  £ 2 4. 9 9
U p p er s  - E x c ell e nt  gr a p hi c s  a n d  
s o m e  nift y  ar c a d e  s e q u e n c e s.  
D o w n er s  - B ut  u n d er n e at h  it’s  a  
di sti n ctl y  a v er a g e  str at e g y  g a m e.
T h e  B ott o m  Li n e  - D e s pit e  
a p p e ar a n c e s,  n ot  o n e  f or t h e 
j o y sti c k j u n ki e s o ut  t h er e. ★ ★ ★

C A R- V U P
C or e  D e si g n  £ 2 4. 9 9

U p p er s  - A s  c ut e  a  littl e pl atf or m  
g a m e  a s  y o u  ar e  e v er  li k el y t o 
fi n d, a n d  wit h  a  p erf e ctl y  
b al a n c e d  diffi c ult y  l e v el t o o. 
D o w n er s  - It’s  pr ett y  si m pl e  - 
m or e  v ari et y  b et w e e n  t h e l e v el s 
w o ul d ’v e  b e e n  nl c e. T h e  B ott o m  

Li n e  - It mi g ht  n ot  p u s h  b a c k  t h e 
b o u n d ari e s  of  A mi g a  l ei s ur e 
s oft w ar e,  b ut  it’s  a  d a m n  fi n e 
g a m e.  ★ ★ ★ ★

•
 W el c o m e  t o T h e  B ott o m  Li n e.  E v er y  m o nt h  A MI G A  P O W E R  li st s t h e i m p ort a nt f ull pri c e  g a m e s  r el e a s e d o v er  

t h e p a st  y e ar,  c o m pl et e  wit h  pri c e,  p u bli s h er,  p oi nt s  f or ( or ‘U p p er s ’), p oi nt s  a g ai n st  ( or ‘D o w n er s ’) a n d,  of  

c o ur s e,  t h e all  i m p ort a nt B ott o m  Li n e.  E ntri e s  ar e  u p d at e d  e v er y  m o nt h,  wit h  ar o u n d  t hirt y n e w  g a m e s  a d d e d  a n d  a  

si mil ar  n u m b er  of  ol d er  o n e s  r e m o v e d e a c h  ti m e, w hil e  r ati n g s ar e  o ut  of  a  si m pl e  fi v e st ar s  ( or si x,  if y o u  c o u nt  t h e 

e s p e ci all y  s u p er  d u p er  r e d o n e s  a s  a n  e xtr a  st ar)  a n d  ar e  e x pl ai n e d  b el o w.  A n d  t h at' s m or e  or  l e s s it - y o ur  

c o m pl et e  g ui d e  t o t h e l a st y e ar' s  g a m e s.  N o w  y o u' v e  n o  e x c u s e  f or b u yi n g  a  pi e c e  of  cr a p  s oft w ar e  a g ai n!
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T H E  B O T T O M  LI N E T H E  L A S T  V E R B ’S  G A M E S

★ ★ ★ ★ ★  E x c ell e nt ★ ★ ★ ★ ★  N e arl y  t h er e ★ ★ ★ ★  V er y  g o o d ★ ★ ★  H a s  it s m o m e nt s  ★ ★  Fl a w e d  ★  Dir e

C E N T U RI O N
El e ctr o ni c  Art s  £ 2 4. 9 9

U p p er s  - F airl y  i nt er e sti n g 
m a n a g e m e nt  s e cti o n s  wit h  s o m e  
nift y  b attl e  s e q u e n c e s.  D o w n er s  - 

T w o  a p p alli n g  ar c a d e  s e cti o n s  bl o w  
it s c h a n c e s.  T h e  B ott o m  Li n e  - 

U n b al a n c e d.  ★ ★

C H A O S  S T RI K E S  
B A C K
Mirr or s oft  £ 2 4. 9 9
U p p er s  - C o m pl e x  a n d  
i n g e ni o u s p u z zl e s;  v er y  u s er  
fri e n dl y; gr e at  s o u n d.  D o w n er s  - 

Sli g htl y  ol d  f a s hi o n e d l o o ki n g. 
T h e  B ott o m  Li n e  - E n gr o s si n g  
r ol e pl a yi n g  a d v e nt ur e  u si n g  t h e 
D u n g e o n  M a st er  g a m e  s y st e m.  
★ ★ ★ ★

C H A S E  H Q  II
O c e a n  £ 2 4. 9 9
U p p er s  - W ell,  it’s  n ot  a s  
di s a str o u s  a s  t h e fir st c o n v er si o n.  
D o w n er s  - B ut  still  t er mi n all y 
a v er a g e.  It dri v e s  li k e a  bri c k.  
T h e  B ott o m  Li n e  - It l o o k s a s  
tir e d a s  Mi a mi  Vi c e.  ★ ★

C H U C K  R O C K
C or e  D e si g n  £ 2 4. 9 9

U p p er s  - H e a p s  of  c h ar a ct er  wit h  
s o m e  i n n o v ati o n i n t h e g a m e pl a y  f or 
o n c e.  D o w n er s  - A  t o u c h s h all o w  
a n d  a  t o u c h e a s y.  T h e  B ott o m  Li n e  

- Pr ett y  brilli a nt  pl atf or m er,  o n e  of  
t h e A mi g a' s  v er y  b e st.  ★ ★ ★ ★

C H U C K  
Y E A G E R ’S  
A D V A N C E D
F LI G H T  T R AI N E R  
2. 0
El e ctr o ni c  Art s  £ 2 4. 9 9
U p p er s  - A  v erit a bl e  air  f or c e of  
pl a n e s  t o fl y, wit h  pil e s  of  o pti o n s,  
mi s si o n s  a n d  e xt er n al  vi e w s.  
D o w n er s  - A  c o m pl et e  l a c k of  
s p e e d,  b a d  di s k  a c c e s s  a n d  n aff  
p er s p e cti v e  p ut  t h e d a m p er s  o n  t h e 
w h ol e  aff air.  T h e  B ott o m  Li n e  - 

L o w  fl yi n g fli g ht si m  - f ail s t o st a y  
wit h  t h e c o m p etiti o n.  ★ ★ ★  

C HI P ’S
* C H A L L E N G E
C D U S  G ol d  £ 2 4. 9 9
t - U p p er s  - L ot s  a n d  l ot s of  l e v el s;

t y pi c all y w ell  t h o u g ht o ut  c o n s ol e-  
st yl e  g a m e pl a y.  D o w n er s  - 

Si m pli sti c  gr a p hi c s;  l a c k of  d e pt h.
3 T h e  B ott o m  Li n e  - G o o d,  b ut  
0 n ot  t h e m o st  c h ar a ct erf ul  of  

p u z zl e  g a m e s.  ★ ★ ★

<  C O D E N A M E:
I C E M A N

o c  Si err a  £ 3 4. 9 9
hi  U p p er s  - G o o d  if y o u ’v e  al w a y s
>  f a n ci e d a  s u b m ari n e  si m ul at or

b olt e d  o nt o  Si err a ’s  u s u al  gr a p hi c  
O  a d v e nt ur e  e n gi n e.  D o w n er s  -

Q.  Fi v e  di s k s  of  sl o w- m oti o n  a cti o n.
T h e  B ott o m  Li n e  - N ot  Si err a ’s

<  b e st,  a n d  a  p o or  i ntr o d u cti o n t o
0  t h eir g a m e  st yl e.  ★ ★

i T H E  C O L O N E L ’S

<  B E Q U E S T
Si err a  £ 3 4. 9 9

©
U p p er s  - Mil dl y  i ntri g ui n g 
w h o d u nit,  wit h  t h at e v er  s o  
f a mili ar Si err a  st yl e  of  
pr e s e nt ati o n.  D o w n er s  - T erri bl e

gr a p hi c s,  h o ur s  of  t e di u m. T h e  

B ott o m  Li n e  - O v er pri c e d  a n d  
o v er  h er e.  Y o u  k n o w  y o u  d o n't  
w a nt  t o b u y  it r e all y. ★ ★

C O M B O  R A C E R
Gr e mli n  £ 1 9. 9 9
U p p er s  - Ultr a-f a st  3 D  a n d  a  
tr a c k d e si g n er  u p  t h e l o n g e vit y of  
t h e g a m e.  D o w n er s  - N aff  s o u n d  
a n d  a t ot all y ri di c ul o u s t w o- pl a y er 
o pti o n.  T h e  B ott o m  Li n e  - L a c k s  
s p ar kl e,  b ut  it’s  f ar fr o m b ei n g  a  
di s a st er.  ★ ★

C O M M A N D O
Elit e  £ 1 9. 9 9
U p p er s  - L o vi n gl y  r e cr e at e d 
c oi n- o p  bl a st- ’e m  s cr oll er.  
D o w n er s  - A s  f a s hi o n a bl e a s  a n  
a n or a k.  T h e  B ott o m  Li n e  - 

Cl a s si c  st uff,  p er h a p s  s o m e w h at 
o v er pri c e d  f or s o m et hi n g  s o  
pri miti v e.  ★ ★ ★

C O U G A R  F O R C E
T o m a h a w k  £ 1 9. 9 9

U p p er s  - T h e  b o x  i s q uit e  
i nt er e sti n g ( a ct u all y t h at’s  a  bit  of  a  
li e). D o w n er s  - E v er yt hi n g.  T h e  
s o u n d,  t h e gr a p hi c s,  t h e g a m e pl a y  - 
all  dir e  i n t h e e xtr e m e.  T h e  B ott o m  

Li n e  - A  p erf e ct  pr e s e nt  f or 
p yr o m a ni a c s.  ★

C RI M E  W A V E
U S  G ol d  £ 2 4. 9 5
U p p er s  - G or e  g al or e;  t h e 
n u m er o u s  vi d e o  i nt erl u d e s s pi c e  
it u p  a  bit.  D o w n er s  - T h e  a ct u al  
g a m e  i s d ull  i n t h e e xtr e m e,  a n d  
t h e w aiti n g  b et w e e n  l e v el s i s 
m o n str o u s.  T h e  B ott o m  Li n e  - A  
b o g- st a n d ar d  bl a st- ’e m- u p  wit h  
k n o b s  o n.  ★

C Y B E R C O N  III
U S  G ol d  £ 2 4. 9 9

U p p er s  - Brilli a nt  s e n s e  of  ‘b ei n g  
t h er e’, a n d  b ett er  Fr e e s c a p e  t h a n 
Fr e e s c a p e.  D o w n er s  - Pr e di ct a bl y,  
n ot  all  t h at a c c e s si bl e  t o y o ur  
a v er a g e  g a m e  pl a y er.  T h e  B ott o m  

Li n e  - W ell  w ort h  t h e eff ort  of  
g etti n g  i nt o. ★ ★ ★ ★ ★

D A S  B O O T
Mi n d s c a p e  £ 2 9. 9 9
U p p er s  - T h e  m o st  a c c e s si bl e  s u b  
si m  t o d at e.  D o w n er s  - ... b ut it' s 
still  n ot  v er y.  T h e  B ott o m  Li n e  - 

Pl a y a bl e,  b ut  o v er pri c e d.  T h e  b e st  i n 
it s fi el d. ★ ★ ★

D E A T H  T R A P
A n c o  £ 2 4. 9 9
U p p er s  - U n u s u al  mi x  of  
h ori z o nt all y- s cr olli n g  ar c a d e  
a d v e nt ur e  a n d  m a gi c.  D o w n er s  - 

N aff  s cr olli n g  a n d  p o or  s o u n d  
m ar  t h e at m o s p h er e.  T h e  

B ott o m  Li n e  - A  r efr e s hi n gl y 
pl a y a bl e  g a m e.  ★ ★

D E F E N D E R  II
A R C  £ 2 4. 9 9
U p p er s  - D ef e n d er,  D ef e n d er  II 

a n d  St ar g at e  all  i n o n e  p a c k a g e.  
D o w n er s  - O nl y  p uri st s  will  
a p pr e ci at e  t h e ar c h ai c  gr a p hi c s,  
o n e  or  t w o e s s e nti al  f e at ur e s ar e  
o mitt e d  ( D ef e n d er wit h o ut  
h y p er s p a c e,  w o ul d  y o u  b eli e v e ?)  
a n d  t h e D ef e n d er  II g a m e  i s d uff.  
T h e  B ott o m  Li n e  - F ar  fr o m 
p erf e ct,  b ut  e v er y  h o m e  s h o ul d  
h a v e  o n e.  ★ ★ ★ ★

D E U T E R O S
A cti vi si o n  £ 2 5. 9 9

U p p er s  - A n  i n cr e di bl y h u g e  a n d  
a b s or bi n g  g a m e,  wit h  c h all e n g e s  t h at 
s e e m  p erf e ctl y  p a c e d  t o b e  i n t u n e 
wit h  t h e d e v el o pi n g  g a m e- s kill s  of  t h e 
a v er a g e  pl a y er.  D o w n er s  - Vi s u all y  
it c a n  b e  a  bit  of  a  y a w n.  T h e  

B ott o m  Li n e  - D o n ’t b e  f o ol e d b y  
t h e str at e g y  e xt eri or  - t hi s i s a  g a m e  

t h at e v er y o n e  s h o ul d  tr y. ★ ★ ★ ★ ★

DI S C
L ori ci el  £ 2 4. 9 9

U p p er s- h  f e w ni c e  gr a p hi c al  
t o u c h e s. D o w n er s  - A p p alli n gl y-  
d e si g n e d  g a m e pl a y  wit h  v er y  littl e 
a ct u al  a cti o n.  T h e  B ott o m  Li n e  - 

A  cr a p p y  Di s c s  Of  Tr o n  ri p- off 
wit h o ut  m o st  of  t h e ori gi n al ’s  g o o d  
f e at ur e s. ★

DI S T A N T  A R MI E S
E x o c et  £ 2 4. 9 9
U p p er s  - T e n  diff er e nt  v ari ati o n s  
of  c h e s s,  all  i n o n e  p a c k a g e.  Ni c e  
gr a p hi c s,  t o n s of  b a c k gr o u n d  
i nf or m ati o n. D o w n er s  - D efi nit el y  
f or c h e s s- h e a d s o nl y.  T h e  

B ott o m  Li n e  - T h e  i d e al pr e s e nt  
f or t h e c er e br al  A mi g a  o w n er.  
★ ★ ★

D R A G O N  B R E E D
A cti vi si o n  £ 2 4. 9 9

U p p er s  - A  n e ar  p erf e ct  ar c a d e  
c o n v er si o n;  niftil y  a ni m at e d  m ai n  
dr a g o n  s prit e.  D o w n er s  - T h e  
zilli o nt h  si d e w a y s  s cr olli n g  s h o ot-  
’e m- u p  of  l a st y e ar.  T h e  B ott o m  

Li n e  - O n e  i n sti n cti v el y k n o w s  
w h e n  a  c o n v er si o n  i s ri g ht.
★ ★ ★ ★

D R A G O N F LI G H T
T h ali o n  £ 3 4. 9 9
U p p er s  - El e g a ntl y  d e si g n e d,  
p erf e ctl y  e x e c ut e d  f a nt a s y R P G.  
D o w n er s  - If o nl y  it w a s n ’t s u c h  
a tir e d ol d  g e nr e.  T h e  B ott o m  

Li n e-  O v er- pri c e d,  
u n s p e ct a c ul ar,  b ut  (l et’s  b e  f air) 
still  r e a s o n a bl e f u n. ★ ★ ★

D R A G O N S  O F  
F L A M E
S SI  ( U S G ol d)  £ 2 4. 9 9
U p p er s  - Al m o st  i n st a nt 
pl a y a bilit y  - n ot  s o m et hi n g  y o u ’d  
e x p e ct  fr o m a  r ol e pl a yi n g  g a m e.  
D o w n er s  - A  bit  si m pli sti c  f or 
r e al D u n g e o n s  &  Dr a g o n s  f a n s. 
T h e  B ott o m  Li n e  - A n  e x c ell e nt  
i ntr o d u cti o n t o t h e n e w  br e a d  of  
f a nt a s y R P G s.  ★ ★ ★

D R A G O N ’S  L AI R  II
R e a d y s oft  £ 4 4. 9 5
U p p er s  - R e all y  i n cr e di bl y 
g or g e o u s  c art o o n  gr a p hi c s  a n d  
pr ett y  st u n ni n g  a ni m ati o n  m a k e  
t hi s a  p erf e ct  d e m o  of  y o ur - 
A mi g a' s  gr a p hi c  c a p a biliti e s.  
D o w n er s  - Mi ni m al  pl a y er  
i nt er a cti o n a n d  a  ri di c ul o u s pri c e  
t a g m a k e  t hi s a  v er y  e x p e n si v e  
w a y  t o b u y  a  d e m o.  T h e  B ott o m  

Li n e  - U n d e ni a bl y  t erri bl e v al u e  
f or m o n e y.  ★ ★

E C O  P H A N T O M S
El e ctr o ni c  Z o o  £ 2 5. 9 9

U p p er s  - A  ni c e  li n e i n H. G. W ell s  
s ci-fi  t h e atri c s a n d  s o m e  u n u s u al  
s u b- s e cti o n s  gi v e  E c o  P h a nt o m s  a  
hi g hl y  ori gi n al  fl a v o ur. D o w n er s  - 

T h e  p art s  d o n ’t a ct u all y  a d d  u p  t o 
v er y  m u c h,  a n d  t h e c o p y  pr ot e cti o n  
s y st e m  c o ul d  i n d u c e b o ut s  of  
vi ol e n c e.  T h e  B ott o m  Li n e  - A  
r e a s o n a bl e 3 D  r o uti n e m a s q u er a di n g  

a s  a  g a m e.  ★

E D D  T H E  D U C K
I m p ul z e £ 2 4. 9 9
U p p er s  - R ai n b o w  I sl a n d s- 

i n s pir e d g a m e pl a y  e n s ur e s  s o m e  
l e v el of  i nt er e st. D o w n er s  - B ut  
t h e w h ol e  t hi n g j u st d o e s n ’t 
i n s pir e, a n d  t h e diffi c ult y  i s pl a c e d  
t o o hi g h  f or a  y o u n g a u di e n c e.  
T h e  B ott o m  Li n e  - Y o ur  gr a n n y  
mi g ht  b u y  y o u  o n e.  ★ ★

E L VI R A  - MI S T R E S S  
O F  T H E  D A R K
A c c ol a d e  £ 2 4. 9 9
U p p er s  - El vir a ’s  g or g e o u s;  t h e 
gr a p hi c s  r e all y dr a w  t h e pl a y er  i n. 
D o w n er s  - Pit y  t h e g a m e  it s elf i s 
ni g h  o n  i m p o s si bl e - a n d  it t a k e s 
fi v e di s k s!  T h e  B ott o m  Li n e  - 

F all s  a p art  d u e  t o gr at uit o u s  di s k  
s w a p pi n g  a n d  i nf uri ati n g 
g a m e pl a y.  ★ ★

E- M O TI O N
U S  G ol d  £ 1 9. 9 9
U p p er s  - W eir d  gr a p hi c s  a n d  
mi n d b o g gli n g  g a m e pl a y  s et  E-  

M oti o n  a p art  fr o m j u st a b o ut  a n y  
ot h er  g a m e.  D o w n er s  - T h e  
w h ol e  c o n c e pt  m a y  pr o v e  diffi c ult  
t o g et  y o ur  mi n d  ar o u n d.  T h e  

B ott o m  Li n e  - If y o u  c a n  h a n dl e  
t h e b a si c  i d e a E- M oti o n  off er s  
m a n y  j o y o u s h o ur s  of  s w e ari n g  
a n d  fr u str ati o n. ★ ★ ★ ★ ★

E S W A T
U S  G ol d  £ 2 4. 9 9
U p p er s  - A s  c o n v er si o n s  g o,  it’s  
n ot  a  c o m pl et e  ni g ht m ar e...
D o w n er s  - ... b ut l et’s  b e  h o n e st,  
t h e ar c a d e  ori gi n al  w a s  d uff,  d uff,  
d uff.  T h e  B ott o m  Li n e  - A  
r e a s o n a bl e c o n v er si o n  of  a  
t er mi n all y a v er a g e  g a m e.  ★

E U R O P E A N  

S U P E R L E A G U E

U p p er s  - A  s ur pri si n gl y  i n v ol vi n g 
f o ot y str at e g y  t hi n g i n t h e F o ot b all  

M a n a g er  v ei n.  D o w n er s  - T h e y ’r e 
n ot  still  m a ki n g  t h e s e t hi n g s ar e  
t h e y ? It w o ul d  s e e m  t h at t h e y ar e,  
a n d  at  f ull- pri c e t o o. T h e  B ott o m  

Li n e  - A  d at e d  i d e a - it s o u n d s  
t e di o u s b ut  it’s  a ct u all y  e x e c ut e d  
q uit e  c o m m e n d a bl y.  ★ ★

E XI L E
A u di o g e ni c  £ 2 4. 9 9
U p p er s  - R e al- w orl d  p h y si c s  
i n c or p or at e d i nt o a n  ar c a d e  g a m e;  
it' s m or e  of  a  tr u e ar c a d e  a d v e nt ur e  
t h a n m o st  g a m e s  b e ari n g  t h at t a g. 
B a g s  of  f u n. D o w n er s  - R at h er  
pri miti v e  gr a p hi c s,  a n d  p er h a p s  n ot  
t h e m o st  i n st a ntl y pl a y a bl e  g a m e  
e v er.  T h e  B ott o m  Li n e  - A  gr e at  
ar c a d e  a d v e nt ur e  - a n d  a  fir m offi c e  
f a v o urit e - b ut  it mi g ht  n ot  b e  y o ur  
c u p  of  t e a if y o u ’r e a n  a cti o n  f a n. 
C h e c k  it o ut  t h o u g h. ★ ★ ★ ★ ★

E X T E R MI N A T O R
A u di o g e ni c  £ 2 4. 9 9
U p p er s  - V er y  ori gi n al  (r e a d ‘v er y,  
v er y  o d d  i n d e e d’) ar c a d e  t hi n g, 
w ell  c o n v ert e d  t o r et ai n t h e 
ori gi n al ’s  f e el. D o w n er s  - 

C o nf u si n g  i niti all y, b ut  o n c e  y o u ’v e  
pl a y e d  it f or a  w hil e  it’s... c o nf u si n g.  
T h e  B ott o m  Li n e  - Gr e at  f u n, b ut  
it d o e s n ’t r e all y m a k e  it i n t h e 
l o n g e vit y st a k e s.  ★ ★ ★

E Y E  O F  T H E  
B E H O L D E R
S SI  ( U S G ol d)  £ 2 9. 9 9

U p p er s  - T a k e s  D u n g e o n  M a st er  a  

st e p  f urt h er. E x c ell e nt  at m o s p h er e  
a n d  gr a p hi c s.  D o w n er s  - D e s pit e  
b ei n g  b ett er  t h a n D M,  it' s n ot  a ct u all y  
v er y  diff er e nt  fr o m it at  all.  T h e  

B ott o m  Li n e  - T h e  b e st  D & D  g a m e  
y et  f or t h e A mi g a.  ( Or, i n d e e d, f or 
a n yt hi n g  el s e.)  ★ ★ ★ ★ ★

5 T H  G E A R
H e w s o n  £ 1 9. 9 9
U p p er s  - Er m,  it’s  fr o m H e w s o n.  
T h at ’s  it s r e d e e mi n g f e at ur e. 
D o w n er s  - T h e  g a m e  it s elf i s a  
pr ett y  p oi ntl e s s  s cr olli n g  dri vi n g  
t hi n g (i e it' s a  di s a st er).  T h e  

B ott o m  Li n e  - O h  d e ar.  ★

F- 1 5  S T RI K E
E A G L E  II
Mi cr o Pr o s e  £ 3 4. 9 9

U p p er s  - Gr a p hi c s  t o m a k e  y o u  
g a s p,  s o u n d  eff e ct s  t o g et  y o ur  
a dr e n ali n  p u m pi n g  a n d  g a m e pl a y  t o 
l e a v e y o u  i n a q ui v eri n g  h e a p  o n  t h e 
fl o or. D o w n er s  - D e s pit e  t h e s h o ot-  
’e m- u p  n at ur e  of  t hi n g s, it c a n  all  b e  
a  t o u c h t o o m u c h  f or t h e l e s s 
a m biti o u s  g a m e s  pl a y er.  T h e  

B ott o m  Li n e  - Q uit e  p o s si bl y  t h e 
l a st w or d  i n fli g ht si m s  ( s o f ar, 
a n y w a y).  ★ ★ ★ ★ ★

F- 1 9  S T E A L T H  
FI G H T E R
Mi cr o Pr o s e  £ 2 9. 9 9
U p p er s  - Str at e g y  a n d  a c c ur a c y 
c o m bi n e  t o bri n g  a  fr e s h e d g e  t o 
a n  o v er- p o p ul at e d  g e nr e.  
D o w n er s  - If y o u ’r e g o o d  it c a n  
g et  d ull,  a s  n o  o n e  k n o w s  y o u ’r e 
t h er e! T h e  B ott o m  Li n e  - D a m n  
fi n e si m ul ati o n.  ★ ★ ★ ★

FI N A L  B A T T L E
P S S  £ 2 4. 9 9
U p p er s  - Ni c e  3 D  i s o m etri c 
gr a p hi c s.  D o w n er s  - T h e g a m e  
i s r e n d er e d u n pl a y a bl e  b y  t h e 
i m p e n etr a bl e c o ntr ol  s y st e m.  T h e  

B ott o m  Li n e  - Fl a w e d.  ★ ★

FI G H TI N G  
S O C C E R
A cti vi si o n  £ 2 4. 9 9
U p p er s  - T h e  c oi n- o p  w a s  mil dl y  
a m u si n g(i s h).  D o w n er s  - Y o u 
ar e  a c c u s e d  of  pr o d u ci n g  a n  
utt erl y  d ull  g a m e  of  t h e l o w e st 
c ali br e.  H o w  d o  y o u  pl e a d ?  T h e  

B ott o m  Li n e  - G uilt y  a s  h ell.  ★

T H E  F O O L' S  
E R R A N D
Mil e s  C o m p uti n g  £ 2 4. 9 5  
U p p er s  - 8 0  pr o bl e m s  t o g et  
y o ur  br ai n  a c hi n g.  D o w n er s  - 

U n d er n e at h  t h e gl o s s,  it' s r e all y a  
v er y  a v er a g e  g a m e.  T h e  B ott o m  

Li n e  - N ot  g o o d,  n ot  r e all y b a d,  
j u st o k a y.  ★ ★

F U T U R E  
B A S K E T B A L L
H e w s o n  £ 2 4. 9 9
U p p er s  - F a st,  vi ol e nt,  e x citi n g  
a n d  w ell- pr e s e nt e d  m a y h e m.  
D o w n er s  - T h e  p o or  m a n ’s  
S p e e d b all  2.  T h e  B ott o m  Li n e  - 

D o e s n ’t h a v e  t h e d e pt h  of  t h e 
Bit m a p s ’ cl a s si c,  b ut  e n or m o u s 
f u n all  t h e s a m e.  ★ ★ ★

G A L A X Y  F O R C E  II
A cti vi si o n  £ 2 4. 9 9
U p p er s  - A n  a m biti o u s  att e m pt 
at  a  vi s u all y  st u n ni n g  c oi n- o p.  
D o w n er s  - E v er yt hi n g  el s e.  T h e  

B ott o m  Li n e  - If y o u  k n o w  y o u  
c a n ’t d o  it w h y  b ot h er  tr yi n g ? ★

G A R FI E L D  - T H E  
WI N T E R ’S  T AI L  
T h e  E d g e  £ 2 4. 9 9
U p p er s  - Brilli a nt  Ji m  D a vi s  
gr a p hi c s.  D o w n er s  - Cr a p p y  
St e v e  D a vi s  g a m e pl a y.  T h e  

B ott o m  Li n e  - W h at  a  w a st e d  
li c e n c e. F or  di e- h ar d  f a n s o nl y.  ★

G A Z Z A  II
E m pir e  £ 2 4. 9 9
U p p er s  - G a z z a  d o e s n ’t a ct u all y  
a p p e ar  i n t h e g a m e  m u c h.  
D o w n er s  - J u d d eri n g  s prit e s,  
p o or  c o ntr ol  (j u st li k e t h e m a n  
hi m s elf),  t erri bl e s o u n d  - t a k e 
y o ur  pi c k.  T h e  B ott o m  Li n e  - 

It’s  e n o u g h  t o r e d u c e y o u  t o 
t e ar s. ★

G E M ’X
D e m o n w ar e  £ 2 4. 9 9

U p p er s  - G or g e o u s  gr a p hi c s,  
e x q ui sit e  s o u n d,  b e a utif ull y  si m pl e  
m e nt al  t ort ur e. D o w n er s  - W o n ’t 
c h a n g e  y o ur  mi n d  if y o u ’r e n ot  i nt o 
p u z zl er s.  T h e  B ott o m  Li n e  - O n e  
of  t h e b e st  p u z zl e  g a m e s  t o d at e.  
★ ★ ★ ★

G E R M  C R A Z Y
El e ctr o ni c  Z o o  £ 2 5. 9 9

U p p er s  - N ot  q uit e  a s  e x p e n si v e  a s  
Mi n d s c a p e ’s  Lif e  &  D e at h.  D o w n er s  

- B ut  wit h  littl e el s e  i n it s f a v o ur.
T h e  B ott o m  Li n e  - A n ot h er  h alf-  
b a k e d  i d e a, n ot  f oll o w e d t hr o u g h 
pr o p erl y.  ( W h er e d o  t h e y all  c o m e  
fr o m ?) ★

G H E N G HI S  K H A N
I nf o gr a m e s £ 3 9. 9 9
U p p er s  - St yli s h  a n d  f airl y d e e p  
hi st ori c al  str at e g y  g a m e.
D o w n er s  - Ri di c ul o u sl y  
e x p e n si v e  t h o u g h, a n d  r e q uir e s a  
f air d o s e  of  m a n u al  r e a di n g. T h e  

B ott o m  Li n e  - A  bit  of  a  cli c h é,  
b ut  ‘g o o d  if y o u  li k e t h at s ort  of  
t hi n g.’ ★ ★ ★

G O D S
R e n e g a d e  £ 2 5. 5 3

U p p er s  - L o v el y  a e st h eti c s,  q uit e  
i n v ol v e d f or a  pl atf or m  g a m e.  
D o w n er s  - N ot  q uit e  a s  g o o d  a s  it' s 
m a d e  o ut  t o b e.  T h e  B ott o m  Li n e  - 

D o n ’t b eli e v e  t h e h y p e,  b ut  pr ett y  
d a m n  g o o d  all  t h e s a m e.  ★ ★ ★ ★ ★



T H E  L H S T  Y E A R ’S  G A M E S  T H E  B O T T O M  LII M L

G O L D E N  A X E
Vir gi n  £ 2 4. 9 9
U p p er s  - P erf e ct  ar c a d e  
c o n v er si o n,  wit h  e v er y  l a st f e at ur e 
i m pl e m e nt e d. D o w n er s  - T h er e  
n e v er  r e all y w a s  a  l ot of  v ari ati o n  
i n t h e g a m e pl a y.  T h e  B ott o m  

Li n e  - Vi s u all y  st u n ni n g,  b ut  n ot  
diff er e nt  e n o u g h  t o s e p ar at e  it 
fr o m t h e u s u al  b e at- ’e m- u p.  ★ ★ ★

T H E  G O L D  O F  
T H E  A Z T E C S
U S  G ol d  £ 2 4. 9 9
U p p er s  - T h e  a ni m ati o n  gi v e s  
t h e h er o  r e al c h ar a ct er  f or o n c e,  
a n d  e a c h  s cr e e n  i s a  s e p ar at e  
c h all e n g e.  L o a d s  of  ni c e  t o u c h e s. 
D o w n er s  - T h e  c o ntr ol  i s a  t a d 
a w k w ar d  u ntil  y o u  g et  u s e d  t o it. 
T h e  B ott o m  Li n e  - A  si m pl er  
g a m e  t h a n it fir st a p p e ar s,  b ut  
n o n et h el e s s  a  t ot all y a b s or bi n g  
o n e.  ★ ★ ★ ★

G R A N D  P RI X  
M A S T E R
Di n a mi c  £ 1 9. 9 5
U p p er s  - E n d or s e d  b y  J or g e  
M arti n e z  ( a p p ar e ntl y f a m o u s o n  
t h e 8 0 c c  m ot or c y cl e  cir c uit).  
D o w n er s  - H a n dl e s  li k e a  
R eli a nt  R o bi n.  T h e  B ott o m  Li n e  

- N ot  t o p ut  t o o fi n e a  p oi nt  o n  it, 
u s el e s s.  ★

G R E M LI N S  II
Elit e  £ 2 4. 9 9
U p p er s  - C ut e  a s  h ell,  wit h  
gr a p hi c s  a n d  s o u n d  ni g h  o n  
p erf e ct.  D o w n er s  - It r e all y i s f ar 
t o o diffi c ult.  T h e  B ott o m  Li n e  - 

A  g o o d  fil m li c e n c e. ★ ★ ★

H A M M E R FI S T
Vi vi d  I m a g e ( A cti vi si o n) 
£ 2 4. 9 9
U p p er s  - Gr a p hi c all y  a d e pt  
ar c a d e  a d v e nt ur e  wit h  t o n s of  
pl a y a bilit y  a n d  pl e nt y  t o k e e p  y o u  
g oi n g.  D o w n er s  - Iff y s o u n d.  
T h e  B ott o m  Li n e  - T h or o u g hl y  
e nj o y a bl e  (if y o u  li k e t h at s ort  of  
t hi n g). ★ ★ ★

H A R D  D RI VI N ’ II
T e n g e n  ( D o m ar k) £ 2 4. 9 9  
U p p er s  - R efi n e d  v er si o n  of  t h e 
ori gi n al  - l e s s b u g s,  a  tr a c k 
e dit or,  a  n e at  ‘h e a d-t o- h e a d ’ 
o pti o n  if y o u  li n k t w o m a c hi n e s...  
D o w n er s  - ... b ut still  glit c h y  a n d  
n ot  a  p at c h  o n  t h e ar c a d e  
m a c hi n e.  T h e  B ott o m  Li n e  - 

S o u p e d  u p,  b ut  n ot  s o u p e d  u p  
e n o u g h.  ★ ★

H E A R T  O F  T H E  
D R A G O N
A v at ar  C o m p uti n g  £ 2 5. 9 9

U p p er s  - L ot s  of  c ol o ur s,  a n d  a n  
( al m o st s eri o u s)  att e m pt  t o d o  
s o m et hi n g  n e w  wit h  t h e f a nt a s y b e at-  
' e m- u p g e nr e.  D o w n er s  - B e y o n d  
t h e al m o st  i m pr e s si v e t e c h ni c al 
tri c k er y li e s n ot  v er y  m u c h  at  all  
r e all y. T h e  B ott o m  Li n e  - If y o ur  
fri e n d h a s  b o u g ht  it, gi v e  it a  g o.  
T h e n  l a u g h v er y  h e artil y  at  hi m.  
E nt ert ai ni n g  i n a n  e m b arr a s si n g  s ort  
of  a  w a y.  ★

H E L T E R  S K E L T E R
A u di o g e ni c  £ 1 9. 9 9
U p p er s  - Hi g hl y  ori gi n al  
g a m e pl a y;  p a s s w or d  s y st e m  
gr e atl y  i n cr e a s e s a d di cti v e n e s s;  
gr e at  c art o o n  s o u n d  eff e ct s.  
D o w n er s  - E xtr e m el y  tri c k y 
c o ntr ol  m et h o d  w hi c h  i s diffi c ult  t o 
u s e  e v e n  wit h  pr a cti c e.  G et s  
s a m e y  aft er  a  w hil e.  T h e  B ott o m  

Li n e  - D u bi o u s  l a sti n g a p p e al,  
b ut  a  f u n littl e g a m e  if y o u  f a n c y 
s o m et hi n g  a  bit  diff er e nt.  ★ ★ ★

H E R O  Q U E S T
Gr e mli n  £ 2 5. 9 9

U p p er s  - E a s y  t o g et  i nt o, a n d  
d e c e pti v el y  a d di cti v e.  Y o u  d o n ’t t hi n k 
y o u ’v e  b e e n  pl a yi n g  it f or l o n g, b ut  
s u d d e nl y  it’s  T h ur s d a y  a n d  y o u ’r e a  
w e e k  l at e f or di n n er.  D o w n er s  - 

N ot  s o  g o o d  a s  a  o n e- pl a y er  g a m e.
T h e  B ott o m  Li n e  - P er h a p s  
s ur pri si n gl y,  a  hi g hl y  e nt ert ai ni n g  
g a m e,  a n d  a b s ol ut el y  i d e al w h e n  
y o u ’v e  g ot  g a m e- pl a yi n g  fri e n d s 
r o u n d. ★ ★ ★ ★

HI L L  S T R E E T  
B L U E S
Kri s ali s  £ 2 4. 9 9

U p p er s  - A  g o o d  f e el f or t h e T V  
s eri e s;  c h ar a ct er s  ( b ot h pl a y er  a n d  
ot h er s)  t h at y o u  c a n  i d e ntif y wit h.  It’s  
c ert ai nl y  a n  i nt er e sti n g w a y  t o h a n dl e  
a  li c e n c e. D o w n er s  - G et s  
r e p etiti v e pr ett y  q ui c kl y,  a n d  it’s  n ot  
t h e sli c k e st  g a m e  ar o u n d.  T h e  

B ott o m  Li n e - A  g o o d  n e xt  st e p  
f or s o m e o n e  w h o ’s  pl a y e d  Si m  Cit y  

t o d e at h  a n d  f a n ci e s a  n e w  
c h all e n g e.  Li mit e d  a p p e al,  t h o u g h. 
★ ★ ★

H O R R O R  
Z O M BI E S  F R O M
T H E  C R Y P T
Mill e n ni u m  £ 2 4. 9 9
U p p er s  - U n u s u al  i d e a; s uit a bl y  
s p o o k y  gr a p hi c s.  D o w n er s  - B ut  
l et d o w n b y  t h e d ull  pl atf or m  
n at ur e  of  t h e g a m e.  T h e  B ott o m  

Li n e  - F u n n y  t o w at c h,  b ut  f airl y 
a v er a g e  t o pl a y.  ★ ★

H Y D R A
D o m ar k  £ 2 4. 9 9

U p p er s  - U m,  ni c e  m o vi n g- w at er  
eff e ct.  D o w n er s  - T erri bl e  c o ntr ol  
f e el; d uff,  u n cl e ar  gr a p hi c s;  f e e bl e 
g a m e pl a y.  T h e  B ott o m  Li n e  - A n  
al m o st- c o m p et e nt  c o n v er si o n  of  a  
u s el e s s  g a m e.  W h y  b ot h er ?  ★

T H E  I M M O R T A L
El e ctr o ni c  Art s  £ 2 4. 9 9
U p p er s  - A  g a m e  w hi c h  m a k e s  
r e al u s e  of  1 m e g  m e m or y...  
D o w n er s  - ... w hi c h m e a n s  t h at a  
g o o d  n u m b er  of  A mi g a  o w n er s  
will  n e v er  g et  t h e c h a n c e  t o s e e  
it. T h e  B ott o m  Li n e  - N ot  t h e 
b e st  f a nt a s y ar c a d e  a d v e nt ur e  b y  
a n y  m e a n s,  b ut  t h e g or g e o u s  
gr a p hi c s  lift it w ell  a b o v e  
a v er a g e.  ★ ★ ★

I N DI A N A J O N E S  
A D V E N T U R E
U S  G ol d  £ 1 9. 9 9
U p p er s  - M or e  fi n e-t u ni n g gi v e s  
I n d y o n e  of  t h e fri e n dli e st c o ntr ol  
s y st e m s  y et.  It’s  pr ett y  f ait hf ul t o t h e 
m o vi e  t o o! D o w n er s  - W aiti n g  f or 

t h e liittl e I n d y s prit e  t o tr e k a cr o s s  
t h e s cr e e n  all  t h e ti m e c a n  g et  

a n n o yi n g  a n d  s o m e  of  t h e p u z zl e s  

ar e  j u st a w e e  bit  t o o a b str a ct.  T h e  

B ott o m  Li n e  - A mi g a  a d v e nt ur e s  
ar e  g etti n g  b ett er  all  t h e ti m e, b ut  

I n d y i s still  of  t h e b e st  a v ail a bl e.
★ ★ ★ ★

I N DI A N A P O LI S
5 0 0
El e ctr o ni c  Art s  £ 2 4. 9 5
U p p er s  - A n  i m m e n s el y 
pl a y a bl e  bl e n d  of  tr u e r a ci n g si m  
a n d  q ui c k  tr a c k bl a st,  wit h  a  ni c e  
li n e i n r e m ot e c a m er a  vi e w s  (if 
y o u' v e  g ot  a  1 m e g  m a c hi n e).  
D o w n er s  - Tr a c k  r e p etiti o n 
hi n d er s  l a sti n g a p p e al.  T h e  

B ott o m  Li n e  - J u st  f a b ul o u s.
★ ★ ★ ★ ★

I N T E R N A TI O N A L 
S O C C E R  
C H A L L E N G E
Mi cr o Pr o s e  £ 2 4. 9 9
U p p er s  - S o c c er  i n 3 D ?  A v er y  
br a v e  att e m pt  t o d o  s o m et hi n g  
n e w  wit h  a  tir e d ol d  g a m e- st yl e...  
D o w n er s  - ... w hi c h u nf ort u n at el y  
f all s fl at o n  it s f a c e. T h e  B ott o m  

Li n e  - F o ul.  ★

I P L A Y  3 D
S O C C E R
Si m ul m o n d o  £ 2 5. 9 9

U p p er s  - T h e  m o st  d y n a mi c  a n d  
vi s u all y  c o n vi n ci n g  r e pr e s e nt ati o n of  
t h e s p ort  y et.  D o w n er s  - T h e  
r e ali s m i s s o  hi g h  t h at y o u  h ar dl y  
e v er  g et  t o ki c k  t h e b all,  a n d  t h e 3 D  
di s pl a y  s y st e m  c a n  b e  d o w nri g ht  
c o nf u si n g.  T h e  B ott o m  Li n e  - 

Br a v e,  b ut  ulti m at el y  fl a w e d. ★ ★

I R O N L O R D
U bi  S oft  £ 2 4. 9 9
U p p er s  - Ci n e m a w ar e- st yl e  
m e di e v al  e pi c  wit h  pl e nt y  of  s u b ­
g a m e s  a n d  at m o s p h eri c  
pr e s e nt ati o n.  D o w n er s  - It' s j u st 
t o o t o u g h f or m o st,  a n d  wit h  littl e 
r e al d e pt h.  T h e  B ott o m  Li n e  - 

Ulti m at el y  r e p etiti v e, b ut  f u n f or a  
w hil e.  ★ ★

I S HI D O
A c c ol a d e  £ 2 4. 9 9
U p p er s  - T a k e  Ot h ell o,  a d d  
s o m e  G o,  t h e n t hr o w i n a  f e w 
h er b s  a n d  s pi c e s  a n d  h e at  u ntil  
br o w n.  T h e  r e s ult i s o n e  pi pi n g  
h ot  C hi n e s e  b o ar d  g a m e  c all e d  
I s hi d o. D o w n er s  - Irrit ati n g 
di al o g u e  b o x e s,  a n d  t h e l u c k 
el e m e nt  c a n  i nf uri at e. T h e  
B ott o m  Li n e  - A n  e n g a gi n g  
pi e c e  of  C hi n e s e  c ult ur e,  w hi c h  
s h o ul d  r e all y b e  pl a y e d  wit h  a  
g o o d  str o n g  c u p  of  t e a. ★ ★

J A H A N GI R  
K H A N ’S  
C H A M PI O N S HI P  
S Q U A S H
Kri s ali s  £ 2 5. 5 3

U p p er s  - E a s y  t o pl a y,  cl o s el y  
a d h er e s  t o t h e r ul e s of  t h e r e al t hi n g, 
a n d  t h er e’r e pl e nt y  of  o pti o n s  o n  
off er.  D o w n er s  - T h er e ’s  n ot  r e all y 
a  l ot y o u  c a n  d o  wit h  a  s q u a s h  g a m e,  
i s t h er e ? T h e  B ott o m  Li n e  - T h e  
b e st  s q u a s h  g a m e  ar o u n d  f or t h e 
A mi g a.  ( N ot t h at t h er e' s m u c h  i n t h e 
w a y  of  c o m p etiti o n).  ★ ★ ★

J A M E S  P O N D
Mill e n ni u m  £ 2 4. 9 9
U p p er s  - It' s sli c k er  t h a n a  p ot  
of  Br yl cr e e m,  wit h  b e a utif ull y  
si m pl e  g a m e pl a y  t o i n st a ntl y 
h o o k  t h e u n s u s p e cti n g  pl a y er.  
D o w n er s  - L a c k s  a n y  r e al 
a dr e n ali n- p u m pi n g  q u aliti e s.  T h e  

B ott o m  Li n e  - L o a d s  of  i niti al 

c ut e  a p p e al,  b ut  r e all y a  pr ett y  
r u n- of-t h e- mill ar c a d e  r u n a b o ut. 
★ ★ ★

J U D G E  D R E D D
Vir gi n  £ 2 4. 9 9
U p p er s  - T w o  a n ci e nt  s u b ­
g a m e s  off er  a  r e al r a v e fr o m t h e 
gr a v e.  D o w n er s  - A n ot h er  J u d g e  

Dr e d d  g a m e  s cr e w e d  u p  t ot all y. 
N o  h u m o ur,  n o  gr a p hi c s,  n o  
g a m e.  T h e  B ott o m  Li n e  - O n e  
d a y  s o m e b o d y  will  d o  j u sti c e 
( a h e m) t o t h e l e g e n d of  Dr e d d.  
O n e  d a y.  ★

J U PI T E R ’S  
M A S T E R D RI V E
U bi  S oft  £ 2 4. 9 9
U p p er s  - S ur pri si n gl y  pl a y a bl e  
r a c e g a m e.  M or e  f u n t h a n a  
p a c k et  of  J a m m y  D o d g er s.  
D o w n er s  - U n s p e ct a c ul ar  a n d  
o v er pri c e d.  T h e  B ott o m  Li n e  - 

N ot  s ur e  w h y,  b ut  it r e all y i s j oll y 
g o o d  f u n. ★ ★

K E E F  T H E  T HI E F
El e ctr o ni c  Art s  £ 2 4. 9 9
U p p er s  - E x c ell e nt  h a c k,  sl a s h  
a n d  p u z zl e  s ol vi n g  wit h  s o m e  
s u p er b  st yli s e d  gr a p hi c s.  
D o w n er s  - It still  pl a y s  li k e y o ur 
a v er a g e  r ol e- pl a yi n g a d v e nt ur e.  
T h e  B ott o m  Li n e  - R e s p e ct a bl e  
T ol ki e n- e s q u e  f ar e. ★ ★ ★

T H E  KI L LI N G  
C L O U D
I m a g e W or k s  £ 2 4. 9 9

U p p er s  - F a st- m o vi n g  a n d  pr ett y  

gr a p hi c s,  b a g s  of  d e pt h,  a n d  a  gr e at  
cr e ati o n  of  at m o s p h er e.  D o w n er s  - 

Ri d dl e d  wit h  i n c o n si st e n ci e s a n d  
b a dl y- e x e c ut e d  i d e a s. T h e  B ott o m  

Li n e  - C o ul d  h a v e  b e e n  a  
c o nt e n d er,  b ut  b a dl y  l et s it s elf d o w n  

i n t h e l o gi c st a k e s.  ★ ★ ★

T H E  KI L LI N G  
G A M E  S H O W
P s y g n o si s  £ 2 4. 9 9
U p p er s  - Str ai g htf or w ar d  f u n 
g a m e  s h ari n g  s o m e  a s p e ct s  of.  
g a m e pl a y  wit h  R ai n b o w  I sl a n d s. 

T h e  i nt er a cti v e r e pl a y f e at ur e i s 
i nt er e sti n g, i n n o v ati v e, a n d  
u s ef ul.  D o w n er s  - T h e  u s u al  
P s y g n o si s  m et alli c  gr a p hi c s  d o n ’t 
r e all y s uit;  it g et s  a  bit  t o o 
c o m pli c at e d  f or it s o w n  g o o d  l at er 
o n,  d etr a cti n g  fr o m t h e si m pli cit y  
t h at i niti all y m a k e s  it s o  a d di cti v e.  
T h e  B ott o m  Li n e  - D e s pit e  
u n u s u all y  p o or  gr a p hi c s,  t hi s i s 
o n e  of  P s y g n o si s ’ b e st  a n d  m o st  
pl a y a bl e  g a m e s  t o d at e.  ★ ★ ★

L A S T  NI N J A  2
S y st e m  3  £ 2 4. 9 9
U p p er s  - E x c ell e nt  3 D  i s o m etri c 
gr a p hi c s  a n d  a  g e n ui n e  att e m pt 
t o i nj e ct s o m e  str at e g y  i nt o t h e 
m arti al  art s  g e nr e.  D o w n er s  - 

T h e  g a m e  j u st i s n’t c o h e si v e,  a n d  
it pl a y s  li k e a  pi g.  T h e  B ott o m  

Li n e  - N ot  r e all y i n t h e Br u c e  
L e e  l e a g u e ( b ar el y s cr a pi n g  
J a c ki e  C h a n  l e v el t o b e  h o n e st).  
★ ★

L A N C A S T E R
A ct u al  S cr e e n s h ot s  £ 2 4. 9 5  
U p p er s  - F airl y  i m pr e s si v e 3 D  
p ol y g o n  gr a p hi c s.  D o w n er s  - 

L a c k  of  v ari ati o n  a n d  a n y  r e al 
e x cit e m e nt  m e a n s  it b ar el y  g et s  
off t h e gr o u n d.  T h e  B ott o m  Li n e  

- El e v at e s  a v er a g e n e s s  t o a n  art  
f or m. ★ ★

L EI S U R E  S UI T  
L A R R Y  III
Si err a  £ 3 4. 9 9
U p p er s  - Ri di c ul o u s,  o v er- s e x e d  

pl ot.  A d v e nt uri n g  f or c o n s e nti n g  
a d ult s.  D o w n er s  - Sli g htl y  
o btr u si v e  c o m m a n d  p ar s er,  a n d  
a s  u s u al  it’s  o v er- pri c e d.  T h e  

B ott o m  Li n e  - C h e c k  it o ut  - b ut  
o nl y  if y o u  ar e  o v er  ei g ht e e n.  
★ ★ ★

L E M MI N G S
P s y g n o si s  £ 2 4. 9 9  
U p p er s  - Utt erl y  bi z arr e,  
pl e a si n gl y  ori gi n al  a n d  t ot all y 
a d di cti v e.  I n v e nt s a  t ot all y n e w  
c at e g or y  - t h e s a v e- ’e m- u p.  
D o w n er s  - A s  i s t h e n or m  wit h  
s u c h  stri ki n gl y  ori gi n al  c o n c e pt s,  
s o m e  m a y  w o n d er  j u st w h at  all  
t h e f u s s i s a b o ut.  T h e  B ott o m  

Li n e  - L o v e  it or  l o at h e it, y o u  
c a n ’t i g n or e it. L e m mi n g s  r ul e. 
★ ★ ★ ★ ★

LI F E  A N D  D E A T H
Mi n d s c a p e  £ 2 5. 5 3

U p p er s  - E x c ell e nt  p a c k a gi n g  (t h e 
s ur gi c al  m a s k  a n d  gl o v e s  ar e  wil d),  
a n d  s o m e  f airl y a m u si n g  g a m e pl a y  
k e e p s  t hi n g s o n  t h e b oil  f or a  c o u pl e  
of  h o ur s.  D o w n er s  - R e p etiti o n  
s o o n  s et s  i n - a s  a  l o n g-t er m 
c h all e n g e  it all  f all s a p art  q uit e  
al ar mi n gl y.  T h e  B ott o m  Li n e  - 

W h at ’s  t h er e i s q uit e  g o o d,  b ut  
t h er e’s  j u st n ot  e n o u g h  of  it. ★ ★

LI N E  O F  FI R E
U S  G ol d  £ 2 4. 9 9
U p p er s  - I m a gi n e all  t h e R a m b o  
fil m s b a c k-t o- b a c k  o n  f a st- 
f or w ar d, a n d  y o u  h a v e  a  g o o d  
i d e a h o w  m u c h  vi ol e n c e  t hi s 
g a m e  c o nt ai n s.  D o w n er s  - Y o u  
al s o  h a v e  a  pr ett y  g o o d  i d e a of  
h o w  i nt elli g e nt it i s. T h e  B ott o m  

Li n e- h n  i m p o s si bl e ar c a d e  
c o n v er si o n  pr o v e s  t ot all y a n d  
utt erl y  i m p o s si bl e. ★ ★

L O GI C A L

R ai n b o w  Art s  £ 1 9. 9 9
U p p er s  - T h e  e a s e  of  pl a y  m a k e s  
t hi s a  ni c el y  a c c e s si bl e  p u z zl er.  
D o w n er s  - B ut  t h e a m o u nt  of  ti m e 
e a c h  m o v e  t a k e s al s o  m a k e s  it a  
s eri o u sl y  t e di o u s o n e.  T h e  B ott o m  

Li n e  - I n a  cr o w d e d  w orl d  of  p u z zl e  
g a m e s,  L o gi c al  i s v er y  bl u nt  i n t h e 

m u st ar d  ar e a.  ★ ★

L O O M
L u c a sfil m  ( U S G ol d)  
£ 2 4. 9 9
U p p er s  - Gr e at  at m o s p h er e,  
e n h a n c e d  b y  t h e a c c o m p a n yi n g  
t a p e, b o o kl et s  et c.  It’s  c ert ai nl y  a  
l a vi s h p a c k a g e.  D o w n er s  - A n  
a d v e nt ur e  wit h o ut  t y pi n g ? It 
c ert ai nl y  w o n ’t a p p e al  t o p uri st s,  
a n d  t h e ' a u di o dr a m a'  i s 
l a u g h a bl e. T h e  B ott o m  Li n e  - 

O n c e  a g ai n  L u c a sfil m  stri v e  f or 
s o m et hi n g  diff er e nt.  T h e  r e s ult s 
ar e  i nt er e sti n g, if n ot  t ot all y 
s u c c e s sf ul.  ★ ★ ★

L O S T  P A T R O L
O c e a n  £ 2 4. 9 9
U p p er s  - Gr a p hi c s  ar e  n ot hi n g  
s h ort  of  st u n ni n g,  a n d  t h e m u si c  
i s w o n d erf ul,  br o o di n g  a n d  
t e n s e... D o w n er s  - U nf ort u n at el y  
t h e g a m e  it s elf i s i n cr e di bl y 
t e di o u s (if y o u  c a n  a ct u all y  fi n d 
o n e  i n t h er e) a n d  t h e pl a y  ar e a  i s 
o nl y  t w o s cr e e n s  wi d e!  T h e  

B ott o m  Li n e  - At m o s p h eri c  b ut  
l a c ki n g a n y  pl a y a bilit y.  O n e  f or 
Vi et n a m  o b s e s si v e s  o nl y.  ★ ★

L O R D S  O F  C H A O S
Bl a d e  £ 2 4. 9 9

U p p er s  - Gr e at  c o ntr ol  s y st e m,  
c o m pr e h e n si v e  a n d  l o gi c al. L ot s  of  
l e v el s e q u al  gr e at  l a st a bilit y. 
D o w n er s  - V er y  littl e a cti o n;  n ot  
m u c h  c o m p ul si o n  t o r e a c h y o ur  
r at h er a b str a ct  g o al.  T h e  B ott o m  

Li n e  - A  di s a p p oi nti n g  g a m e  fr o m 
J uli a n  G oll o p,  n ot  u p  t o hi s  u s u al  
st a n d ar d.  W ait  f or L a s er  S q u a d  2.  

★ ★ ★

L O T U S  E S P RI T  
T U R B O  
C H A L L E N G E
Gr e mli n  £ 2 4. 9 9
U p p er s  - A  w e alt h  of  c o ntr ol  
o pti o n s  l et s y o u  m a k e  t h e g a m e  
m or e  ar c a d e y  or  si m ul ati o n y  
a c c or di n g  t o pr ef er e n c e.  B a g s  of  
‘f e el’. D o w n er s  - T h e  ot h er  c ar s  
ar e  a  bit  fl at-l o o ki n g, a n d  h alf  t h e 
s cr e e n  i s w a st e d  i n o n e- pl a y er  
m o d e.  ( Y o u d o n ’t a p p e ar  t o b e  
a bl e  t o t ur n t h e a n n o yi n g  m u si c  
off  eit h er).  T h e  B ott o m  Li n e  - 

A n  e xtr e m el y  g o o d  dri vi n g  g a m e,  
e v e n  m or e  f u n wit h  t w o pl a y er s.  
T h er e' s  e v e n  a  fr e e bi e b o n u s  
g a m e!  ★ ★ ★ ★

L U P O  A L B E R T O
I d e a £ 2 5. 5 3

U p p er s  - C h ar mi n g  c h ar a ct er s,  a  
t erri bl y tr a n sl at e d m a n u al,  a n d  g o of y  
g a m e pl a y  m a k e  it i d e al f or ki d s  of  all  
a g e s.  D o w n er s  - T h e  a ni m ati o n  i s 
f u n n y f or all  t h e wr o n g  r e a s o n s. 
L o v e a bl e  b ut  r e all y r at h er cr a p,  a n d  
s h o c ki n gl y  u n p oli s h e d  f or a  g a m e  at  
t hi s pri c e.  T h e  B ott o m  Li n e  - A  
g a m e  s ur e  t o c a u s e  ar g u m e nt.  A  
d efi nit e  c a s e  of  tr y b ef or e  y o u  b u y.  
★ ★

M A GI C  F L Y
El e ctr o ni c  Art s  £ 2 4. 9 9  
U p p er s  - V er y  c h all e n gi n g.  
D o w n er s  - B ut  n ot  t o o t hrilli n g, 
a n d  w h o  w a nt s  wir efr a m e  3 D  i n 
1 9 9 1  ?  T h e  B ott o m  Li n e  - Y o u  
m a y  n ot  fi n d it w ort h  all  t h e 
b ot h er  of  g etti n g  i nt o it. ★ ★

M A NI X
Mill e n ni u m  £ 2 4. 9 9  
U p p er s  - C h ar mi n gl y  s urr e al.  
D o w n er s  - B ut  it’s  j u st a n  
u p d at e d  Q- B ert  r e all y, i s n’t it ? 
T h e  B ott o m  Li n e  - N e v er  r e all y 
g et s  it s h o o k s  i nt o y o u.  ★ ★

M A S T E R B L A Z E R
R ai n b o w  Art s  £ 2 4. 9 9  
U p p er s  - E x c ell e nt  t w o pl a y er  
m o d e,  f a st 3 D  a cti o n  - all  i n all  a  
r e s p e ct a bl e u p d ati n g  of t h e 
ori gi n al  f ut ur e- s p ort g a m e.  
D o w n er s  - D e s pit e  t h e n e w  
f e at ur e s, M a st er bl a z er  l o o k s a n d  
f e el s d at e d.  T h e  B ott o m  Li n e  - 

F u n  f or a  f e w h o ur s,  b ut  t o o 
si m pli sti c  t o h ol d  a n y  l a sti n g 
a p p e al.  ★ ★ ★

M E A N  S T R E E T S
U S  G ol d  £ 2 4. 9 9
U p p er s  - M a n y  diff er e nt  st yl e s  
c o m bi n e  w ell  f or ( a h e m) a  wi d e-  
r a n gi n g g a m e pl a y  e x p eri e n c e.  
D o w n er s  - Of  c o ur s e,  ot h er  
p e o pl e  mi g ht  j u st s a y  ' u nf o c u s e d'. 
Dr a g g e d  d o w n  b y  di s k  s w a p pi n g.  
T h e  B ott o m  Li n e  - G o o d  s oli d  
e nt ert ai n m e nt.  A  bit  li k e L e n n y  
H e nr y,  r e all y. ★ ★ ★

>

0
>

■ Ü

O
S
m  
n

>  
c  
0
C

0
-I

-i
C D  

C O

0



★ ★ ★ ★ ★  E x c ell e nt  ★ ★ ★ ★ ★  N e arl y  t h er e ★ ★ ★ ★  V er y  g o o d  ★ ★ ★  H a s  it s m o m e nt s  ★ ★  Fl a w e d  ★  Dir e

M E G A  
T R A V E L L E R  1
E m pir e  £ 3 0. 6 4

U p p er s  - T errif yi n g  d e pt h,  fri e n dl y 
a n d  h el pf ul  c o ntr ol s,  gr e at  
at m o s p h er e,  e x c ell e nt  b al a n c e  of  
str at e g y  a n d  a cti o n.  D o w n er s  - It 
mi g ht  all  s e e m  a  bit  t o o f a mili ar t o 
Elit e  pl a y er s;  o c c a si o n al  l o n g di s k ­
a c c e s s  p a u s e s  c a n  irrit at e. T h e  

B ott o m  Li n e  - A  w o n d erf ul  pi e c e  
of  r ol e- pl a yi n g s oft w ar e  t h at 
e v er y o n e  s h o ul d  pl a y  at  l e a st o n c e.  
Aft er  t h at, y o u ’r e u nli k el y  t o w a nt  t o 
st o p.  ★ ★ ★ ★ ★

M E R C S
U S  G ol d  £ 2 4. 9 9

U p p er s  - F ait hf ul  c o n v er si o n  of  t h e 
c oi n- o p,  g o o d-l o o ki n g  a n d  f a st­
m o vi n g...  D o w n er s  - ... b ut still  j u st 
a n ot h er  C o m m a n d o  cl o n e.  T h e  

B ott o m  Li n e  - Gr e at  at  w h at  it 
d o e s,  b ut  y o u ’r e li k el y t o w a nt  r at h er 
m or e  fr o m a  g a m e  i n t hi s d a y  a n d  
a g e.  ★ ★ ★

MI D NI G H T
R E SI S T A N C E
O c e a n  £ 2 4. 9 9
U p p er s  - W ell- b al a n c e d  
g a m e pl a y  wit h  a  s m o ot h  diffi c ult y  
c ur v e  m a k e s  it st a n d  o ut  fr o m a  
h u n dr e d  si mil ar  c oi n- o p 
c o n v er si o n s.  A ct u all y  m or e  
pl a y a bl e  t h a n t h e ar c a d e  ori gi n al.  
D o w n er s  - C o ntr ol  i s a w k w ar d  at  
fir st; c o ul d  b e  a  t o u c h f a st er. T h e  

B ott o m  Li n e  - B e st  of  it s t y p e. 
★ ★ ★

MI G H T Y
B O M B  J A C K
Elit e  £ 2 4. 9 9
U p p er s  - Cl a s si c  g a m e pl a y  wit h  
a d d e d  1 6- bit  f e at ur e s li k e, er m,  
p o w er- u p s.  D o w n er s  - 

S pr a wli n g  l e v el s l o s e t h e 
ori gi n al ’s  fr a nti c ur g e n c y.  T h e  

B ott o m  Li n e  - D ull,  d ull,  a n d  
t h e n a g ai n  d ull.  ★

MI G- 2 9
D o m ar k  £ 2 9. 9 9
U p p er s  - S o  r e al y o u ’ll b e  b e  
h a n gi n g  pi ct ur e s  of  G or b y  o n  
y o ur  w all.  D o w n er s  - O nl y  fi v e 
mi s si o n s,  wit h  littl e i n t h e w a y  of  
e x cit e m e nt.  T h e  B ott o m  Li n e  - 

Br a v e,  b ut  ulti m at el y  t o o t e c hi e 
f or m o st  A mi g a  o w n er s.  ★ ★ ★

M 1  T A N K  
P L A T O O N  
Mi cr o Pr o s e  £ 2 4. 9 9
U p p er s  - C h e a p er  t h a n a  r e al 
t a n k. D o w n er s  - N e e d s  a  l ot of  
p er s e v er a n c e.  T h e  B ott o m  Li n e  

- N ot  a s  m u c h  f u n a s  a ct u all y  
h a vi n g  a  t a n k pl at o o n  o n  t h e M 1 . 
★ ★

M O N O P O L Y
L ei s ur e  G e ni u s  £ 1 9. 9 9

U p p er s  - A  f ait hf ul v er si o n  of  t h e 
cl a s si c  (t o s a y  t h e l e a st) b o ar d- g a m e.  
D o w n er s  - W h o  t h e h ell  w a nt s  t o 
pl a y  a  b o ar d- g a m e  o n  t h eir c o m p ut er

a n y w a y ?  T h e  B ott o m  Li n e  -

C o m p et e ntl y  d o n e,  b ut  ar g u a bl y  q uit e  
p oi ntl e s s.  ★ ★

M O N T Y  P Y T H O N ’S  
F L YI N G  CI R C U S  
Vir gi n  £ 1 9. 9 9
U p p er s  - S o m e  g e n ui n el y  f u n n y 
h u m o ur,  c a pt ur e s  t h e st yl e  of  t h e 
T V  s h o w  wit h o ut  j u st r e h a s hi n g it. 
D o w n er s  - B a si c  g a m e pl a y  i s 
pr ett y,  er m,  b a si c.  T h e  B ott o m  

Li n e  - Still  f u n aft er  y o u ’v e  s e e n  
all  t h e j o k e s. ★ ★ ★

M O O N S HI N E  
R A C E R S
Mill e n ni u m  £ 2 4. 9 9
U p p er s:  Er m,  gr e at  hill bill y  m u si c.  

D o w n er s:  Sl o w,  gr a p hi c all y  h orri bl e,  
t ot all y d eri v ati v e.  T h e  B ott o m  Li n e:  

Al m o st  a s  b a d  a s  A mi g a  C h a s e  H Q,  

a n d  y o u' v e  g ot  t o a d mit  t h at’s  pr ett y  

d a m n  b a d.  ★

M U D S
R ai n b o w  Art s  £ 2 4. 9 9  
U p p er s  - Q uit e  f u n n y. D o w n er s  

- D o  w e  r e all y n e e d  a n ot h er  
r u g b y/ b a s k et b all/ vi ol e n c e- b a s e d 
f ut ur e s p ort ?  T h e  B ott o m  Li n e  - 

Gi vi n g  e v er yt hi n g  sill y  n a m e s  
d o e s n ’t m a k e  t hi s g a m e  diff er e nt  
t o t h e d o z e n  ot h er s  it’s  j u st t h e 
s a m e  a s.  ★ ★

M Y S TI C A L
I nf o gr a m e s £ 2 4. 9 9
U p p er s  - Fr e s h  gr a p hi c al  
a p pr o a c h  t o t h e t h e u s u al  
f a nt a s y s c e n ari o.  D o w n er s  - 

R e all y  b a dl y-t h o u g ht- o ut  t w o- 
pl a y er  m o d e.  T h e  B ott o m  Li n e  - 

A n  u ni n s pir e d  G a u ntl et  cl o n e.
★ ★

’N A M
D o m ar k  £ 2 4. 9 5

U p p er s  - H e a vil y  r e s e ar c h e d, 
c o n vi n ci n g  a n d  ( dirt y w or d)  
e d u c ati o n al  str at e gi c  w ar  g a m e.  
D o w n er s  - V er y  h ar d  t o wi n,  t h e 
w h ol e  s eri o u s  l o o k t o t h e t hi n g 
c o ul d  b e  a  t ur n off.  T h e  B ott o m  

Li n e  - P oliti c al  a s  w ell a s  t a cti c al 
d e ci si o n  m a ki n g  gi v e s  a  n e w  
di m e n si o n  t o w ar  g a m e s.  ★ ★ ★

N A R C
O c e a n  £ 2 4. 9 9
U p p er s  - Gr e at  bl o o d- s p att eri n g  
a cti o n;  v er y  cl o s e  t o t h e c oi n- o p.  
D o w n er s  - V er y  d o d g y  o n  t h e 
pl a y a bilit y  fr o nt ( n ot t o s a y  
m or all y).  T h e  B ott o m  Li n e  - 

Li mit e d  g or ef e st  t h at' s r e all y t o o 
fr u str ati n g t o b e  e nj o y a bl e.  ★ ★

N A R C O  P O LI C E
Di n a mi c  £ 2 4. 9 9
U p p er s  - L o o k s  e x c ell e nt  - t h e 
b a si c  d e si g n  w o ul d  m a k e  f or a n  
e x c ell e nt  Ali e n s  cl o n e.  D o w n er s  

- C o m p ut er  t a k e s a  ‘cr e ati v e ’ 
attit u d e  t o w ar d s o b e yi n g  c o ntr ol  
c o m m a n d s.  T h e  B ott o m  Li n e  - 

L o u d  a n d  a cti o n- p a c k e d  bl a st er  
f or e x p ert  c o m m a n d o s.  ★ ★

N E B U L U S
H e w s o n  £ 1 9. 9 9
U p p er s  - Tr ul y  i n n o v ati v e 
g a m e pl a y  a n d  gr a p hi c s  w hi c h  
w o ul d n ’t l o o k o ut  of  pl a c e  i n a n  
ar c a d e.  T h e  cli m b  u p/f all  d o w n  
r o uti n e m a k e s  it al m o st  t o o 
a d di cti v e  f or s af et y.  D o w n er s  - 

N ot  f or s ofti e s  - s o m e c o ul d  fi n d 
t hi s j u st t o o fr u str ati n g. T h e  

B ott o m  Li n e  - Cl a s si c all y 
si m pl e  d e si g n  m a k e s  f or a  g a m e  
t h at w o n ’t l et g o  o n c e  it g et s  it s 
h o o k s  i nt o y o u  ( w hi c h will  b e  
a b o ut  t w o mi n ut e s  aft er  y o u  pi c k  
it u p).  ★ ★ ★ ★

N E U R O M A N C E R
El e ctr o ni c  Art s  £ 2 4. 9 9
U p p er s  - T h e  o nl y  c o nt e n d er  i n 
it s fi el d. D o w n er s  - T h at  d o e s n ’t 
m a k e  it a n y  g o o d,  t h o u g h. T h e  

B ott o m  Li n e  - N o n e  of  t h e 
at m o s p h er e  of  t h e b o o k.  N ot  s o  
m u c h  C hi b a  Cit y  a s  A v er a g e  Cit y.  
★ ★

NI G H T  S HI F T
L u c a sfil m  ( U S G ol d)  £ 2 4. 9 9
U p p er s  - Gr a p hi c all y  
i n n o v ati v e a n d  f ull of  c h ar a ct er.  
D o w n er s  - D et ail- p a c k e d  
b a c k gr o u n d  c a n  m a k e  it h ar d  t o 
s e e  w h er e  t h e a ct u al  pl atf or m s  
ar e;  m or e  ti m e s p e nt  l o a di n g t h a n 
pl a yi n g.  T h e  B ott o m  Li n e  - A  
f e w i n str u cti o n s w o ul d  w or k  
w o n d er s,  b ut  t h e g a m e ’s  
o v e n w h el mi n g  c h ar m  p ull s  it 
t hr o u g h. ★ ★ ★

N E W  Y O R K  
W A R RI O R S  
Vir gi n  £ 1 9. 9 9
U p p er s  - R e a s o n a bl y  
at m o s p h eri c,  u n d e m a n di n g  
bl a st er.  D o w n er s  - O h  G o d,  I k ari 

W arri or s  P art  8 4 4 1 9 4 3 6 5 4 0 8 3 5 4.  

T h e  B ott o m  Li n e  - Y o u  c a n  b u y  
m u c h  b ett er,  c h e a p er.  ★

NI N E  LI V E S
A R C  £ 2 4. 9 9
U p p er s  - C ut e  a n d  i n v e nti v e 
pl atf or m  f u n. D o w n er s  - T o u g h er 
t h a n Mi k e  T y s o n  i n a  s uit  of  
ar m o ur.  Wit h  a  b a z o o k a.  T h e  

B ott o m  Li n e  - Y o u ’v e  g ot  a s  
m u c h  c h a n c e  of fi ni s hi n g it a s  
Wil e  E.  C o y ot e  h a s  of  c at c hi n g  
R o a d  R u n n er.  ★ ★ ★

NI N J A  R E MI X
S y st e m  3  £ 2 4. 9 9
U p p er s  - Cl o s er  t o w h at  L a st  

Ni nj a 2  s h o ul d  h a v e  b e e n.  
E xtr e m el y  hi g h- q u alit y  gr a p hi c s...  
D o w n er s  - ... hi di n g a  n e ar ­
t er mi n al l a c k of  g a m e pl a y.  T h e  

B ott o m  Li n e  - I d e al f or g a m e  
pl a y er s  wit h  di c k y  h e art s,  
ot h er wi s e  k e e p  t h e el e ctr o- s h o c k  
e q ui p m e nt  h a n d y  f or t h o s e, er,  
s e d at e  m o m e nt s.  ★ ★

NI N J A  W A R RI O R S
Vir gi n  £ 1 9. 9 9
U p p er s  - N o v el  ‘Ci n e m a s c o p e ’- 
e s q u e  s cr e e n  l a y o ut. D y n a mi c  
L o a di n g  S y st e m  i s a  b o o n  b ut  
d o e s n ’t g et  ri d of  irrit ati n g 
s w a p pi n g.  D o w n er s  - E xtr e m el y  
r e p etiti v e a cti o n  p all s  q ui c kl y.  
T h e  B ott o m  Li n e  - E v e n  f or a  
g a m e  of  t hi s t y p e, t h e g a m e pl a y  
i s t o o li mit e d t o h ol d  t h e att e nti o n  
f or a n y  l e n gt h of  ti m e. ★ ★

NI T R O
P s y g n o si s  £ 2 4. 9 9
U p p er s  - Gr o o v y  gr a p hi c s,  
s m o ot h  s cr olli n g,  e x c ell e nt  c ar ­
h a n dli n g.  D o w n er s  - A  
pr a cti c all y  i nfi nit e- cr e dit s y st e m  
m e a n s  t h e g a m e  h a s  littl e s e n s e  
of  ur g e n c y.  Y o u  h a v e  t o g u e s s  
t h e c o ur s e  o n  l at er l e v el s. T h e  

B ott o m  Li n e  - N e e d s  m or e  i n 
t h e w a y  of  i m m e di at e d a n g er  t o 
b e  a d di cti v e,  b ut  ( u nli k e m a n y  
si mil ar  g a m e s)  i s a s  f u n i n o n e  
pl a y er  m o d e  a s  wit h  a  c o u pl e  of  
c h u m s.  ★ ★ ★

O BI T U S
P s y g n o si s  £ 3 4. 9 9
U p p er s  - I ntr o w o ul d  m a k e  a  
gr e at  A mi g a  D e at h c h a s e  g a m e.  
D o w n er s  - O bit u s  it s elf i s a  d ull  
D u n g e o n  M a st er  ri p- off. T h e  

B ott o m  Li n e  - B ori n g  a n d  
ri di c ul o u sl y pri c e d.  ★ ★

O N S L A U G H T
H e w s o n  £ 2 4. 9 9
U p p er s  - L o v el y  s o u n d  a n d  
m u si c;  l ot s of  d e pt h.  D o w n er s  - 

V er y  c o nf u si n g  gr a p hi c s  a n d  
g a m e pl a y,  a n d  t h e m ai n  
s e q u e n c e s  ar e  t e c h ni c all y b el o w  
t h e l e v el of  y o ur  a v er a g e  b u d g et  

g a m e.  T h e  B ott o m  Li n e  - 

C a u g ht  b et w e e n  t h e t w o st o ol s  of  
w ar g a mi n g  a n d  pl atf or m  z a p  
g a m e s,  t hi s i s n’t a  v er y  g o o d  
e x a m pl e  of eit h er.  ★ ★

O O O P S  U P
D e m o n w ar e  £ 2 4. 9 5
U p p er s  - Ar c a d e  f u n i n t h e 
P a n g,  er,  ‘tr a diti o n’. D o w n er s  - 

C ol o s s all y  i nf eri or t o t h e r e al 
t hi n g. T h e  B ott o m  Li n e- T h e  

e x c ell e nt  s a m pl e d  m u si c  i s n’t 
e n o u g h  t o s a v e  t hi s b ar e-f a c e d  
ri p- off. C h e c k  o ut  t h e r e al t hi n g 
i n st e a d. ★ ★

O P E R A TI O N  
S T E A L T H
D el p hi n e  ( U S G ol d)  £ 2 4. 9 9  
U p p er s  - M or e  of  a  J a m e s  B o n d  
f e el t h a n a n y  offi ci al  J a m e s  B o n d  
g a m e.  N ot  t o o m u c h  di s k  f affi n g 
a b o ut  eit h er  ( w hi c h m a k e s  a  
c h a n g e).  D o w n er s  - Ar c a d e  
s e q u e n c e s  will  irrit at e t h e 
a d v e nt ur e  p uri st.  It’s  al s o  t e di o u s 
h a vi n g  t o e x a mi n e  e v er y  pi x el  of  
e v er y  l o c ati o n b y  h a n d.  T h e  

B ott o m  Li n e  - T h e  b e st  g a m e  of  
it s t y p e s o  f ar. A  r e a s o n a bl y 
fri e n dl y o p er ati n g  s y st e m  a n d  a n  
i m m e n s e c h all e n g e.  ★ ★ ★ ★

O P E R A TI O N  
T H U N D E R B O L T  
O c e a n  £ 2 4. 9 9
U p p er s  - Utt erl y  mi n dl e s s  
g e n o ci d al  sl a u g ht erf e st;  p er h a p s  
t h e b e st  O p  W olf  st yl e  g a m e  t o 
d at e.  D o w n er s  - M or e  of t h e 
c oi n- o p ’s  a p p e al  i s d o w n  t o t h e 
c a bi n et- m o u nt e d  U zi  t h a n y o u  
mi g ht  t hi n k, l e a vi n g t h e A mi g a 
v er si o n  s o m e w h at  ‘fl at’. T h e  

B ott o m  Li n e  - E v er yt hi n g  y o u  
c o ul d  e x p e ct  a  c o n v er si o n  of  
O p er ati o n  T h u n d er b olt  t o b e.  
★ ★ ★

O RI E N T A L
G A M E S
Mi cr o St yl e  £ 2 4. 9 9

U p p er s  - J o y sti c k  e dit or  m a k e s  
fi g hti n g u s er-fri e n dl y.  D o w n er s  - 

S o  o ut- of- d at e  it’s  w e ari n g  fl ar e s. 
T h e  B ott o m  Li n e  - Mi sl e a di n g  
titl e di s g ui s e s  a  st a n d ar d  b e at-  
’e m- u p.  ★ ★

P A N G
O c e a n  £ 2 4. 9 9
U p p er s  - A  p erf e ct  ar c a d e  
c o n v er si o n;  n o v el  t w o pl a y er  
m o d e  a n d  h e a p s  of  a d di cti v e n e s s  
m a k e  it t h e l a st w or d  i n c ut e  
g a m e s.  D o w n er s  - T h e  l o n g w ait  
b et w e e n  g a m e s  i s a  bit  of  a  bi n d.
T h e  B ott o m  Li n e  - Y o u ’ll b e  
bl o wi n g  b u b bl e s  f or e v er.
★ ★ ★ ★ ★

P A R A D R OI D  9 0
H e w s o n  £ 2 4. 9 9
U p p er s  - N ot hi n g  c o m p ar e s  t o 
P ar a dr oi d  i n t er m s of  ori gi n al  
g a m e pl a y  a n d  el e g a nt  b a s-r eli ef 
gr a p hi c s.  D o w n er s  - Ol d  C 6 4  
g a m e s  pl a y er s  m a y  b e  
di s a p p oi nt e d  wit h  t h e l a c k of  n e w  
f e at ur e s. T h e  B ott o m  Li n e  - A  
fi v e y e ar  ol d  g a m e  i d e a, a n d  it 
still  wi p e s  t h e fl o or wit h  m o st  
c o m p etiti o n.  ★ ★ ★ ★ ★

P G A  T O U R  G O L F
El e ctr o ni c  Art s  £ 2 4. 9 9

U p p er s  - E x c ell e ntl y  pr e s e nt e d,

c o m pr e h e n si v e,  a n d  e a s y  a s  pi e  t o 
g et  i nt o. D o w n er s  - T h er e ’s  a  
li mit e d a m o u nt  of  s c o p e  t o a n y  g olf  
g a m e,  a n d  P G A  d o e s n ’t e v e n  tr y t o 
tr a n s c e n d it. T h e  B ott o m  Li n e  - 

T h e  pi n n a cl e  of  A mi g a  g olf  s o  f ar. 
★ ★ ★ ★ ★

P H O T O N  S T O R M
A R C  £ 2 4. 9 9
U p p er s  - I n cr e di bl y fr a nti c 
bl a sti n g  e x p eri e n c e.  D o w n er s  - 

N ot  o n e  t o b u y  if y o u  w a nt  t o 
s h o w  off y o ur  s hi n y  n e w  A mi g a ’s  
s n a z z y  gr a p hi c s.  T h e  B ott o m  

Li n e  - If y o u ’r e a  Mi nt er  f a n y o u ’ll 
l o v e it. A  fi n el y-t u n e d a dr e n ali n  
m a c hi n e.  ★ ★ ★ ★

PI C K ’N ’PI L E
U bi  S oft  £ 1 9. 9 9
U p p er s  - F a s ci n ati n g  mi x  of  
P u z z ni c  a n d  B o ul d er  D a s h.  

D o w n er s  - 8- bit  gr a p hi c s  d o n ’t 
h el p vi s u al  cl arit y  a n y.  T h e  

B ott o m  Li n e  - N ot  e n o u g h  
v ari ati o n  t o s u st ai n  it f or l o n g. ★ ★

P L O T TI N G
O c e a n  £ 2 4. 9 9
U p p er s  - A  n o v elt y  - a  p u z zl e  
g a m e  wit h  c ut e  gr a p hi c s!  
D o w n er s  - G et s  s a m e y  aft er  a  
w hil e,  l e s s fr e e d o m t h a n ot h er  
p u z zl er s  m a k e s  f or a  s h ort er  lif e­
s p a n.  T h e  B ott o m  Li n e  - A  
c h ar mi n g  littl e g a m e,  b ut  
e v e nt u all y  d ull.  ★ ★ ★ ★

P O LI C E  Q U E S T  2
Si err a  ( A cti vi si o n) £ 3 4. 9 5
U p p er s  - Er,  v er y  r e ali sti c si m  of  
a  p oli c e m a n ’s  l ot. D o w n er s  - i e 
h alf  t h e g a m e  i s f or m-filli n g. T h e  

B ott o m  Li n e  - T o o  m u c h  li k e a  
t e di o u s d a y  at  t h e offi c e.  ★ ★

P O P U L O U S
El e ctr o ni c  Art s  £ 2 4. 9 9
U p p er s  - T ot all y  u ni q u e  
g a m e pl a y  a n d  s m o ot h  3 D  
i s o m etri c gr a p hi c s  a d d  u p  t o a  
g a m e  wit h  d e pt h  a n d  s p ar kl e.  
D o w n er s  - T h e  i c o n c o ntr ol  
s y st e m  r e all y i s v er y  c o nf u si n g.  
T h e  B ott o m  Li n e  - A n  e s s e nti al  
f or all  o p e n- mi n d e d  A mi g a  
o w n er s.  ★ ★ ★ ★ ★

T H E  P O W E R
D e m o n w ar e  £ 2 4. 9 9
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U p p er s  - H e a p s  of  l e v el s a n d  a  
s cr e e n  d e si g n er  k e e p  l a sti n g a p p e al  
u p,  a n d  t h e m u si c  i s e x c ell e nt.  
D o w n er s  - A  t o u c h d eri v ati v e,  a n d  
l a c k s t h at i n d efi n a bl e s o m et hi n g  t h at 
m a k e s  a  p u z zl e  g a m e  gr e at.  T h e  

B ott o m  Li n e  - Tr y  b ef or e  y o u  b u y  - 
y o u  mi g ht  li k e it, b ut  it' s r at h er 
a v er a g e  t o o ur  e y e s.  ★ ★ ★

P O W E R  D RI F T
A cti vi si o n  £ 1 9. 9 9
U p p er s  - All  t h e ar c a d e ’s  tr a c k s, 
c h ar a ct er s,  a n d  s e cr et f e at ur e s. 
D o w n er s  - T h e  gr a p hi c s  c a n  g et  
v er y  c o nf u si n g,  a n d  t h e g a m e pl a y  
i s n’t r e all y t h at cl o s e  t o t h e 
ori gi n al.  T h e  B ott o m  Li n e  - A  

g o o d  st a b  at  a  v er y  diffi c ult  
c o n v er si o n,  b ut  n ot  q uit e g o o d  
e n o u g h.  ★ ★ ★

P O W E R M O N G E R
El e ctr o ni c  Art s  £ 2 9. 9 9
U p p er s  - T h e  br a v e  n e w  f a c e of  
w ar g a m e s,  P o w er m o n g er  i s a  
g a m e  li k e n o  ot h er.  D o w n er s  - 

... d e s pit e i niti all y l o o ki n g 
s u s pi ci o u sl y  li k e P o p ul o u s.  T h e  

B ott o m  Li n e  - D e s pit e  
si mil ariti e s  t o a  c ert ai n  ot h er  titl e, 
P o w er m o n g er  r e all y i s a n  
e x c ell e nt  g a m e  i n it s o w n  ri g ht, 
a s  it s N o  3 2  pl a ci n g  i n t h e A mi g a  
P o w er  All- Ti m e  T o p  1 0 0  cl e arl y 
s h o w s.  ★ ★ ★ ★

P P  H A M M E R  A N D  

HI S  P N E U M A TI C  
W E A P O N
D e m o n w ar e  £ 2 5. 5 3

U p p er s  - Ni c el y  ol d-f a s hi o n e d  
pl atf or m  a cti o n.  Pl e nt y  of  s c o p e  f or 
d o u bl e  e ntr e n dr e s  t o o. D o w n er s  - 

A n n o yi n g  ni g gl e s  a n d  a t e n d e n c y 
t o w ar d s o v er- c o m pli c ati o n  s p oil  it a  
bit.  T h e  B ott o m  Li n e  - G o o d,  b ut  
it c o ul d  e a sil y  h a v e  b e e n  a  l ot b ett er.  
★ ★ ★

P R E HI S T O RI K
Tit u s  £ 2 5. 5 3

U p p er s  - S o m e  e x c ell e nt  c art o o n  
gr a p hi c s  a n d  h u m or o u s  t o u c h e s 
m a k e  it a n  i n st a ntl y li k e a bl e g a m e.  
D o w n er s  - S uff er s  i n c o m p ari s o n  
t o T o ki  a n d  C h u c k  R o c k.  N e e d s  a  
n u m b er  of  r o u g h e d g e s  p oli s hi n g  u p.  
T h e  B ott o m  Li n e  - A  ni c e  e n o u g h  
littl e c a v e m a n  r o m p, b ut  it’s  n ot  r e all y 

a n  e s s e nti al  p ur c h a s e.  ★ ★ ★

P R E D A T O R  2
I m a g e W or k s  £ 2 5. 9 9

U p p er s  - L ot s  a n d  l ot s of  z a p pi n g  
t o b e  d o n e  a n d,  er,  t h at’s  a b o ut  it 
r e all y. D o w n er s  - P o or  c ol o ur  
c h oi c e,  u ni m a gi n ati v e  g a m e pl a y,  b a d  
c o ntr ol  f e el. T h e  B ott o m  Li n e  - 

N ot  a s  g o o d  a s  O p er ati o n  W olf,  a n d  
n o w  s o m e  £ 1 8  m or e  e x p e n si v e.  
D o n ’t b ot h er.  ★ ★

P RI N C E  O F  
P E R SI A
Br o d er b u n d  £ 2 4. 9 9
U p p er s  - P h e n o m e n al  
a ni m ati o n,  l o a d s of  at m o s p h er e  
a n d  s o m e  g o o d  ol d-f a s hi o n e d  
g a m e pl a y.  D o w n er s  - C o ntr ol  i s 
i niti all y tri c k y, a n d  g etti n g  s e nt  t o 
t h e st art  of  a  l e v el e v er y ti m e y o u  
di e  i s al w a y s  a n n o yi n g.  T h e  
B ott o m  Li n e  - T e c h ni c all y 
st u n ni n g  a n d  gr e at  f u n at  t h e 
s a m e  ti m e. W h y  c a n ’t all  g a m e s  
b e  li k e t hi s ? ★ ★ ★ ★ ★

P R O  T E N NI S  
T O U R  2
U bi  S oft  £ 2 4. 9 9
U p p er s  - P o s si bl y  t h e m o st  
r e ali sti c s p ort s  si m  t o gr a c e  t h e 
A mi g a,  wit h  f e at ur e s g al or e.  
D o w n er s  - S o  if y o u  h at e  t h e 
r e al t hi n g, y o u  w o n't  g o  f or t hi s. 
T h e  B ott o m  Li n e  - N ot hi n g  s h ort  
of  w o n d erf ul.  ★ ★ ★ ★

P U R S UI T  T O  
E A R T H
E x o c et  £ 1 9. 9 5
U p p er s  - R e mi ni s c e nt  of  G yr u s s,  

t h e cl a s si c  ar c a d e  z a p p er.  
D o w n er s  - B ut  c o m pl et el y  cr a p.  
T h e  B ott o m  Li n e  - A b o ut  a s  
m u c h  f u n a s  g etti n g  hit  b y  a  r e al 
E x o c et.  ★

P U Z Z NI C
O c e a n  £ 2 4. 9 9
U p p er s  - Cl a s si c all y  si m pl e  a n d  
v er y  a d di cti v e,  n ot  t o m e nti o n
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ori gi n al.  D o w n er s  - I nf uri ati n gl y 
t o u g h o n  l at er l e v el s. T h e  

B ott o m  Li n e  - D o n ’t b e  p ut  off  
b y  t h e u s el e s s  gr a p hi c s,  t hi s i s a  
w o n d erf ul  br ai n  t e a s er. ★ ★ ★ ★

Q U E S T  F O R  
G L O R Y  II - T RI A L  
B Y  FI R E
Si err a  £ 4 0. 8 5
U p p er s  - S orr y,  c a n ’t t hi n k of  a n y.  
O h  n o,  w ait,  y o u  d o  g et  l ot s of  di s k s  
f or y o ur  m o n e y.  D o w n er s  - B ut  n o  
g a m e  t o p ut  o n  t h e m. I n c o m p et e ntl y 
pr o gr a m m e d,  st a g g eri n gl y- o v er pri c e d  
tr a s h. T h e  B ott o m  Li n e  - P o s si bl y  
t h e w or st  A mi g a  g a m e  y o u  will  e v er  
s e e.  A v oi d  it li k e a n  b a d-t e m p er e d  
ti g er wit h  t o ot h a c h e. ★

R AI L R O A D  
T Y C O O N
Mi cr o Pr o s e  £ 2 9. 9 9
U p p er s  - Fri g ht e ni n g  a m o u nt  of  
d e pt h.  D o w n er s  - V er y  sl o w  t o g et  
i nt o ( a n d v er y  sl o w  e v e n  w h e n  y o u  
d o  g et  i nt o it). T h e  B ott o m  Li n e  - If 
y o u ’v e  g ot  a  l ot of  ti m e t o i n v e st i n it, 
w ell  w ort h  a  l o o k. ★ ★ ★ ★

R A L L Y  C R O S S  
C H A L L E N G E
A n c o  £ 1 9. 9 5
U p p er s  - W ell- pr o gr a m m e d  
S u p er  S pri nt  cl o n e  t h at’s  gr e at  
f u n wit h  m ulti pl e  pl a y er s.  
D o w n er s  - Li mit e d  l a st a bilit y. 
T h e  B ott o m  Li n e  - Still  o n e  of  
t h e b e st  i n it s fi el d, b ut  t h at’s  
m or e  d o w n  t o l a c k of  c o m p etiti o n 
t h a n a n yt hi n g  el s e.  ★ ★

R A N X
U bi  S oft  £ 2 4. 9 9
U p p er s  - T ot all y  i d e ol o gi c all y 
u n s o u n d.  D o w n er s  - T ot all y  
i d e ol o gi c all y u n s o u n d.
T h e  B ott o m  Li n e  - Brilli a ntl y-  
pr e s e nt e d  b ut  ulti m at el y  li mit e d 
c o mi c  stri p  b e at- ’e m- u p.  
I d e ol o gi c all y u n s o u n d.  ★ ★

R E D  S T O R M  
RI SI N G
Mi cr o Pr o s e  £ 2 4. 9 9
U p p er s  - U n b eli e v a bl y  r e ali sti c, 
t h e b e st  of  it s ki n d.  D o w n er s  - 

Al m o st  t ot al l a c k of  m o vi n g  
gr a p hi c s.  T h e  B ott o m  Li n e  - A  
str at e gi st ’s  dr e a m,  b ut  if y o u  
r e all y w a nt  a  s u b m ari n e  
e x p eri e n c e  t hi s r e ali sti c, g o  j oi n 
t h e n a v y.  ★ ★

R E V E L A TI O N
Kri s ali s  £ 1 9. 9 9
U p p er s  - N e at  i d e a - a  p u z zl e  
g a m e  b a s e d  o n  s af e  cr a c ki n g.  
D o w n er s  - T o o  c o m pl e x  t o j u st 
pi c k  u p  a n d  pl a y  - b a d  n e w s  f or a  
p u z zl er.  T h e  B ott o m  Li n e  - N ot  
b a d,  b ut  c o ul d  h a v e  b e e n  b ett er  
pr e s e nt e d  ( a n d w h o  t h o u g ht u p  
t h at utt erl y  m e a ni n gl e s s  n a m e ?)  
★ ★

RI C K  
D A N G E R O U S  2  
Mi cr o St yl e  £ 2 4. 9 9
U p p er s  - C ut e,  c ol o urf ul,  a cti o n  
p a c k e d,  i m m e n s el y pl a y a bl e  a n d  
b ett er  p a c e d  t h a n Ri c k  1...  

D o w n er s  - ... b ut r e all y n ot  all  
t h at di s si mil ar,  a n d  still  p a c k e d  
wit h  f ar t o o m u c h  i n t h e w a y  of  
u nf or e s e e a bl e  d a n g er.  T h e  

B ott o m  Li n e  - L o v e a bl e.  ★ ★ ★

R O B O C O P  2
O c e a n  £ 2 4. 9 9
U p p er s  - Gr e at  gr a p hi c s,  
g e n er all y  e x c ell e nt  pr e s e nt ati o n.  
D o w n er s  - A w k w ar d  c o ntr ol s,  
s o m e  i nf uri ati n g g a m e pl a y  tr ait s, 
a n d  it’s  all  a  t o u c h t o o f or m ul ai c. 
T h e  B ott o m  Li n e  - C o ul d  h a v e  
b e e n  a  g o o d  d e al  b ett er.  ★ ★ ★

R O G U E  T R O O P E R
Kri s ali s  £ 2 4. 9 9
U p p er s  - F airl y  e nt ert ai ni n g  
ar c a d e  a d v e nt ur e  wit h  d e vi o u s  

b ut  l o gi c al p u z zl e s  a n d  a n  
e x c ell e nt  fr e e c oll e ct or s'  c o mi c.  
D o w n er s  - O n e  lif e - o n e  
mi st a k e  a n d  y o u ’r e all  t h e w a y  
b a c k  t o t h e st art  of  t h e fir st l e v el. 
( A a arr g h!) T h e  B ott o m  Li n e  - 

G o o d  f u n f or t h e p er si st e nt,  a n d  a  
g o o d  li c e n c e f or a  c h a n g e.  ★ ★

S A T A N
Di n a mi c  £ 1 9. 9 9
U p p er s  - Y o u  w o n ’t fi ni s h it i n a  
h urr y.  D o w n er s  - S p o o kil y  
si mil ar  t o Bl a c k  Ti g er.  T h e  

B ott o m  Li n e  - T h e  g a m e  t h at 
p ut  t h e ‘a g e ’ i n ‘a v er a g e ’. ★ ★

S E A R C H  F O R  T H E  
KI N G
A c c ol a d e  £ 3 4. 9 9

U p p er s  - S u p er b  El vi s  g a g s  a n d  
att e nti o n  t o d et ail  ( p arti c ul arl y i n t h e 
gr a p hi c s)  m e a n  gr a p hi c  a d v e nt ur e  
f a n s will  t a k e t o it i m m e di at el y. 
D o w n er s  - A c c ol a d e  bl o w  it t o a  
c ert ai n  e xt e nt  wit h  t h eir i n effi ci e nt 
p ar s er  s y st e m.  T h e  B ott o m  Li n e  - 

Still  a  l o n g w a y  t o g o  b ef or e  it 
c o m p et e s  wit h  t h e li k e s of  M o n k e y  

I sl a n d. ★ ★ ★

S H A D O W  D A N C E R
U S  G ol d  £ 2 5. 9 9

U p p er s  - L o o k s  l o v el y, a n d  t h e 
ni nj a  d o g  si d e ki c k  a d d s  at  l e a st a  
littl e t o a  r at h er tir e d g a m e  st yl e.  
D o w n er s  - It’s  t h at s a m e  ol d  
r e p etiti v e b e at- ’e m- u p  g a m e pl a y  
a g ai n.  T h e  B ott o m  Li n e  - A  v er y  
cl a s s y  c o n v er si o n  of  a t ot all y g e n eri c  
sl a s h er.  ★ ★

S H A D O W  O F  T H E  
B E A S T  2
P s y g n o si s  £ 3 4. 9 5
U p p er s  - J a w- dr o p pi n g  gr a p hi c s,  
a n d,  er,  ur n...  t h at’s  it. D o w n er s  - 

Y o ur fir st f e w g a m e s  will  b e  
s h ort er  t h a n t h e a c c e s si n g  
p a u s e s  b et w e e n  t h e m. T h e  
R o g er  D e a n  T- s hirt  i s n a u s e o u s.
T h e  B ott o m  Li n e  - £ 3 4. 9 5 ? 
N o w h er e  n e ar  e n o u g h  g a m e  f or 
s u c h  a  pri c e  t a g! ★ ★

S H A D O W  
W A R RI O R S
O c e a n  £ 2 4. 9 9
U p p er s  - L o o k,  l e a v e m e  al o n e,  
it’s  cl o s e  t o t h e ar c a d e  g a m e,  
w h at  el s e  d o  y o u  w a nt  m e  t o 
s a y ?  D o w n er s  - V er y  t o u g h a n d  
c o m pl et el y  u nr e w ar di n g.  T h e  

B ott o m  Li n e  - T h er e ’s  a b o ut  a s  
m u c h  g a m e  i n h er e  a s  t h er e i s i n 
a n  e m pt y  cr at e  wit h  ‘T o m at o e s  
fr o m Gr e e nl a n d ’ st a m p e d  o n  it. ★

S H A N G H AI
A cti vi si o n  £ 1 9. 9 9
U p p er s  - B a s e d  o n  a n  a n ci e nt  
C hi n e s e  til e g a m e,  s o  y o u  k n o w  
it’s  g oi n g  t o t ort ur e y o ur  mi n d,  
a n d  it d o e s.  Fri e n dl y  pr e s e nt ati o n  
t o o, a n d  t h e m ulti- pl a y er  a g ai n st-  
t h e- cl o c k g a m e s  ar e  a cti o n-  
p a c k e d  e n o u g h  f or t h e m o st  
fr e n zi e d bl a sti n g  f a n. D o w n er s  - 

Sli g htl y  fi d dl y gr a p hi c s  c a n  pl a y  
h a v o c  wit h  y o ur  e y e s.  N ot hi n g  a  
h alf w a y- d e c e nt  m o nit or  w o n't  
c ur e,  t h o u g h. T h e  B ott o m  Li n e  - 

S c aril y  gri p pi n g  f or a  g a m e  wit h  
n o  m o vi n g  gr a p hi c s.  T h e  fir st 
ti m e y o u  d o  it y o u ’ll w a nt  t o t a k e 
o ut  a n  a d v ert  i n T h e  Ti m e s  t o t ell 
e v er y b o d y.  ★ ★ ★ ★ ★

S H O C K W A V E
Di git al  M a gi c  £ 2 4. 9 9
U p p er s  - Li g ht ni n g  f a st ar c a d e  
q u alit y  Aft er b ur n er/ St ar  W ar s  

gr a p hi c s.  D o w n er s  - 

T a cti c al  s e cti o n s  g et  i n t h e w a y.  
T h e  B ott o m  Li n e- A  p ot e nti all y  
gr e at  ar c a d e  m o n st er  s h o ot- ’e m-  
u p  r ui n e d b y  tr yi n g t o b e  br ai n y  
a s  w ell.  ★ ★ ★

SI M U L C R A
Mi cr o St yl e  £ 2 4. 9 9
U p p er s  - M a d,  fr a nti c 3 D  bl a st.  
D o w n er s  - N ot  m u c h  br ai n ­
e x p a n di n g  i n v ol v e d. T h e  B ott o m  

Li n e  - A n  a m p h et a mi n e  cl a s si c.  
★ ★ ★

SI RI U S  7
C R L  £ 2 4. 9 9
U p p er s  - T e c h ni c all y  a d e q u at e.  
D o w n er s  - N o  t h o u g ht, n o  
i m a gi n ati o n, n o  g a m e,  n o  f u n. 
T h e  B ott o m  Li n e  - Al m o st  a s  
a cti o n- p a c k e d  a s  X e n o n  2.  I n 
p a u s e  m o d e.  ★

S KI  O R  DI E
El e ctr o ni c  Art s  £ 2 4. 9 9
U p p er s  - S k at e  Or  Di e  b ut wit h  
s n o w.  D o w n er s  - S k at e  Or  Di e  

b ut  wit h  s n o w.  T h e  B ott o m  Li n e

- F u n  (f or a  w hil e)  wit h  fri e n d s, 
b ut  b a si c all y  a n  ol d  f a s hi o n e d, 
p at c h y  c oll e cti o n  of  u ni m pr e s si v e  
s u b  g a m e s.  ★

S K U L L  A N D  
C R O S S B O N E S  
D o m ar k  £ 2 4. 9 9
U p p er s-  It' s all  r e a s o n a bl y tr u e t o 
t h e c oi n- o p.  D o w n er s  - Pit y  it w a s  
s o  cr a p  t h e n, i s n't it ? A p p alli n gl y  

sl o w,  criti c all y  li mit e d a n d  b u g-  

ri d d e n. T h e  B ott o m  Li n e  -

Y o u ’d  h a v e  m or e  f u n b ei n g  
k e el h a ul e d.*

S P E E D B A L L  II
I m a g e W or k s  £ 2 4. 9 9
U p p er s  - T h e  ulti m at e  f ut ur e 
s p ort  g a m e  t o d at e  - f a st, br ut al,  
e n or m o u sl y  pl a y a bl e.  T h e  
Bit m a p s'  fi n e st m o m e nt.  
D o w n er s  - T e a m s  c a n  b e c o m e  
h ar d  t o t ell a p art  i n t h e h e at  of  t h e 
a cti o n.  T h e  B ott o m  Li n e  - O n e  
of t h e all-ti m e  gr e at  A mi g a 
g a m e s.  B u y  or  di e.  ★ ★ ★ ★ ★

S P E L L B O U N D
P s y cl a p s e  £ 2 4. 9 9
U p p er s  - W ell- dr a w n  b a c k dr o p s,  
a n d,  er m,  t h e p a c k a gi n g  i s ni c e.  
D o w n er s  - Al m o st  n o  i n- g a m e 
s o u n d,  pr a cti c all y  n ot hi n g  i n t h e 
w a y  of  a cti o n.  T h e  B ott o m  Li n e

- H u g el y  b ori n g  ar c a d e  
a d v e nt ur e  t hi n g t h at’s  o v er pri c e d  
b y  £ 2 0.  ★

T H E  S P Y  W H O  
L O V E D  M E
D o m ar k  £ 2 4. 9 9
U p p er s  - L o v el y  ti n y gr a p hi c s,  
t o u g h g a m e pl a y  t h at n o n et h el e s s  
r e w ar d s a  bit  of  eff ort.  T h e y' v e  
s p e nt  a  g o o d  d e al  of  eff ort  o n  t hi s 
o n e.  D o w n er s  - O nl y  h alf- a-  
d o z e n  l e v el s - all  c o m pl et e a bl e  
aft er  s o m e  pr a cti c e  - m e a n s  it 
w o n ’t l a st all  t h at l o n g. T h e  

B ott o m  Li n e  - E a sil y  t h e b e st  
B o n d  g a m e  s o  f ar, a n d  a  f u n S p y  

H u nt er  cl o n e  i nt o t h e b ar g ai n,  
t h o u g h (t o b e  h o n e st)  n ot  
s o m et hi n g  y o u ’ll w a nt  t o pl a y  f or 
m o nt h s.  ★ ★ ★

S PI N DI Z Z Y  
W O R L D S
A cti vi si o n  £ 2 4. 9 9
U p p er s  - A n ot h er  e x a m pl e  of  a n  
8- bit  cl a s si c  br o u g ht  b a n g  u p  t o 
d at e wit h  a  s pr a wli n g  pl a y  ar e a  
a n d  l o a d s of  n e w  f e at ur e s. 
D o w n er s  - Bi z arr e  c o ntr ol s  t o 
g et  t o gri p s  wit h  a n d  t h e gr a p hi c s 
c o ul d  b e  b ett er.  T h e  B ott o m  

Li n e  - S u p erl ati v e  g a m e  d e si g n,  
a n d  t ot al a d di cti o n.  Fr u str ati n g  a s  
h ell,  b ut  n o n et h el e s s  a  

m a st er pi e c e  of 8- bit  u p d ati n g  
wit h o ut  l o si n g t h e ori gi n al  s pirit.  
★ ★ ★ ★ ★

S PI RI T  O F  
E X C A LI B U R
Vir gi n  £ 2 4. 9 9
U p p er s  - Pl e nt y  of  v ari ati o n,  a n d  it 
c ert ai nl y  all  l o o k s l o v el y. D o w n er s - 

Pitif ull y  sl o w,  a n d  t h e diff er e nt  

s e cti o n s  d o n ’t r e all y s e e m  t o g el  
t o g et h er. T h e  B ott o m  Li n e  - If 

y o u ’v e  g ot  a  f e w h o ur s  t o kill  w hil e  
y o u ’r e w aiti n g  f or a tr ai n, t hi s i s a  

g a m e  t h at y o u  c a n  l o a d u p  wit h o ut  
f e ar of  it c a u si n g  y o u  t o mi s s  it. ( O n 
t h e ot h er  h a n d,  st a n di n g  o n  t h e 

pl atf or m  mi g ht  b e  m or e  f u n). ★ ★

S P O T
L ei s ur e  G e ni u s  £ 2 5. 9 9

U p p er s  - Brilli a ntl y  d e si g n e d  
Ot h ell o- b a s e d  b o ar d  g a m e  w hi c h  still  
m a n a g e s  t o off er  s o m et hi n g  n e w  a n d  
diff er e nt  ( a n d e v e n  s u p p ort s  u p  t o 
f o ur pl a y er s).  D o w n er s  - T h e  
pr e s e nt ati o n  l a c k s p oli s h  i n pl a c e s.  
T h e  B ott o m  Li n e  - A  cl a s s  b o ar d ­
li k e str at e g y  a ct  ★ ★ ★ ★ ★

S T A R G LI D E R  II
R ai n bir d  £ 2 4. 9 9
U p p er s  - I n st a nt 3 D  bl a sti n g  
a p p e al,  wit h  e xtr a  d e pt h  f or t h o s e 
w h o  w a nt  it. D o w n er s  - Sli g htl y  
t o o r e p etiti v e i n t h e l o n g-t er m. 
T h e  B ott o m  Li n e  - Still  o n e  of  
t h e b e st  St ar  W ar s-i n s pir e d  
r el e a s e s o n  t h e A mi g a.  ★ ★ ★

S T A R B L A D E
P al a c e  £ 2 4. 9 9
U p p er s  - Ori gi n al  c o n c e pt.  
D o w n er s  - S o d  all  s o u n d- wi s e,  
t e c h ni c all y n ot hi n g  t o s h o ut  
a b o ut.  T h e  B ott o m  Li n e  - R u n-  
of-t h e- mill.  ★ ★

S T.  D R A G O N
St or m  £ 2 4. 9 9
U p p er s  - L o v el y  gr a p hi c s,  a  
h el pf ul  s oft w ar e  a ut ofir e  o pti o n,  
a n d  a  c h all e n gi n g  diffi c ult y  c ur v e  
lift t hi s o ut  of  t h e m or a s s of  
h ori z o nt al  z a p p er s.  T h e  D y n a mi c  
L o a di n g  S y st e m  i s a n  i nfi nit el y 
w o n d erf ul  i d e a. D o w n er s  - A  bit  
t o o t o u g h f or m o st,  a n d  t h e 
p o w er- u p s  ar e  u n e x citi n g.  T h e  

B ott o m  Li n e  - O n e  of  t h e f e w 
si d e w a y s- s cr olli n g  s h o ot- ’e m- u p s  
t h at y o u  r e all y s h o ul d  o w n.
★ ★ ★ ★

S T E L L A R  7
D y n a mi x  ( Si err a) £ 2 4. 9 9

U p p er s  - A p p e ali n gl y  ol d-f a s hi o n e d  
bl a st  fr o m t h e p a st  i n t h e f or m of  ( y et 
a n ot h er!)  u p- d at e d  B attl e z o n e.  

D o w n er s  - E v er- s o- sli g htl y  
sl u g gi s h  v e ct or  gr a p hi c s  a n d  
o pti mi sti c  pri ci n g  m a k e  it a  bit  of  a 
l u x ur y. T h e  B ott o m  Li n e  - 

S ati sf yi n gl y  mi n dl e s s  - b ut  t h at’s  
b ot h  a  str e n gt h  a n d  a  w e a k n e s s.  ★ ★

S T O R M B A L L
Mill e n ni u m  £ 2 4. 9 9
U p p er s  - R e a s o n a bl y  p a s s a bl e  
gr a p hi c s.  D o w n er s  - Utt erl y  dir e  
g a m e  d e si g n,  n o  f e eli n g of  s p e e d  or  
e x cit e m e nt,  hi g hl y  c o nf u si n g  a n d  
l ar g el y p oi ntl e s s.  T h e  B ott o m  Li n e  

- If y o u ’r e l o o ki n g f or a  g o o d  w a y  t o 
w a st e  £ 2 5,  t hr o w it d o w n  a  dr ai n  
r at h er t h a n b u y  t hi s. ★

S T RI D E R  2
U S  G ol d  £ 2 4. 9 9
U p p er s  - G o o d  a ni m ati o n  a n d  
pl e nt y  of  c h all e n g e.  D o w n er s  - 

V er y  littl e a d v a n c e  o n  Stri d er,  a n d  
s h o d dil y  pr e s e nt e d.  T h e  B ott o m  

Li n e  - It’s  e v er yt hi n g  t h at’s  b a d  
a b o ut  s e q u el s,  a n d  b e ar s  all  t h e 
h all m ar k s  of a  r u s h j o b. ★ ★

S T U N  R U N N E R
T e n g e n  ( D o m ar k) £ 2 4. 9 9

U p p er s  - Er...t h e  m u si c  i s n’t 
e ntir el y  cr a p.  D o w n er s  - 

H o p el e s sl y  sl o w,  gr a p hi c all y  
pri miti v e,  a  t er mi n al l a c k of  
e x cit e m e nt.  T h e  B ott o m  Li n e  - 

W e ’d  r at h er s e e  a  gr e at  
c o n v er si o n  of  G al a xi a n s  t h a n 
s o m e o n e  m a k e  a  pi g ’s  e ar  of  a  
g a m e  t h e y k n e w  t h e y c o ul d n ’t 
c o n v ert  i n t h e fir st pl a c e.  ★

S U P E R C A R S  2
Gr e mli n  £ 2 4. 9 9

U p p er s  - T h e  t w o- pl a y er m o d e  
e n h a n c e s  t hi n g s c o n si d er a bl y.  
D o w n er s  - Ar g u a bl y  l e s s pl a y a bl e  
t h a n t h e ori gi n al.  T h e  B ott o m  Li n e  

- If y o u  o nl y  w a nt  t o pl a y  it i n o n e  
pl a y er  m o d e,  b u y  t h e 1 6  Bit  Hit z  

c o m pil ati o n  f e at uri n g t h e ori gi n al  
S u p er c ar s  i n st e a d. ★ ★ ★

S U P E R  M O N A C O  
G P
U S  G ol d  £ 2 4. 9 9

U p p er s  - W ell- pr o gr a m m e d  a n d  
f u n. D o w n er s  - N ot  m u c h  li k e t h e 
c oi n- o p.  T h e  B ott o m  Li n e  - A  g o o d 
r a ci n g g a m e,  b ut  d o n ’t e x p e ct  t h e 
ar c a d e.  ★ ★ ★

S U P E R  O F F- R O A D  
R A C E R
Vir gi n  £ 1 9. 9 9
U p p er s  - Fl a wl e s s  ar c a d e  
c o n v er si o n  fr o m Gr aft g ol d,  t h e 
R ai n b o w  I sl a n d s p e o pl e.  
D o w n er s  - T h e  tr a c k s e q u e n c e,  
t h o u g h i d e nti c al t o t h e ori gi n al,  i s 
sill y  a n d  c o ntr ol  i s j u st a  t a d o v er ­
s e n siti v e.  T h e  B ott o m  Li n e  - 

T h e  A mi g a ’s  b e st  S u p er  S pri nt  

g a m e  y et,  b ut  wit h  s o m e  
a n n o yi n g  ni g gl e s  t h at st o p  it 
b ei n g  t h e tr u e cl a s si c  it mi g ht  
h a v e  b e e n.  ★ ★ ★ ★

S U P E R  S K W E E K
L ori ci el  £ 1 9. 9 9

D o w n er s  - B ut  it’s  pr o b a bl y  t h e 
w or st  v er si o n  y et  s e e n  o n  t h e A mi g a,  
a n d  t h at’s  s a yi n g  s o m et hi n g.  T h e  

B ott o m  Li n e  - C o m pl et el y  sti n k y.  
( Sti c k wit h  t h e P D  v er si o n s).  ★

U p p er s  - C ut e  D ef u si o n/ P ai nt er-  

b a s e d  g a m e  wit h  p o w er- u p s  a n d  
a d d- o n s  g al or e.  D o w n er s  - 

P er h a p s  a  littl e t o o Fr e n c h  f or m o st  
of  u s,  a n d  p er h a p s  a  littl e t o o si mil ar  
t o S k w e e k  t o o. T h e  B ott o m  Li n e-  

C o ul d  d o  wit h  h a vi n g  a n ot h er  fi v er 
c h o p p e d  off  t h e pri c e,  b ut  ot h er wi s e  
gr e at  f u n. ★ ★ ★

S U P E R  W O N D E R  
B O Y
A cti vi si o n  £ 1 9. 9 9
U p p er s  - P erf e ct  diffi c ult y  c ur v e  
l et s y o u  g et  j u st a  littl e bit  f urt h er 
e v er y  g o.  C ut e  gr a p hi c s  a d d  t o 
t h e c h ar m  a n d  t h e s h o p s  w h er e  
y o u  c a n  s p e n d  y o ur  g ol d  gi v e  it a  
littl e e xtr a  s c o p e.  D o w n er s  - 

Sli g htl y  l a c ki n g i n a cti o n,  t o o sl o w  
f or s o m e.  N ot  e x a ctl y  m o d er n  
l o o ki n g. T h e  B ott o m  Li n e  - 

Gr e at  g a m e  i n t h e M ari o  v ei n,  b ut  
wit h  l e s s e n e mi e s  a n d  m or e  
d e pt h.  ★ ★ ★

S U P R E M A C Y
Vir gi n  £ 2 9. 9 9
U p p er s  - G al a cti c  e m pir e ­
b uil di n g  wit h  s o m e  s m art  
gr a p hi c s.  D o w n er s  - T h e  n u m b er  
b a s e d  g a m e pl a y  r e n d er s it all  
c o m pl et el y  u ni nt er e sti n g  (t o u s,  
a n y w a y.  S o m e  p e o pl e  t hi n k it' s 
t h e b e st  t hi n g si n c e  sli c e d  br e a d).  
T h e  B ott o m  Li n e  - F or  
a c c o u nt a nt s  a n d  g ulli bl e  p e o pl e  
o nl y.  ★ ★

S WI T C H B L A D E  II
Gr e mli n  £ 2 5. 9 9

U p p er s  - G or g e o u s  c o n s ol e-li k e  
gr a p hi c s,  tri e d- a n d-t e st e d g a m e pl a y,  
p a c k e d  f ull of  d et ail  a n d  l o v el y 
t o u c h e s. D o w n er s  - P er h a p s  j u st a  
littl e t o o si m pl e.  T h e  B ott o m  Li n e  

- A b s ol ut el y s u p er b.  Ar g u a bl y  t h e 
b e st  A mi g a  pl atf or m  g a m e  t o d at e.  
★ ★ ★ ★ ★

S WI V
St o r m £ 2 4. 9 9
U p p er s  - L o o k s  g o o d,  s o u n d s  
g o o d,  c o m e s  wit h  a  n e at  t w o- 
pl a y er  o pti o n  - a n d  all  i n o n e  
( m a s si v e) l e v el t o o! D o w n er s  - 

T h er e  ar e n ’t a n y  ( u nl e s s y o u  fi n d 
all  t h o s e dr a b  milit ar y- st yl e  
c ol o ur s  a  bit  d e pr e s si n g). T h e  

B ott o m  Li n e  - Fr a nti c  - o n e  of  
t h e b e st  s h o ot- ’e m- u p s  w e ’v e  
s e e n.  ★ ★ ★ ★ ★

S W O R D S  A N D  
G A L L E O N S
I d e a £ 2 5. 9 9
U p p er s  - U s e s  t h e cl a s si c 
tr a di n g g a m e  st yl e  t o gr e at  eff e ct.  
D o w n er s  - E a s y  t o c o m pl et e 
a n d  t h e st u pi d  o mi s si o n  of  a  s a v e  
g a m e  o pti o n  k n o c k s  a  b attl e s hi p ­
si z e d  h ol e  i n t h e g a m e' s  l a sti n g 
a p p e al.  T h e  B ott o m  Li n e  - A  
mi n orit y  i nt er e st s ort  of  aff air,  b ut  
str a n g el y  c o m p elli n g  d e s pit e  t h e 
fl a w s. ★ ★

T E T RI S
I nf o gr a m e s £ 1 9. 9 9

U p p er s  - W ell,  it i s still  T etri s.

T H E M E  P A R K
M Y S T E R Y
I m a g e W or k s  £ 2 4. 9 9
U p p er s  - Gr e at  f e el; l o o k s a n d  
s o u n d s  l o v el y. D o w n er s  - 

Ar c a d e  s e cti o n s  ar ef airl y  
p oi ntl e s s.  T h e  B ott o m  Li n e  - 

G a m e s  w hi c h  mi x  a d v e nt ur e s 
wit h  ar c a d e  s e q u e n c e s  al w a y s  
s uff er  f or it, a n d  T h e m e  P ar k  

M y st er y  i s n o  e x c e pti o n.  ★ ★
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T H E  B O T T O M  LI N E T H E  L H S T  V E R B ’S  G A M E S

★ ★ ★ ★ ★  E x c ell e nt ★ ★ ★ ★ ★  N e arl y  t h er e ★ ★ ★ ★  V er y  g o o d ★ ★ ★  H a s  it s m o m e nt s  ★ ★  Fl a w e d  ★  Dir e

T H E  S E C R E T  O F  
M O N K E Y  I S L A N D
U S  G ol d  £ 2 5. 9 9

U p p er s  - T h e  cl o s e st  t hi n g y et  t o a  
f ull y i nt er a cti v e st or y.  E n or m o u s  
pl a y a bilit y,  pl e a si n g  p u z zl e s  a n d  
gr e at  d oll o p s  of  - y e s!  - g e n ui n el y  
witt y  h u m o ur  c o m e  t o g et h er t o f or m 
s o m et hi n g  v er y  gl ori o u s  i n d e e d. 
D o w n er s  - D e s pit e  t h e fi v e di s k s,  
y o u ’ll still  n e e d  a  f ull m e g,  a n d  o n c e  
t h e g a m e  i s c o m pl et e d  y o u ’ll 
pr o b a bl y  n e v er  c o m e  b a c k  t o it a g ai n.  
T h e  B ott o m  Li n e- A n  a d v e nt ur e
t h at l o o k s a n d  pl a y s  b ett er  t h a n 
al m o st  a n y  ar c a d e  g a m e.  S oft w ar e  
h e a v e n. ★ ★ ★ ★ ★
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T E A M  S U Z U KI
Gr e mli n  £ 2 4. 9 9
U p p er s  - V er y  f a st, wit h  s o m e  

pr ett y  h air y  tr a c k vi e w s.  
U ni nt e nti o n all y  hil ari o u s  r e pl a y 
f e at ur e. D o w n er s  - I n s a n el y 
s e n siti v e  t o c o ntr ol.  T h e  B ott o m  

Li n e  - E n o u g h  f u n t o k e e p  y o u  
pl a yi n g  u ntil  y o u  c a n  at  l e a st st a y  
o n  t h e r o a d f or fi v e s e c o n d s  at  
6 0 m p h,  b ut  a  bit  t o o u nr e ali sti c  t o 
c o m p et e  wit h  I n d y 5 0 0.  ★ ★ ★

T E A M  Y A N K E E
E m pir e  £ 2 9. 9 9
U p p er s  - T h e  a cti o n  sl a nt  o n  t h e 
st a n d ar d  t a n k si m  m a k e s  it m or e  
i m m e di at e a n d  a c c e s si bl e...  
D o w n er s  - ... b ut w h at  a  pit y  it 
l a c k s d e pt h  a n d  e x cit e m e nt.
T h e  B ott o m  Li n e  - D o e s n ’t w or k  
a s  a  str at e g y  si m  or  ar c a d e  bl a st.  
Tr y  S h er m a n  M 4  if y o u  m u st  o w n  
a  t a n k si m ul ati o n  of s o m e  
d e s cri pti o n.  ★ ★

T E E N A G E  
M U T A N T  H E R O  
T U R T L E S
Mirr or s oft  £ 2 4. 9 9
U p p er s  - It d o e s n ’t h a v e  t h e 
w or d  ‘Ni nj a ’ i n t h e titl e...D o w n er s  

- ... b ut e v e n  t h at d o e s n ’t s a v e  it 
fr o m b ei n g  utt erl y  a wf ul  i n e v er y  
w a y.  T h e  B ott o m  Li n e  - Y o u ’d  
h a v e  m or e  f u n pl a yi n g  wit h  a  r e al 
t urtl e. Or  a  r e al m ut a nt.  ★

T H U N D E R S T RI K E
Mill e n ni u m  £ 2 4. 9 9
U p p er s  - D ef e n d er  f or t h e 3 D  
g e n er ati o n.  D o w n er s  - A n  
a b s ol ut e  P C  cl a s si c,  s o  w h y  i s 
t h e A mi g a  c o n v er si o n  s o  
a p p alli n g ?  T h e  B ott o m  Li n e  - A  
s eri o u sl y  a v er a g e  g a m e  w hi c h  
c o ul d  h a v e  b e e n  a n  a b s ol ut e  
g e m.  T h u n d er stri k e ?  M or e  li k e 
C h u n d er stri k e.  ★ ★

TI E  B R E A K
O c e a n  £ 2 4. 9 9
U p p er s  - M or e  of  a  si m ul ati o n  
t h a n a  P o n g  g a m e.  D o w n er s  - 

W h o e v er  t h o u g ht u p  t h e ‘s cr olli n g  
c o urt ’ i d e a s h o ul d  b e  s h ot.  T h e  
B ott o m  Li n e  - Hi d e o u sl y  
c o m pl e x  c o ntr ol  m a k e s  t hi s o n e  
m or e  h a s sl e  t h a n it’s  w ort h.  ★ ★

T H E  TI M E  
M A C HI N E
A cti vi si o n  £ 2 4. 9 9

U p p er s  - It’s  ni c e  t o pl a y  a  g a m e  
t h at d o e s n ’t h a v e  1 0, 0 0 0  s cr e e n s  
f or a  c h a n g e.  D o w n er s  - 

E v er yt hi n g  h a s  t o b e  d o n e  t e n 
ti m e s. T h e  B ott o m  Li n e  - T o o  
cl e v er  b y  h alf.  ★ ★

T O KI
O c e a n  £ 2 5. 3 9

U p p er s  - T h e  (l at e st) d efi niti v e  
c oi n- o p  c o n v er si o n.  B e a utif ul  
pl atf or m  a cti o n  t o m a k e  y o u  g o  a p e.  
D o w n er s  - T h e  s o u n d  i s sli g htl y  
di s a p p oi nti n g,  a n d  t h e g a m e  i s 
si m pl y  t o o s m all.  T h e  B ott o m  Li n e  

- W h at ’s  t h er e i s brilli a nt,  if o nl y  
t h er e w a s  m or e  of  it. ★ ★ ★ ★ ★

T O R V A K  T H E  
W A R RI O R
C or e  D e si g n  £ 2 4. 9 9
U p p er s  - B e a utif ul,  gl o o m y  
gr a p hi c s.  D o w n er s  - I n cr e di bl y 
sl o w  a n d  u nr e m ar k a bl e  R a st a n  

g a m e.  T h e  B ott o m  Li n e  - 

U nr e s p o n si v e  c o ntr ol  a n d  a  
t al e ntl e s s h er o  cri p pl e  t h e 
g a m e pl a y.  C h e c k  o ut  C h u c k  

R o c k  t o fi n d o ut  w h at  C or e  c a n  
r e all y d o  w h e n  t h e y p ut  t h eir 
mi n d s  t o it. ★

T O T A L  R E C A L L
O c e a n  £ 2 4. 9 9

U p p er s  - A  f air bit  of  g a m e pl a y  
v ari ati o n.  D o w n er s  - U nfri e n dl y  
c o ntr ol s,  u ni n s pir e d  d e si g n.
T h e  B ott o m  Li n e  - S oli d  b ut  
u n e x citi n g.  N o  f e el f or t h e 
m o vi e.  ( A n d c o ul d n ’t t h e y aff or d  
t h e ri g ht s t o u s e  Ar ni e ’s  r e al 
f a c e ?) ★ ★

T O U R N A M E N T  
G O L F
Elit e  £ 2 4. 9 9
U p p er s  - A ut h e nti c  ar c a d e  p ort.  
D o w n er s  - N o b o d y  e v er  pl a y e d  
t h e ar c a d e  g a m e.  T h e  B ott o m  

Li n e  - C o m pl et el y  a v er a g e  
g olfi n g  y a w n er a m a,  n o w  w ell  o ut-  
e v ol v e d  i n all  r e s p e ct s b y  P G A  

T o ur  G olf.  **

T O W E R  F R A
T h ali o n  £ 2 4. 9 9

U p p er s  - Y e s,  y o u  g u e s s e d  it, 
it’s  a n  air  tr affi c c o ntr ol  t o w er 
si m ul ati o n.  N ot  a s  b ori n g  a s  it 
s o u n d s.  D o w n er s  - It’s  still  f airl y 
b ori n g  t h o u g h. T h e  B ott o m  Li n e  

- G o o d  tr ai ni n g f or t h e n e xt  
g e n er ati o n  of  air  tr affi c 
c o ntr oll er s.  ★ ★

T O Y O T A  C E LI C A  
R A L L Y
Gr e mli n  £ 2 4. 9 9

U p p er s  - V er y  i m pr e s si v el y 
d et ail e d  - a  l ot of eff ort  h a s  b e e n  
t a k e n t o g et  a n  a ut h e nti c  f e el 
h er e.  D o w n er s  - B e  pr e p ar e d  t o 
di g  d e e p  t o fi n d t h e a ct u al  
g a m e pl a y,  t h o u g h. T h e  B ott o m  

Li n e  - P er h a p s  t o o g o o d  a  
si m ul ati o n  t o b e  m u c h  f u n t o pl a y.  
★ ★

3 D
C O N S T R U C TI O N  
KI T
D o m ar k/l n c e nti v e  £ 4 9. 9 9

U p p er s  - Cr e ati n g  y o ur  o w n  g a m e s  
( or si m pl y  d e si g ni n g  littl e w orl d s)  i s 
gr e at  f u n. D o w n er s  - W ell,  it’s  n ot  
r e all y a  g a m e  a s  s u c h,  i s it ? It’s  
pr ett y  sl o w  t o o, a n d  m a ki n g  a n yt hi n g  
r e all y w ort h w hil e  g et s  v er y  
c o m pli c at e d.  T h e  B ott o m  Li n e  - 

E x p e n si v e  a n d  of  li mit e d a p p e al,  b ut  
if y o u ’v e  al w a y s  it c h e d t o cr e at e  a  
Fr e e s c a p e  g a m e  y o u  c a n ’t r e all y 
c o m pl ai n.  ★ ★ ★

T U R RI C A N  2
R ai n b o w  Art s  £ 2 4. 9 9
U p p er s  - E nj o y a bl e  mi n dl e s s  
bl a sti n g.  D o w n er s  - Er m,  h a s  
t h er e b e e n  s o m e  mi st a k e  h er e ?  
S o m e o n e  a p p e ar s  t o h a v e  s e nt  
u s  a  c o p y  of  T urri c a n.  T h e  

B ott o m  Li n e  - B ett er  t h a n t h e 
ori gi n al,  b ut  t h at’s  t h e o nl y  w a y  i n 
w hi c h  it’s  diff er e nt.  ★ ★ ★

T U S K E R
S y st e m  3  ( A cti vi si o n) 
£ 2 4. 9 9
U p p er s  - N ot hi n g  a ct u all y  wr o n g  
wit h  it. D o w n er s  - N ot hi n g  n e w.  
N ot hi n g  i nt er e sti n g. J u st  n ot hi n g.  
T h e  B ott o m  Li n e  - D e pr e s si n gl y  
a v er a g e.  ★ ★

U L TI M A  V
Ori gi n  ( Mi n d s c a p e) £ 2 9. 9 9
U p p er s  - T h e  s c o p e  a n d  d e pt h  
of  Ulti m a  V g o e s  w a y  b e y o n d  
ot h er  r ol e- pl a yi n g a d v e nt ur e s,  
e v e n  pr e vi o u s  Ulti m a  r el e a s e s. 
D o w n er s  - N ot  a  bit  of  j o y sti c k 
a cti o n  i n si g ht;  s o m e  m a y  fi n d t h e 
si z e  of  t h e g a m e  d a u nti n g.  T h e  

B ott o m  Li n e  - Ulti m a  V  off er s  
ar g u a bl y  t h e b e st  i n gr a p hi c 
f a nt a s y. ★ ★ ★ ★ ★

U L TI M A T E  RI D E
Mi n d s c a p e  £ 2 4. 9 9
U p p er s  - R e ali sti c  h a n dli n g.  
D o w n er s  - Dr e a df ul  
g a m e pl a y.  T h e  B ott o m  Li n e  - 

A n ot h er  f ail e d att e m pt  at  t h e 
a c c ur a c y/f u n  g a m e  b al a n c e.  ★ ★

U M S  II
R ai n bir d  ( Mi cr o Pr o s e) 
£ 3 4. 9 9

U p p er s  - T h e  pi n n a cl e  of  t e c h­
h e a d  w ar g a m e s.  D o w n er s  - 

Atr o ci o u s  d o c u m e nt ati o n  c o ul d  
m e nt all y  s c ar  b e gi n n er s  f or lif e. T h e  

B ott o m  Li n e  - It w o n ’t wi n  t h e
w ar g a mi n g  fr at er nit y a n y  n e w  
m e m b er s,  b ut  it’ll p ut  s o m e  i n 

s e v e nt h  h e a v e n.  ★ ★ ★

U N R E A L
U bi  S oft  £ 2 4. 9 9
U p p er s  - L o o k s  v er y  stri ki n g,  
ni c e  v ari ati o n  i n g a m e pl a y  t o o. 
D o w n er s  - T h e  a b s ur d  ‘s a v e  
g a m e ’ f e at ur e s p oil s  t hi n g s a  bit.  
T h e  B ott o m  Li n e  - A  c ut  a b o v e  
y o ur  a v er a g e  h a c k- ’e m- u p.  ★ ★ ★

V A XI N E
U S  G ol d  £ 2 4. 9 9
U p p er s  - B e a utif ul-l o o ki n g,  
ori gi n al  a n d  i m a gi n ati v e s h o ot-  
’e m- u p.  D o w n er s  - V er y,  v er y,  
v er y  ( v er y) h ar d.  T h e  B ott o m  

Li n e  - B e  pr e p ar e d  t o t e ar y o ur 
h air  o ut,  b ut  t hi s i s a  gr e at  

c h all e n g e  f or t h e s u p er n at ur all y-  
t al e nt e d. ★ ★ ★ ★

V E C T O R  
C H A M PI O N S HI P  
R U N
I m p ul z e £ 2 4. 9 9
U p p er s  - Pr ett y  s p e e d y.  
D o w n er s  - U n c o ntr oll a bl e.  T h e  

B ott o m  Li n e  - W h at ’s  t h e p oi nt  
i n a  g a m e  y o u  c a n ’t pl a y ?  ( c.f. 
R h et ori c al  Q u e sti o n s  F or  
J o ur n ali st s,  V ol.  1)  ★

V E N U S  T H E
F L Y T R A P
Gr e mli n  £ 2 4. 9 9

U p p er s  - Pr ett y  c ol o ur-  
gr a d u at e d  b a c k gr o u n d s  a n d  
e x c ell e nt  a ni m ati o n.  T h e  P- 4 7-  
e s q u e  b o n u s  r o u n d gi v e s  
v ari ati o n,  a n d  t h e att e nti o n  t o 
d et ail  m a k e s  it f e el li k e a n  
ar c a d e  g a m e.  D o w n er s  - 

L a c ki n g  i n c h all e n g e  f or t h e 
fir st f e w l e v el s, a n d  aft er  t h at 
y o u'll  b e  g etti n g  a  bit  b or e d  wit h  
it. T h e  B ott o m  Li n e  - G o o d  f u n, 
b ut  p all s  f airl y q ui c kl y.  I d e al f or 
y o u n g er  pl a y er s.  ★ ★

VI Z
Vir gi n  £ 2 4. 9 9

U p p er s  - V er y  tr u e t o t h e 
c o mi c.  D o w n er s  - V er y  s h all o w  
a n d  li mit e d. T h e  j o k e s o nl y  r e all y 
w or k  t h e fir st ti m e y o u  s e e  t h e m. 
T h e  B ott o m  Li n e  - F u n  w hil e  it 
l a st s, b ut  aft er  t h e fir st c o u pl e  of  
h o ur s  y o u ’v e  s e e n  all  it’s  g ot  t o off er.  
★ ★

V O O D O O  
NI G H T M A R E
P al a c e  £ 2 4. 9 9
U p p er s  - Cl e ar,  s h ar p  gr a p hi c s.  
D o w n er s  - M a d d e ni n gl y f 
s e n siti v e  c o ntr ol s.  T h e  B ott o m

Li n e  - A  ni c e  c h a n g e  - a n  
a v er a g e  g a m e.  ★ ★

W A R L O C K  T H E  
A V E N G E R
Mill e n ni u m  £ 2 4. 9 9
U p p er s  - Pl a y a bl e  a n d  q uit e  
e n gr o s si n g  s cr olli n g  ar c a d e  
a d v e nt ur e  r o m p. D o w n er s  - A n  8-  
bit  g a m e  i n 1 6- bit ’s  cl ot hi n g.  T h e  

B ott o m  Li n e  - Dr ui d  sli g htl y  
u p d at e d  f or t h e 9 0 s,  a n d  n ot  b y  a n y  
str et c h  of  t h e i m a gi n ati o n w ort h  £ 2 5.  
★ ★

W A R Z O N E
C or e  D e si g n  £ 2 0. 9 9

U p p er s  - Gr a p hi c s  h a v e  a  
d e gr e e  of  c h ar a ct er  t o t h e m, a n d  it’s  
pr ett y  t o u g h. D o w n er s  - A d d s  v er y  
littl e t o t h e h a c k n e y e d  I k ari W arri or s  

f or m at. T h e  B ott o m  Li n e  - 

C o m p et e nt  b ut  d e a dl y  d ull  s h o ot- ’e m-  
u p  t h at y o u ’v e  s e e n  a  d o z e n  ti m e s 
b ef or e.  ★ ★

W E B  O F  T E R R O R
I m pr e s si o n s £ 1 9. 9 9
U p p er s  - A ni m ati o n  i s g o o d.  
D o w n er s  - T ot all y  fr u str ati n g. 
D uff  gr a p hi c s.  T h e  B ott o m  Li n e  

- Al m o st u n pl a y a bl e;  n ot  
i m pr e s si v e i n a n y  w a y.  ★

W E L L T RI S
I nf o gr a m e s £ 2 4. 9 9  
U p p er s  - T h e  ki n d  of  g a m e  
p e o pl e  s p e n d  d e c a d e s  pl a yi n g.  
D o w n er s  - If y o u  di d n ’t li k e 
T etri s,  d o n ’t e v e n  t hi n k a b o ut  it. 
T h e  B ott o m  Li n e  - N ot  a s  
si m pl e  a s  it s pr e d e c e s s or,  b ut  
n e arl y  a s  a d di cti v e.  ★ ★ ★

W HI T E  S H A R K S
D e m o n w ar e  £ 2 4. 9 9

U p p er s  - E x c e pti o n all y  g o o d  
gr a p hi c s,  n o v el  ‘c h o o s e- y o ur- o w n-  
p o w er- u p s ’ w e a p o n  s y st e m.  
D o w n er s  - T o o  f a st t o h a v e  a n y  
d e c e nt  f e el, a n d  i n cr e di bl y 
u ni m a gi n ati v e.  T h e  B ott o m  Li n e  - 

T h e  g a m e  t h at p ut  t h e ‘b o g  st a n d ar d ’ 
i nt o ‘b o g  st a n d ar d  s h o ot- ’e m- u p ’. 
D uff.  ★ ★

WI L D LI F E
M D  Pr o d u cti o n  £ 1 9. 9 9
U p p er s  - I d e ol o gi c all y s o u n d.  
D o w n er s  - O p er ati o n  W olf  

wit h o ut  s h o oti n g  i s li k e s wi m mi n g  
wit h o ut  w at er.  T h e  B ott o m  Li n e  - 

Utt erl y  d e s p er at e.  ★

WI N G S
Ci n e m a w ar e  £ 2 9. 9 9
U p p er s  - A ut h e nti c  W W 1  f e el. 
D o w n er s  - L u di cr o u s  di s k 
s w a p pi n g.  V er y  littl e g a m e pl a y.  
T h e  B ott o m  Li n e-  F ar  t o o 
si m pl e  f or a  si m,  a n d  t o o 
e x p e n si v e  f or w h at  it i s. ★ ★

WI N G S  O F  D E A T H
T h ali o n  £ 2 4. 9 9
U p p er s  - R a n g e  of  p o w er- u p s  i s 
g o o d,  e v e n  i n cl u di n g p o w er ­
d o w n s!  D o w n er s  - N ot  t h e m o st  
i n n o v ati v e g a m e  e v er.  T h e  

B ott o m  Li n e  - Al m o st  a s  m u c h  
f u n a s  X e n o n  2,  t h o u g h- n ot a s  
pr ett y.  ★ ★ ★

W O L F P A C K
Mirr or s oft  £ 2 4. 9 9
U p p er s  - V er y  d e e p  ( h o h o).  
D o w n er s  - S u b  si m s  n e v er  
s c or e  hi g hl y  o n  t h e t hrill o m et er, 
a n d  t hi s o n e  i s n o  e x c e pti o n.  T h e  

B ott o m  Li n e  - N ot  a s  o v erl y 
t e c hi e- bi a s e d a s  m a n y  i n t h e 
g e nr e,  b ut  still  n ot  o n e  t o 
r e c o m m e n d t o t h e h ar d e n e d  
a cti o n  j u n ki e s. ★ ★

W O N D E R L A N D
Vir gi n  £ 2 4. 9 5

U p p er s- A n  e v o c ati v e  t elli n g of  t h e 
cl a s si c  L e wi s  C arr ol  t al e utili si n g  a  
pr ett y  a d v a n c e d  u s er-i nt erf a c e.  
D o w n er s  - U nl e s s  y o u ’v e  g ot  a  
v er y  p o w erf ul  A mi g a  wit h  a  s cr e e n  
t h at c a n  h a n dl e  i nt erl a c e, t h e w h ol e  
t hi n g i s v er y  u n wi el d y.  It’s  n ot  g ot  t h e 
b e st  p ar s er  i n t h e w orl d  eit h er.  T h e  

B ott o m  Li n e  - Br a v e,  b ut  aft er  all  
t h e h y p e  t h e pr o d u ct  i s s o m et hi n g  of  
a  l et- d o w n. N ot  a  p at c h  o n  M o n k e y  

I sl a n d. ★ ★ ★

W O R L D  
C H A M PI O N S HI P  
S O C C E R
Elit e  £ 2 4. 9 9
U p p er s  - V er y  g o o d  c o p y  of  t h e 
c oi n- o p  ( s o b). D o w n er s  - P o or  
pl a y a bilit y,  y o u  n e v er  g et  t w o 
s e c o n d s  o n  t h e b all.  T h e  B ott o m  

Li n e  - K n o c k e d  o ut  i n t h e fir st 

r o u n d. A  pitif ul  p erf or m a n c e.  
★ ★

W R A T H  O F  T H E  
D E M O N
R e a d y s oft  £ 2 9. 9 9

U p p er s  - C h e a p er  t h a n S h a d o w  

Of  T h e  B e a st  II. D o w n er s  -

Al m o st  e x a ctl y  t h e s a m e  i n e v er y  
ot h er  r e s p e ct, e v e n  d o w n  t o t h e 
i ntr o s e q u e n c e.  T h e  B ott o m  

Li n e  - If y o u  li k e d S. O.  T. B.II , 

y o u  w o n ’t n e e d  t hi s. Ot h er wi s e  a  
g o o d  alt er n ati v e.  ★ ★

W R E C K E R S
A u di o g e ni c  £ 2 4. 9 9

U p p er s  - S o m e  r efr e s hi n g g a m e  
i d e a s a d d  a  n e w  a n gl e  t o t h e ol d  
‘ali e n s- o v err u n- s p a c e  st ati o n ’ st or y.  
D o w n er s  - T h e  w h ol e  t hi n g f e el s 
f ar t o o m u c h  li k e a n  8- bit  g a m e.  T h e  

B ott o m  Li n e  - All  t h e el e m e nt s  of  
a  g o o d  g a m e  ar e  t h er e - t h e y j u st 
h a v e n ’t b e e n  ti e d t o g et h er pr o p erl y.  
★ ★

XI P H O S
El e ctr o ni c  Z o o  £ 2 4. 9 9
U p p er s  - Sil k y  s m o ot h  a n d  
s u btl e.  D o w n er s  - T a k e s  f ar t o o 
l o n g t o g et  i nt o t h e a cti o n.  T h e  

B ott o m  Li n e  - O nl y  f or t h e 
d e di c at e d  s p a c e  tr a d er. ★ ★

Y O L A N D A
Mill e n ni u m  £ 2 4. 9 9
U p p er s  - R a c y  s o u n dtr a c k.  
D o w n er s  - P o or  gr a p hi c s  
m a k e  t h e pi x el- p erf e ct  
p o siti o ni n g  r e q uir e d v er y  h ar d  t o 
p ull  off.  T h e  B ott o m  Li n e  - J u st  
t o o h ar d  t o b e  a n y  a m o u nt  of f u n 
t o pl a y.  ★

Z A R A T H R U S T A
H e w s o n  £ 2 4. 9 9

U p p er s  - T h e  T hr u st  g a m e pl a y  
i s ti m el e s s, a n d  it' s b e e n  u p d at e d  
wit h  1 9 9 0 s  gr a p hi c s,  r e s ulti n g i n 
s o m et hi n g  v er y  s p e ci al  i n d e e d. 
D o w n er s- At  h e art  t h o u g h, it' s 
still  a  g a m e  t h at u s e d  t o s ell  f or 
£ 1. 9 9  g oi n g  f or £ 2 5,  w hi c h  i s n’t a  
b ar g ai n  i n a n y o n e' s  l a n g u a g e. 
T h e  B ott o m  Li n e  - G o o d  f u n, 
b ut  t o b e  h o n e st,  n ot  r e all y v er y  
g o o d  v al u e.  ★ ★ ★

ZI RI A X
T h e  S oft w ar e  B u si n e s s  
£ 2 4. 9 9
U p p er s  - Pr ett y  S cr a m bl e  

v ari a nt.  D o w n er s  - S eri o u sl y  
o v erl o a d e d  i n t h e diffi c ult y 
d e p art m e nt.  T h e  B ott o m  Li n e  - 

St u pi dl y  diffi c ult,  t o o m u c h  f or 
al m o st  e v er y o n e.  M or e  s uit e d  t o 
a  b u d g et  r el e a s e. ★ ★

Z- O U T
R ai n b o w  Art s  £ 2 4. 9 9
U p p er s  - A  h u g e  i m pr o v e m e nt 
o n  X- O ut.  D o w n er s  - T h e  
h ori z o nt all y  s cr olli n g  s h o ot-' e m-  
u p  wit h  k n o b s  o n  t hi n g h a s  
alr e a d y  b e e n  d o n e  t o d e at h.  T h e  

B ott o m  Li n e  - A  g o o d R- T y p e,  

b ut  it i s n't diff er e nt  e n o u g h  t o 
m a k e  it st a n d  o ut  fr o m t h e cr o w d.  
★ ★ ★



PREMIER MAIL ORDER
Titles marked * are not yet available and will be sent on day of release.

Please send cheque/PO/Access/Visa No. and expiry date to:
Dept AMP8, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. SSI3 1BJ

Please state make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less than £5.00 and
Europe add £1.00 per item. Elsewhere please add £2.00 per item for Airmail. These offers are available Mail Order only. 

Telephone orders: Mon-Fri 9am-7pm. Saturday 10am-4pm. Fax orders: 0268 590076. Tel orders: 0268 590766

1/2 Meg Upgrade....................
1/2 meg Upgrade + Clock ....
147 3D Snooker *....................
3D Construction Kit..................
3D Pool.......................................
4D Boxing *...............................
4D Driving *..............................
688 Attack Sub..........................
African Raiders..........................
Airborne Ranger........................
Air Duel *...................................
Amos.............................................
Amos 3D *..................................
Amos Compiler *......................
APB...............................................
Arachnaphobia *......................

Armour Geddon.........................
Assault on Alcatraz *..............
Atom i no.......................................
Awesome.....................................
B.A.T............................................
Back to the Future 3..................
Badlands......................................
Bards Tale 2...............................
Bards Tale 3...............................
Batman Caped Crusader.........
Battle Chess 2 *.........................
Battle Command........................
Beastbusters *.............................
Betrayal.......................................
Big Game Fishing *..................
Bifly the Kid *.............................
Birds of Prey *...........................
Blue Max.....................................
Brat...............................................
Buck Rogers (1 Meg)................
Budokan ......................................
Cadaver......................................
Cadaver Data Disk *................
California Games......................
Captive.........................................
Carrier Command.....................
Castles *......................................
Centurion.....................................
Chaos Strikes Back (1 Meg) ... 
Chase HQ 2................................
Chuck Rock.................................
Chuck Yeager.............................
CJ's Elephant Antics..................
Codename Iceman (1 Meg).... 
Colonels Bequest (1 Meg).......
Commando War *....................
Conquest Camelot (1 Meg) .... 
Continental Circus.....................
Corporation.................................
Corporation Data Disk.............
Creatures *.................................
Cricket (1 Meg)..........................
Cricket Captain..........................
Crime Doesn't Pay *.................
Crime Wave...............................
Cruise For A Corpse *.............
Curse of Azure Bonds (1 Meg) 
Cybercon 3.................................
Daley Thompson Challenge.... 
Darkman *..................................
Das Boot......................................
Defender of the Crown.............
Deutros *.....................................
Dick Tracy...................................
Disney Animation......................
Double Dragon..........................
Dragon Strike *.........................
Dragons Breath..........................
Dragons Lair (1 Meg)..............
Dragons Lair 2 -Singes Castle. 
Dragons Lair - Time Warp........
Dragons Wars............................
Duck Tales...................................
Dungeon Master (1 Meg).........
Elf *...............................................
Epic *...........................................
Escape from Colditz.................
Excalibur *...................................
Eye of the Beholder (1 Meg ).. 
Fl5 Strike Eagle 2 (1 Meg).....
Fl 6 Combat Pilot.......................
Fl9 Stealth Fighter....................
Fantasy Worla Dizzy.................
Ferrari Formula 1 .......................
First Samuari *............................
Fists of Fury 2..............................
Flight of the Intruder *...............
Flood.............................................
’Football Director 2.....................
Football Man World Cup.........

...24.99 

...26.99 

...16.99 

...32.99 

..... 7.99 

...16.99 

...16.99 

...16.99 

..... 6.99 

..... 9.99 

...22.99 

...29.99 

...24.99 

...19.99 

..... 6.99 

...16.99 

..... 6.99 

...16.99 

...16.99 

...16.99 

...14.99 

...19.99 

...16.99 

...13.99 

..... 8.99 

...16.99 

..... 6.99 

...19.99 

...16.99 

...16.99 

...19.99 

...16.99 

...16.99 

...26.99 

...19.99 

...16.99 

...19.99 

..... 8.99 

...16.99 

..... 9.99 

..... 6.99 

...16.99 

.....9.99 

...19.99 

...16.99 

...16.99 

...16.99 

...12.99 

...16.99 

.....6.99 
„26.99 
...26.99 
...16.99 
...26.99 
.....6.99 
.....9.99 
.....4.99 
...16.99 
...19.99 
...16.99 
...16.99 
...16.99 
...16.99 
...19.99 
...16.99 
.....6.99 
...16.99 
...19.99 
.....7.99 
„16.99 
„16.99 
...59.99 
.....6.99 
...19.99 
...12.99 
...26.99 
...26.99 
„26.99 
„16.99 
„16.99 
„16.99 
„16.99 
„19.99 
„19.99 
..16.99 
„19.99 
„22.99 
„16.99 
„19.99 
....6.99 
....8.99 
..16.99 
..19.99 
..19.99 
....8.99 
..13.99 
....9.99

Ford Q8 Rally *.........
Forgotten Worlds........
Fun School 2 (6-8).....
Fun School 2 over 8)
Fun School 2 ’
Fun School 3
Fun School 3
Fun School 3 i
Future Wars...
Gauntlet 2.....
Gauntlet 3 *..
Gazza 2........
Gods..............
Golden Axe... 
Gunboat........
Gunship.........
Hard Drivin ...
Hard Drivin 2
Heroquest.....

16.99 
..6.99
13.99 
13.99
13.99
16.99 
16.99 
16.99 
16.99 
..6.99 
16.99 
16.99 
16.99 
16.99
16.99
14.99 
..6.99
16.99 
16.99

Harpoon (1 Meg)......................................19.99
Hitcnikers Guide.........................................7.99
Hollywood Collection..............................14.99
Horror Zombies..........................................16.99
Hunter *.......................................................19.99
Hydra...........................................................16.99
IK+..................................................................6.99
Imperium......................................................16.99
Indianapolis 500......................................16.99
Interceptor.....................................................8.99
It Came From Desert (1 Meg).................14.99
It Came From Desert Data........................ 9.99
Jack Nicklaus Extra Courses.................... 9.99
Jack Nicklaus Golf...................................15.99
Jack Nicklaus Unlimited Golf (1 Meg). 19.99 
Jahangir Khan Squash.............................16.99

1 * " 1 ...6.99
...8.99 
...7.99 
.14.99 
.16.99 
.22.99 
.22.99 
.22.99 
.26.99 
.19.99 
...8.99 
...7.99 
...7.99 
...9.99 
...5.99 
...9.99 
...6.99 
.16.99 
...7.99 
.16.99 
.26.99 
.26.99 
.16.99 
...6.99 
.16.99 
...6.99 
.19.99 
.16.99 
.16.99 
.16.99 
.19.99 
.16.99 
.19.99 
.19.99 
.16.99 
.19.99 
.16.99 
...6.99 
.16.99 
.19.99 
.19.99 
.22.99 
.19.99 
.16.99 
.16.99 
.19.99 
.16.99 
.16.99 
.16.99 
.16.99 
.16.99 
.24.99 
.16.99 
.16.99 
.16.99 
„6.99 
...6.99 
.16.99 
.16.99 
.16.99 
...6.99 
.12.99

under 6)
5-7)........
over 7) .. 
under 5)

jungle Book....................
Keef the Thief.................
Kick Off..........................
Kick Off 2 (1 Meg)......
Killing Cloud.................
Kings Quest....................
Kings Quest 2................
Kings Quest 3................
Kings Quest 4 (1 Meg) 
Knights of the Sky *.....
K O 2 - ' ‘A/l * ■' 
K.O2 
K.O2 
K.O2 
K.O2 
Krista I
Last Ninja 2..........................
Last Ninja 3 *......................
Leather Goddess.................
Legend *...............................
Leisuresuit Larry 3 (1 Meg) 
Leisuresuit Larry 2................
Lemmings..............................
Licence to Kill........................
Line of Fire.....................r...
Lombard Rally......................
Loom......................................
Lord of the Rings *.............
Lords of Chaos.....................
Lost Patrol..............................
Ml Tank Platoon.................
Magic Fly..............................
Magnetic Scrolls Coll *.....
Magnum 4............................
Mega-Lo-Mania *................
Mega Traveller 1.................
Mercs.....................................
Miami Chase........................
Midnight Resistance............
Midwinter.............................
Midwinter 2 *......................
MIG 29.................................
Monster Pack 1 *................
Murder..................................
Myth *...................................
NAM......................................
Narc......................................
Navy Seals............................
Nigntbreed............................
Nightbreed RPG.................
Nightshift..............................
Obitus...................................
Off Road Racer....................
Operation Stealth................
Operation Thunderbolt.......
Operation Wolf....................
Outrun...................................
Pang.......................................
PGA Tour Golf.....................
Platinum.................................
Platoon..................................
Player Manager..................

________/ *.........
Final Whistle.......
Giants of Europe 
Return to Europe 
Super League * ..
Winning Tactics..

Pool of Radiance (1 Meg)..........
Police Quest 2 (1 Meg)................
Populous..........................................
Populous Promised Lands............
Powerdrome...................................
Powermonger.................................
Powermonger Data Disk 1 *.......
Powerpack......................................
Power Up.........................................
P.P Hammer *.................................
Predator...........................................
Predator 2.......................................
Prehistorik *...................................
Prince of Pershia............................
Projectyle.........................................
Puzznic.............................................
Quattro Adventure.........................
Quattro Sports................................
Railroad Tycoon (1 Meg)..............
Rainbow Islands..............................
Rambo 3...........................................
RBI 2 Baseball * ............................
Reach for the Skies *....................
Rick Dangerous 2...........................
Rise of the Dragon *......................
Robocop 2 .......................................
Robozone *......................................
Rocket Ranger..................................
Rock Star Ate My Hamster............
Rotator *...........................................
R-Type................................................
R-Type 2 *........................................
Search for the Kina *.....................
Secret of Monkey island (1 Meg) 
Secrets of Luftwaffe *.....................
Shadow Dancer..............................
Shadow of Beast 2.........................
Shadow Sorceror *.......................
Shadow Warriors...........................
Shuttle *............................................
Silent Service...................................
Silkworm...........................................
Sim City + Populous......................
Sim Earth *......................................
Ski or Die..........................................
Skull and Crossbones.....................

spy.........................
Speed ball..........................................
Speedball 2......................................
Spiderman.......................................
Steven Hendry *.............................
Stratego *........................................
Strider 2...........................................
Strip Poker 2 + Data............ ..........
Stunt Car Racer...............................
Subbuteo..........................................
Super Cars 2...................................
Super Hang On..............................
Super Monaco GP..........................
Supremacy.......................................
Switchblade.....................................
Switchblade 2.................................
SWIV..................................................
Team Suzuki.....................................
Team Yankee...................................
Teenage Mutant Turtles..................
Test Drive 3 * ..................................
The Immortal (1 Meg)....................
Their Finest Hour.............................
Thunderhawk *...............................
Tip Off *...........................................
Toki....................................................
Toobin...............................................
Total Recall.......................................
Toyota Celica...................................
Tracksuit Manager 2 *..................
Turbo Challenge..............................
Turbo Challenge 2 *......................
Turrican 2..........................................
TV Sports Baseball *......................
TV Sports Football..........................
UMS 2 (1 Meg)..............................
Viz......................................................
Walker *...........................................
Warlords (1 Meg)..........................
Wheels of Fire.................................
Wings (1 Meg)...............................

WizbalF............................................
Wizkid * ..........................................
Wolf Pack (1 Meg).........................
Wonderland (1 Mea).....................
World Class Leaderboard............
Wrath of the Demon......................
Xenomorph 2 *...............................
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SPECIAL OFFERS

AMIGA A500
SCREEN GEMS PACK 
Nightbreed, Days of Thunder,

Back to the Future 2, Deluxe Paint
2, Shadow of the Beast 2

ONLY £369.99

UPGRADE YOUR 
AMIGA TO 1 MEG

1/2 Meg Upgrade - £24.99 
1/2 Meg Upgrade + clock - £26.99

BATMAN THE MOVIE
NOW ONLY

£7.99

SPECIAL OFFERS
ONLY £9.99 EACH!

James Pond, 
Gremlins 2, 

Sword of Sodan

JOYSTICKS
Cheetah 125 +-£6.99

Comp Pro Extra - £14.99

Quickjoy 2 Turbo - £9.99

Quickshot 3 Turbo - £9.99

Quickjoy Jetfighter - £ 10.99

BLANK DISKS
Unbranded

10x3.5" DSDD-£5.99 
20x3.5" DSDD-£10.99 
50x3.5" DSDD-£23.99 
100x3.5" DSDD-£44.99

Branded - TDK
3.5" DSDD-£1.25 Each

TURRICAN
Now Only 

£7.99
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EVERY 
WEEK
GARY PENN
Every Thursday 
Amiga Power's very 
own Consultant Editor 
writes on the fast­
moving games scene 
- previews, reviews, 
news, tips and more!

AMIGA 
GAMES 
SENSATION! 
EXPRESS: it's Amiga Power's weekly 
companion - packed with Ami

-M'SAcO$*5£s*l>i

GIVE IT A GO - YOU NEVER KNOW, YOU MIGHT EVEN LIKE IT!

and all the best pricesl 
■ Public Domain 

round-ups, techie 
twiddly-type pages, 
readers' letters and, 
er... much, much more!

goodness!
• You get quite a bit of 
change out of a quid



You want opinions? You want controversy? You want to hear from the 

discontented, the maltreated and the plain pigged off? Then go no 

further, for here we present a barrage of abuse, angst and outrage the 

like of which you've never read before. Hold on tight, it's the one and 

only AMIGA POWER letters page...

• Address your letters to AMIGA POWER, Beaufort Court, 30 Monmouth Street, Bath, Avon, BA1 2BW

Dear Sir,
If I may, I’d like to make a few comments on 
some of the letters you published in issues 
one and two. The subject is, of course, that 
old complete-games-on-magazine-cover- 
disks chestnut.
1. The industry argument against cover­
mounted games seems to be that weaker 
full-price products will suffer if there’s a lot of 
high quality stuff available cheaper with 
magazines. I can see the reasoning behind

that, but if in the long term it’s average or 
worse products that suffer, would that be a 
bad thing? Surely all it would mean is that 
software companies would have to produce 
consistently higher quality products to justify 
their high price tags, and that’d be good for 
all of us? Or is it alright for sub-standard, 
‘let’s print some money’ games like Hero 
Turtles to occupy the charts for weeks while 
classics suffer?
2. Will the ELSPA members who don’t

publish cheap re-issues or budget software 
want that stopped as well, so that having 
good quality games available around the 
eight to 10 pound mark doesn’t damage the 
sales of the duff expensive software?
3. Will Public Domain software be removed 
from cover disks, as this must affect the 
sales of PD libraries?
4.1 take it that not every software company 
is a member of ELSPA. If this is the case 
couldn’t you put games from non-ELSPA

companies on your magazine? (Of course, 
that might mean losing ad revenue from 
members, so forget that one, I suppose). 
5. Aren’t you just as guilty? After all, you 
computer mag companies put 15p disks on 
the covers of your magazines and then 
charge us £2.95 for the privilege of owning a 
‘free’ game! All that’s happened is the 
software publishers have spotted you doing 
it and said enough’s enough!
Yours,
JEFF DUELL, North Shields

Who killed Gary Penn?

It’s the question that’s been rocking the industry. Here are a handful of sample entries to our US Gold/ Cruise 
For A Corpse competition we ran last issue - the winner (who of course gets his/her very own Commodore 
CDTV!) will be announced next issue. The scenario we set up leading to the crime is too long to explain here - 
you’ll have to either go back to the last mag to refresh your memories or simply pick it up as we go along. 
Anyway, here are some suggestions...

It’s very simple. Matt Bielby did go to US Gold. He waited in an office for one of the US Gold reps when he noticed a 
CDTV just lying around. No one knew he was there so he grabbed the machine and took it straight to Gary Penn, 
because Gary was desperate for a CDTV.

Gary had no games though, so going around the office he told everyone it was his birthday, and they all went out 
shopping, looking for a CDTV game for him. Gary became bored in the office on his own, so he decided to borrow one 
of the cleaner’s audio compact discs. What he didn’t know was that playing normal compact discs actually killed you!!! 
It kills people by blasting them to death with sound. Gary sadly died.

So, as Commodore were so secretive about the CDTV I can now exclusively reveal that, wait for it, Commodore 
Did This Vile murder!!!
PAUL MARSHMAN, Warrington, Cheshire

So ‘playing normal compact discs actually kills you’, eh? Sorry, neat (well, neatish) ending, but you rather 
over-stretch credibility with that middle bit, I’m afraid.

4.15pm. Minutes after Mark Ramshaw leaves for the dentist, the ad sales girls (Alison and Susanne), having realised 
that Penn was not only having affairs with both of them, but also with a purple spider-plant named Mildred, engage 
Penn in conversation whilst injecting him just below the knee with nail varnish remover.
4.30pm. As Penn staggers around the office singing a selection of Kajagoogoo hits and threatening to buy an Oric, the 
‘lads’ of the team, believing him to be possessed by some evil spirit, force-feed him copies of games such as 
Kwasimodo, Ghostbusters //and Teenage Mutant Hero Turtles. Penn, naturally, is dead within minutes.
4.45pm. The staff, overcome by guilt at their terrible deed, flee to a small Caribbean Island equipped with only their 
favourite Amiga games and a signed photo of Lesley Judd.
Therefore, Penn was killed by the entire team (excluding Mark and the two Matts).
MARK WALLACE, East Finchley, London

Sorry, trying too hard to be funny gets you nowhere.

After Mark Ramshaw left for his dental appointment there was a phone call saying a bomb had been planted in the 
office. It’s Gary Penn’s responsibility to make sure all the rest get out and to phone the authorities. While the staff are 
clearing out onto the car park, Matt Bielby is sprinting from the phone box where he made the hoax call. He dives in 
through the back way unnoticed.

Gary Penn is about to ring the bomb squad when Matt Bielby sneaks up behind him and smothers him with a three 
foot cuddly toy replica of Kid Gloves, which just happens to be sitting on Alison’s desk. Now Matt thinks his worries are 
over. Gary Penn will no longer be blackmailing him for selling AMIGA POWER secrets to US Gold.
NIA CONNELLY, Rhyl, Clwyd.

And so it goes on. Did Matt do it? Or Commodore? Or even the ad girls with help from ‘the lads’ (which seems 
to mean just Colin and Stuart) or what? The winner, and perhaps a few more entries, will be revealed next 
month. Meanwhile, get cracking on this month’s extraordinary competition, and you could be flying high.

To take your points in turn, Jeff:
1.1 think what you say here is fair 
enough, more or less, except you don’t 
point out the real way to stop software 
publishers putting out poor programs - 
refusing to buy them! Every decent 
magazine review made it clear that 
Turtles was complete crap and an awful 
lot of people still bought it.
2. Yes, it’s a bit of a contradiction, isn’t 
it? Why doesn’t someone from ELSPA 
write in and answer that one for us? 
Better still, why don’t we get someone 
from ELSPA to explain exactly what the 
policy is on all of this? In fact, how about 
someone like Roger Bennett, General 
Secretary of ELSPA ? He should know 
what’s going on, shouldn’t he? And - 
hey! - what’s that over there on the next 
page..?
3. This one is, as they say, still up in the 
air, but with PD by definition owned by no 
one, it’s hard to see how anybody can 
legislate about it.
4. Most, but not all, major software 
houses are ELSPA members. What you 
may not know is that we - Future 
Publishing - are too, which means we 
have some (small) part to play in anything 
that happens. It really is a case of the 
industry working together on this one, 
and certainly getting confrontational is to 
be avoided.
5. Ooh, pardon us! The cheek of charging 
you a quid for a full price game! We don’t 
get them for free, you know. And even 
buying disks 100,000 at a time you can’t 
get them for 15p - or do you know 
something we don’t? (This has been 
AMIGA POWER’S Economics For 
Beginners, Part One, in a series of one. 
Thank you.)

Dear Amiga Power, 
Well I never. I thought the days of the 
fearless computer magazine had long gone, 
the days when magazines such as Zzap! 64 
would give a crap game a crap rating.

Then along comes AMIGA POWER, 
and as I browse among the reviews what do 
I see? Toobin’ 39% - Blimey! Predator 2 
53% - Shocker! Hydra 37% - Aaah! I love it! 
Three very crap games given exactly what 
they deserve.

The point I am trying to make is that 
certain magazines seem almost scared to 
give a bad review. Zero is one of the worst 
offenders - their Amiga reviews rarely go 
below 75% For example, you gave
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Stormball 51% while Zero gave it 84%. I 
know which one I believe, and it’s just one of 
an endless list of comparisons I could make.

This problem was emphasised by a 
letter in AMIGA POWER Issue Two from 
Cathy Campos, PR Manager of Image 
Works. Are some magazines being bullied to 
give good reviews or what? Anyway, 
congratulations AMIGA POWER for standing 
up to software houses, and putting your 
readers first.
JONATHAN DAY, Gosport

ELSPA TALKS! COVERMOUNTED GAMES
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- RIGHT OR WRONG?
There’s been a lot of talk lately - both in the industry and, 
judging from your letters, on the ‘streets’ - about complete 
games being given away on cover-mounted disks. The 
whole controversy blew up around the launch of AMIGA 
POWER and our early promise to give away a complete 
game with each issue, so it’s a subject that’s affected 
AMIGA POWER readers (and potential readers) more 
than anyone else.

That being the case, we thought it a good idea to call 
up Roger Bennett, General Secretary of trade body 
ELSPA (the European Leisure Software Publishers 
Association), to explain the situation. Here we go...

(Brrring brrring).
Hello, It’s AMIGA POWER here. We’d like to ask you a 
few questions about cover mounted disks and why 
the industry’s so dead against magazines putting 
complete games on them.

Well, first off I’ve got to stress that ELSPA itself doesn’t 
have any mandate allowing us to tell anybody what to do, 
we can merely act as a forum for discussion and give 
advice. What happened with the cover mounted disk issue 
was that a number of software publishers saw that with 
AMIGA POWER offering complete 16-bit games you had 
the possibility of a magazine cover-mount war starting 
similar to that which has developed in the 8-bit market, 
and they saw the opportunity to put a halt to it before it got 
going. Our argument is that covermounts have killed the 
full price Spectrum software market, and it was for the 
good of us all to prevent that happening with the Amiga.

But couldn’t you equally argue that cover-mounted 
games keep people interested in using their 
computers, buying magazines about them, reading 
about more games and makes them much more likely 
to go out and buy something they really want?

Well, that’s certainly not the view of the majority of our 
members. The industry looks at games as having three 
‘windows of sales opportunity’ as they say. First, there’s 
selling the game at full price, somewhere around the £25 
or £40 mark. Then there’s the second window of 
opportunity where a product becomes available as part of 
a compilation, selling for a similar sort of price. Third 
comes the budget games release, when it’s felt that a 
product has outlived its useful life on other formats and it 
then becomes reasonable to make it available for about a 
tenner. We don’t want to damage our chances of selling 
games at any of these price points.

And what’s wrong with cover-mounts being a fourth 
‘window of opportunity’?

The problem is that there would be pressure to 
covermount games that haven’t yet been on compilation 
or budget release, thus denying software houses 
secondary ways of earning money from their products.

Thanks Jonathan. Mind you, not everyone 
loves our reviews. Take, for example this 
next letter...

Dear Amiga Power,
I am a person who hates inconsistency and 
unclearness, especially in reviews! I have 
been a reader of Amiga Format, your sister 
magazine, since I bought my Amiga, and 
have only just bought the second edition of 
AMIGA POWER. What throws me is the

But it’s the still the software house’s choice - surely 
nobody’s forcing anyone to covermount a game they 
think they’ve got another use for?

The other problem is one of perception. What’s the point 
of software publishers packaging games in nice boxes 
with good manuals and trying to make software something 
that’s simply nice to own and worth £25 or whatever when 
magazines are giving away loose disks? Covermounts are 
undermining the perceived value of what a game is.

But no more so than compilations or budget releases, 
which are equally ‘undermining’ the concept of a 
game being worth £25. If Xenon 2 was worth £25 two 
years ago and it’s only worth a tenner now surely it’s 
logical that it’ll be worth about, ooh, £2.95 a bit further 
on down the line and be ripe for covermounting? After 
all, you can buy stand-alone Amiga games for that 
sort of price now anyway.

But at least they come in nice packaging so their 
perceived value is higher. The software publisher isn’t just 
selling a few disks and bits of paper, he’s selling what you 
might call ‘a dream’ in a very real sense, and that dream is 
tarnished when a game is put on a magazine.

What, even when a magazine devotes two or three 
pages to really explaining a game they give away, 
thus doing a much better job of presenting it than 
most software packaging? Imagine a situation where 
magazines put their disks in nice boxes, like the 
Spectrum mags do with their compilation cassettes. 
The ‘dream’ wouldn’t be tarnished at all then.

ELSPA members are worried enough that a single stand 
alone game is being sold with a magazine and thus eating 
dramatically into the time a purchaser would otherwise 
spend with bought software. If they saw double disk 
issues or compilation disks becoming the norm it would be 
great news for the consumer, but it would really damage 
software sales and put some companies out of business.

Cutting back on covermounted games will actually be 
good news for the games player in the long run, because 
only through software houses being able to continue 
making decent profits will there be the money about to 
invest in new games.

So there you have it. Whatever you think about the ELSPA 
arguments, Roger is undeniably right about one point - no 
magazine (AMIGA POWER included) can be forced to 
stop putting software on the covers, they can merely be 
persuaded to stop in the interests of the software industry. 
We’ve made the decision that, things being as they are, 
no more complete commercial games will appear on our 
coverdisks for the foreseeable future. Yes, (in the short 
term at least) that’s bad news for you, but it’s what makes 
sense at the moment. (Just don’t expect this to be the last 
word you see written on the subject, that’s all).

differing views on the game MegaTraveller I. 
I know people can have slightly different 
views, but you and your sister paper are 
seriously out of step.

MegaTraveller I in Amiga Format 
received a grudging 70%, with comments on 
it like ‘having completed the game, I can 
honestly say it wasn’t worth the bother.’ You 
say it is ‘an absolutely superb game’ and 
give it 88%. And look at your ‘Uppers’ and 
‘Downers’! Amiga Format are critical of the 
‘eye-watering’ scrolling, the ‘pathetic’ moving 
graphics, call the Interloper a ‘very naff 
version of Asteroids’ and claim that you get 
very bored with the trying-to-accumulate- 
money stuff. Then they finish off by 
questioning whether it will run in 512K.

On the other hand, AMIGA POWER 
mentions a little trouble with swapping disks 
for flying around, and makes a small 
comment on the graphics next to the 
pictures. You say (or rather, Stuart Campbell 
says) it is ‘completely and totally fantastic’. 
And nobody, but nobody, clearly states if the 
game actually needs a megabyte or not.

Please, please, please could you make 
it policy to always tell us if a game requires a 
megabyte or not? (A nice big sticker near the 
title of the review would be really nice!) If I 
am going to spend 30 pounds on a game I 
really want to buy a good one, and a 
magazine like yours would be great for this if 
only I could believe the reviews.

I am also sending a letter to Amiga 
Format to ask them to get it together, so 
don’t feel slighted. The layout and simple 
grading of games in your magazine is great
- better than Amiga Formats ‘four points’ bit
- but lets have it consistent and clear!
Yours sincerely,
BEN REES, Taunton

First off Ben, we may be ‘sister 
magazines’ and everything, but what 
Amiga Format think about a game really 
isn’t any concern of ours. Most of the 
time we’ll broadly agree about a game, 
but there are occasions - and this was 
one of them - where we don’t see quite 
eye to.eye. And there’s no real reason 
why we should either - if two people on 
the same magazine don’t always agree 
(and sometimes they don’t - that’s what 
our ‘On The Other Hand... ’ boxes are for) 
it’s going to be difficult getting two whole 
magazine teams to come up with one 
consistent opinion. And, if you think 
about it, we’re pretty sure you wouldn’t 
really want us to either - your enjoyment 
of the two magazines would be spoiled if 
you knew they were both going to be 
saying the same thing all the time.
Andas for MegaTraveller I, they’re wrong, 
we’re right, and that’s that. (And yes, it 
does need one meg - our copy has a 
sticker on the front saying as much - and 
yes again, we should have made that 
clear in the review).

Dear Sir,
While visiting my local software shops the 
other day, I noticed that they were all selling 
many of the newest games at knockdown 
prices! White Death and Blitzkrieg were 
labelled at £9.95 each, Breach 2 was £7.99, 
while The Killing Cloud, UMS //and Brat all 
weighed in at £14.95 each. The Corporation 
mission disk, Nightbreed and a sprinkling of 
budget titles were on sale at under a fiver.

While a single Sheffield shop may 
normally be found having a sale of some 
kind, it’s rare to see all in a similar state at 
the same time. I enquired at the counter. 
The shop assistant claimed that these cheap 
prices were due to the current recession, a 
sales slump and the fact that the majority of 
‘big’ releases are rushed out for Christmas.



Is Sheffield merely an isolated case or 
is it the same nationwide? These stores 
must be feeling the unemployment sting very 
badly - already, one local store has had to 
start filling shelves with various paints, 
board-games and metal miniatures just to 
draw in more customers!

Even worse, the software companies 
themselves must be in a bad way at the 
moment. If the shops are reducing their 
prices in desperation, the software houses 
will probably sell more games, but at the 
same time make very little profit. Already 
Hewson have gone under and I wonder who 
will be next. Add to this the continual threat 
of piracy and we have big problems, 
although this may be taking the issue just a 
little too far...

Any comments you may have on this 
matter will be gratefully accepted. Do you 
think I’m blowing it all out of proportion, or 
am I just being realistic?
Yours sincerely,
STUART HARDY, Sheffield

What tends to happen is this. Many shops 
- and we’re talking the specialist 
independent computer stores here, not 
large multiples like WH Smith - will 
reduce the price of a full price game by 
around a fiver after four or five months to 
get rid of the stock. They won’t usually do 
this with big selling, successful games 
like, oh, Eye Of The Beholder or 7he 
Secret Of Monkey Island, but with games 
that are doing less well (choose your 
own). The money off comes out of the 
dealer’s share of the profits, not the 
software company’s, so it doesn’t really 
affect them at all (except, of course, that 
if a certain company gets a reputation for 
producing product that doesn’t sell, 
shops will stop ordering their games). 
With the summer being traditionally a 
fairly lean time for software sales - 
though with one as miserable and rainy 
as this it’s hard to see why - discounting 
gets more common.

In the particular case you’re 
describing though, it seems like an awful 
lot of discounting’s being done - and on 
games like Brat and UMS II which you’d 
expect to be doing quite well. Since you 
say it’s happening in a lot of shops in 
your area, perhaps a local price war’s 
going on, with each shop trying to 
undercut the others? (It’s happened 
before, after all).

Yeah!
I thought.Yeah, why not? New mag. New 
broom (etc). New hair cut. Why don’t I write 
to them? I’ll tell them how brilliant they are 
and I’m guaranteed to get published.

Although I will concede that AMIGA 
POWER is good, I can’t see any reason to 
publish letters to that effect. Neither can I 
see any reason to print letters from PR 
officers and software houses who feel 
aggrieved at ‘unfair’ reviews. It’s like saying 
to a school exam marker that your 40% mark 
was inaccurate ‘cos he didn’t like your story 
in composition. The fact is, these people are 
happy enough when they get a 99.9% mark 
(and let’s face it, every other game does in 
certain mags). They don’t get their PR 
officers to write in saying ‘I’m terribly sorry, 
but we really do think that review was wrong. 
In all honesty we think 22.2% would have 
been a lot more accurate.’ I say no software 
houses should be allowed in the letters 
pages. Let them give their opinions to each 
other instead.

And c’mere, there’s more.What I really 
want to know is, are there any snooker 
simulations on the Amiga? Being new to the 
world of Amigas I don’t know these things.

Lastly (was that a sigh of relief?), why

can’t AMIGA POWER be different in the way 
it does its reviews? Why should we take the 
word of reviewers - or anybody for that 
matter? Why can’t you pick, say, five of your 
readers to give a review of upcoming games 
- I’m sure they’d oblige, I would - then get a 
mark out of 20 from each? Add them up and 
you’ve got a mark out of 100. Easy. Where 
do I sign up?
Regards,
RON HEALY, Dagenham

Well Ron, the reason we published all 
those ‘You’re Brilliant’ letters (all three of 
them) was because they represented an 
overwhelmingly large proportion of our 
mailbag, and the job of a letters page is to 
represent the views of its readers, isn’t 
it? Simple as that. As for the software 
house complaints, shouldn’t we provide a 
right of reply for them, just as we do to 
any other reader?

If you’re after snooker games, why 
not wait around for Virgin’s forthcoming 
Jimmy White tie-in, programmed by 
Archer Maclean, due around September 
and featured elsewhere in this mag? 
There's no doubt about it, it really is the 
bee’s knees.

And finally, apart from the 
organisational nightmare your reviews 
idea would present, why should anyone 
trust your opinions (or those of any other 
individual readers) any more than those 
of an experienced game reviewer? And if 
you don’t want to ‘take anybody’s word 
for it’, what’s the difference between the 
reviewer being a reader or a professional 
journalist?

Dear Mr Bielby,
As a 32 year old MD of a beautiful glossy 
magazine (enclosed) called Cotswold Life 
(end of advertisement), I would like to add 
my congrats on issues one to three of 
AMIGA POWER. I was very impressed with 
the cover disk on issue three, with Exile in 
particular being totally absorbing. The 
standard of your cover disks far exceeds 
anything else available (not that I read 
anything else).

I have to confess to doing little on my 
Amiga other than gaming, and at my age 
desperately need some reassurance that 
this is OK! I just can’t get over the superb 
quality of some (not all!) of the games 
available today.

How do you see the budget (ie £2.99) 
end of the market affecting full price games, 
if at all? I assume you wouldn’t find an Exile, 
Gods or Xenon 2 quality game at this low 
(£2.99) price?
Yours sincerely
STEVEN NICHOLLS, Cotswold Life 
Swindon

And he did as well (enclose an issue of 
the mag, that is). To make a vague stab at 
answering your other point, only Prism 
are currently putting out Amiga software 
at £2.99, and their current range (see last 
issue) goes from the terminally average 
to the dire. Most budget stuff costs less 
than a tenner and includes a lot of 
excellent older games. The current £2.99 
games are impulse stuff, and are 
generally perceived of as very different to 
‘real’ £24.99 games - we don’t think 
they’ll affect them in the slightest.

No room, no room! I’m sorry, but we’re 
out of space. There’s just enough left to 
suggest that if you’ve got something to 
say, jot it down, bung it in an envelope 
and send it to us at the address printed 
on the previous page. We’ll certainly be 
interested to read it, and who knows - we 
might even print the blooming thing! ■

ML PRICES INCLUDE VAT& DELIVERY TO YOUR DOOR!

Select any 3 game titles valued 7.99 or less and you pay only £20

The following games titles 
are limited offers at the 
time of going to press 

Please order early to avoid 
disappointment!

We stock all the latest and 
currently available titles 

which we offer at TOM OFF 
of recommended retail price!

GAMES

Warhead
White Death
Wllow
Wind Walker
Wings 512k
Wierd Dreams
Winning Tactics
Wishbnnger
World Class Leaderboard 
X-Out
Xenon
Xenon II
Yogi's Great Escape

Zork III
30 Construction Kit
30 Pool 
Afterburner 
Anarchy 
Antheads 
Atomic Robokid 
Barbarian (Palace) 
Batman 
Battle master 
Bionic Commando 
Blitzkrieg
Boulderdash Con/Kt 
Captain Rzz 
Carrier Command 
Centrefold Squares 
Chaos Strikes Back 
Chuckie Egg 
Chuckie Egg II
Colossus Chess X 
Corporation & Mission Disk 
Cosmic Pirate
Datastorm
Defender of the Crown 
Deluxe Strip Poker 
Double Dragon 
Double Dragon II 
Dragon Breed 
Draqons Breath 
Drivin Force 
Dungeon Quest 
Dynasty Wars 
E-Motion 
Elite 
Enchanter 
ExoIon 
FA-18 Interceptor 
Faery Tale Adventure 
Falcon Missions Vol 1 
Fantasy World Dizzy 
Fast Food Dizzy 
Fast Lane 
Fernandez Must Die 
Ferrari Formula One 
Full Contact 
Gauntlet 2 
Grand Monster Slam 
Hitchhikers Guide to the Galaxy 
Hong Kong Phooey

Hunt for Red October 
Impossible Mission II 
It came from the Desert 
James Pond 
Jocky Wilsons Darts 
Jumpin Jackson 
Koeftre Thief 
KI ax 
Last Ninia2 
Leather Goddesses of Phobos 
Lombard RAC RaRy 
Neuromancer 
Ninja Rabbit
Ninja Remix
Ninja Spirit
Obiter ator 
Overlander 
Pac mania 
Planetfall 
Powerdrome 
Powerplay 
Predator 
Pub Trivia 
Raider 
Roadblasters 
Ruff ‘n‘ Ready
Shuflepack Cafe 
Shadow of the Beast 
Silent Service
Silkworm
Skate of the art 
Spintizzy Worlds 
Sporting Triangles 
Steve Davis Snooker 
Super Scramble Simulator 
Steel
Subbuteo 
Super Grand Prix 
Swords of Twilight 
Teenage Mutant Hero Turtles 
Terrorpods 
The Deep
Thunderblade 
Times of Lore 
Toobin* 
Treasure Island Dizzy 
Trivial Pursuit 
Typhoon Thomson 
Turrican
Tusker
Vigilante 
Vindicators 
Voodoo Nightnare 
Wacky Darts

7.99
7.99
7.99
5.99
5.99
4.99
4.99

SERIOUS

7.99
12.99
7.99
7.99

16.99
7.99
6.99
7.99
699
7.99
699
7 99
6.99
7.99
7.99

VIDEO
Photon Video (Cel Animator) 
Deluxe Video III
Aegis Animagic 
Broadcast Titter 2 
AmigaVision 
Scala
IV Text Professional 
TVShow2
Videotitler 1.5 3D 
WORD PROCESSING 
Scribble Platinum 
Kindwords 2
Penpal
Excellence 2
Protext 4.2 
Protext 5.0
ProWrite 3.1 
Word Perfect 4.1
Word Perfect Library 
SPREADSHEET 
Advantage
DGCaic 
DATABASES
Infofile
Superbase Personal 2 
Superbase Professional 
Superbase Professional 4 
INTEGRATED (WP/SS/DB) 
The Works Plalnum
Gold Disk Office 
DTP
Pagesetter 2.0 
Pro Page 2 
Pro Draw 2
Ouline fonts 
Gold Disk Fonts 1-4 
Structured Clip art 
Eclips
Proclips 
Deluxe Print II

6.99
7.99
6.99
7.99
5.99
7.99
7.99
6.99
6.99
6.99
7.99
7.99
4.99
6.99
4.99
4.99
6.99
6.99
6.99
9.99
9.99
6.99
6.99
7.99
7.99
7.99
6.99
4.90
6.99
5.99
7.99

12.90
4.99
4.99
6.99
9.99
6.99
4.99

12.99
6.99
7.99
7.99
6.99
6.99
7.99
5.99

79.99
28.99

34.99
69.99

149.99
290.90

50.99
100.90

FAST FIXED PRICE 
COMPUTER REPAIRS 

AMIGAS (Excl. DiskDrive, 
Keyboard & FAT Agnus).. .£45 
Atari STs (Excl. DiskDrive & 

. . . . . . . . . . . . . . . . . . . . . £45 
(Excl Keyboard).£35 

Prices include return postage!

X-CAD Designer 
X-CAD Professional 
Aegis Draw 2000 
ACCOUNTS 
Home Accounts 
Cashbook/Hnal Accounts 
Personal Tax Planner 
Personal Finance Manager 
Smal Business Accnts Cash 
Smal Business Accnts Xtra 
GRAPHICS 
Deluxe Paint 3 
Photon Paint 
Deluxe Photolab 
Moviesetter 
Real Things Birds 
Real Things Humans 
Real Things Horses 
ProFills 
Pixmate 
Butcher 
The Art Department 
The Art Department Pro. 
Kara Anim Fonts 1 
Kara Anim Fonts 2 
Kara Anim Fonts 3 
Kara Fonts Headlines 1 
Kara Fonts Headlines 2 
Kara Fonts Sub Headlines 
SO MODELLING A RENDERING 
Sculpt 30XL 
Sculpt Animate 4D 
Vista
Vista Professional 
Imagine 
30 Professional 
Real 30 Beginners 
Real 30 Professional 
Real 30 Turbo 
PROGRAMMING 
AMOS 
Devpac 2 
Lattice C
Hisoft Basic 
Hisoft Basic Extend

74.90
150.99
99.99

27.99
44.99
29.90
21.99
59.99
79.99

54.90
6.99

49.99
39.99
24.90
24.99
19.99
24.99
37.99
27.99
49.99

134.99
29.99

84.99
229.99

42.99
99.99 

189.90
349.99

84.99
234.99
299.99

35.99
49.99

219.99
57.90
14.49

MUSIC
Deluxe Music Const Set 
Quartet
Music X Junior 
Tiger Cub ¡nd. Interface/leads 
Bars & Pipes Professional 
MISCELLANEOUS 
BAD Disk Optmiser 
Cross Dos 4 
Dos 2 Dos 
Disk Master
Faced 
GB Route 
Icon Paint 
Quarterback H/ Disk Backup 
Quarterback Tools 
Superback H/ Disk Backup 
ByteN'Back H/ Disk Backup 
EDUCATIONAL 
Three Bears

* Donald's Alphabet 
i Dinosaur Discovery Kit 
1 Distant Suns
> Deep sky Objects
> Skymap Expansion
> first Letters & Words

Fun School II (2-6) 
i Fun School II (6-8) 
i Fun School II (Over 8s) 
i Fun School III (Under 5s) 
i Fun School III (5-7) 
1 Fun School III (Over 7s)

Goofy's Railway 
i Hooray for Henrietta

Kid Talk 
| Kid’s Type

Lets Spel at Home
1 Lets Spel at the Shops 

Mickey's Runaway Zoo 
Math Talk Fracions 
Mavis Beacon Teaches Typing 
Puzzle Book II 
Puzzle Storybook 
Smoothtai ter 
Spelbook

HARDWARE 
MAGAS
Amiga 500 Basic
A500 Screen Gems 1Mbyte 
A500 Class of 90 s Pack 
A1500 Including Monitor 
A1500 No Monitor 
A2000 40Mb FVDisk 
A3000 16Mhz/40Mb 
A3000 25Mhz/40Mb 
A3000 25 Mhz/100Mb
CDTV
10% OFF ail COTV software 
A500 20Mb Hard Drive
A500 20Mb H/Drive+2Mb RAM 
Trumpcard 500 40Mb H/Drive 
Trumpcard 2000 40Mb H/Drive 
45Mb Hardcard A2000/A1500 
90Mb Hardcard A2000/A1500 
135Mb Hardcard A2OOO/A15OO 
173Mb Hardcard A2000/A1500 
45Mb SCSI Hard Disk (Bare) 
90Mb SCSI Hard Disk flare 
135MB SCSI Hard Disk (Bare) 
173Mb SCSI Hard Disk (Bare) 
3.5" External Hoppy Drive 
CBM 3.5* Internal Hoppy Drive 
512k Ram Expansion no clock 
512k Ram Expansion + dock 
1.5 Mb Ram Expansion 
A2OOO/15OO8Mb Ramcard 
256kx4 RAM chips per Mb 
IMbxl DRAM chips per Mb 
C8M 68030/88882 25Mhz 
Colour SoJutton(Vidk RGBspIt) 
Sharp JX100 A6 Col. Scanner 
Sharp JX300 A4 Col. Scanner 
Golden Image Hand Scanner 
Podscat Graphics Tablet 
Zydec Microswitehed Mouse 
Naksha Mouse 
Turbo Mouse 
Mouse Mat 
50 Blank Disks
ATARI STs 
52OST Discovery Pack 
520STE Discovery Pack Exta 
52OSTEwith 2Mb RAM 
520STE with 4Mb RAM 
1040STE Family Curriculum 
Mega STs 
STACYs 
512k expansion for 520STE 
1Mb Exfernal Hoppy Drive 
1Mb Internal Floppy Drive 
Zydec Microswitehed Mouse 
Naksha Mouse 
Mouse Mat 
50 Blank Disks 
MONITORS 
Philips 8833-11 
Commodore 1084s 
Commodore 1950 Mullsync 
PRINTERS
Star LC200 Colour 
Star LC24-200 Mono 
Star LC24-2OO Colour 
Cllzen Swift 9 Colour 
Qlzen Swift 24 Colour 
Canon Bubblejet Portable 
HP Paintjet Colour Inkjet 
Panasonic 4420 Laser 
Panasonic 44 20 1Mb Upgrade

34.99
29.90
39.99
39.99
24.99
34.99
9.99

49.90
50.99
35.99
18.99

79.99
150.99

16.49
17.99
17.99
32.99
14.90
14.99

250
279
369
459
369 
POA 
POA

29
50
50
15
19
4

20

239
254
499
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Ytu name it... We 6 it... Jutt phene end well euete... We ere teeter end cheeper!
PRICES QUOTED ARE SUBJECT TO AVAILABILITY. . . . . .

SOME OFFERS ARE LIMITED SO ORDER EARLY TO AVOID DISAPPOINTMENT 
Cheques/PO Orders to 6*2)3? 11a Burgate Lane, Canterbury, Kent. CT1 2HH
TELEPHONE HOTLINE 0227-764204 9.30am to 7.00pm

(Answerphone outside normal hours) 
VISA, MASJERCARD and EUROCARD orders welcome

Visa, Mastercard, Eurocard and P0 Orders are despatched same day!
Please allow up to 4 working days for cheques to clear. Overseas orders add £2.00 postage.- - - - -

MAIL & TELEPHONE ORDERS ONLY.... NO PERSONAL CALLERS PLEASE!
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NEIL YOUNG OF PROBE
‘Why should we believe what you lot have to say?’ 
reads the odd letter. ‘Who else are you going to 
believe?’ comes back our standard, rather glib, 
reply. Thinking about it though, we have to admit 
that second opinions can actually be jolly nice - 
which is why we’re going to start giving them to 
you. To be exact, we’re going to get a ‘top industry 
professional’ to sit here and say exactly what he or 
she likes or dislikes about the most talked about 
games of the moment...

Neil Young is one of two producers at Probe 
Software, developers of many of the Amiga’s most 
successful coin-op conversions and film tie-ins. 
Games like Back To The Future Part ///and Super 
Monacco GP, Turbo OutRun and Golden Axe spring 
to mind, though things to come sound even more 
interesting - Neil is currently embroiled in projects 
ranging from the Amiga Sim Earth to Mirrorsoft’s
ultra-secret Aliens III... 
That’s all by-the-by at the 
we’re interested in here ii 
people’s games...

F-15 STRIKE EAGLE
MicroProse
This is okay I suppose, but for 
me it falls between two stools - 
it isn’t the incredibly detailed, 
absorbing sort of simulator that 
really starts to take over your 
life, and it’s not the you-can-get- 
straight-into-it-and-have-fun sort 
of flight sim you’ve got in F-29. 
Despite the fact that they’re all 
very ‘good’, I find I never get 
very excited about MicroProse 
simulations, and this one’s no 
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different. In fact, one of the 
games we’ve played most in the 
office over the past few months 
has been F-29 because it’s 
exactly the sort of arcadey plane 
game you’d expect Ocean to do 
- it’s fast, it’s got lots of good 
bleeps in it, and it’s great in 
head-to-head mode with two 
linked computers. It’s much 
more my cup of tea.

THE SECRET OF 
MONKEY ISLAND 
Lucasfilm (US Gold) 
Ah yes, now this I’m very 
impressed with. It’s just the kind 
of game that appeals to us here, 

moment though - what 
what he thinks of other

a very carefully refined product. 
It’s obviously put together by 
real professionals who know 
exactly what they’re doing. It’s 
not really what I tend to think of 
as an adventure game though - 
it’s more of a sort of interactive 
walking around movie thing.

SHADOW DANCER
US Gold
This wasn’t a particularly 
amazing coin-op, but it’s a very 
well done conversion. The stuff 
Images are doing, like this and 
Ninja Spirit, is generally very 
good - in fact, they’re getting too 
good! We’re going to have to 
break their legs, ha ha! 
Generally arcade conversions 
are of a very high standard 
these days - you can’t really get 
away with bad work any more. 
The problems come when it’s 
the coin-op you’re.actually being 
asked to convert that’s a bit crap 
- as a producer it can be 
frustrating, because you’re not 
usually allowed to change the 
game to improve it, so you can 
do the best job in the world and 
still get lots of crappy reviews.

THE KILLING CLOUD
Image Works
I think Vektor Grafix do some 
very tasty 3D stuff, and I liked 
this game a lot. It was very 
atmospheric certainly, and I liked 
the whole idea behind it, though 
I thought some of the still 
graphics could have been done 

better. I’m not sure how well the 
game plays though -1 haven’t 
got very far into it.

HERO QUEST
Gremlin
I didn’t like this much, mainly 
because the combat was poo. 
The game certainly looked really 
nice, but they’ve tried to convert 
the board game too closely - it 
should have been more like an 
isometric 3D Gauntlet sort of 

Hero Quest from Gremlin.

thing. Having said that though, 
I’ve been very impressed with 
the current crop of Gremlin 
products - they’ve not really had 
a duff one since Supercars.

GODS
Renegade
I’m not thrilled I’m afraid - this 
has very nice graphics, and the 
Bitmaps are good chaps with the 
right attitude, but they need to 
be more careful with the stuff 
they’re releasing. I didn’t like 
Cadaver at all -1 thought it was 
really poorly done generally, and 
the sprite didn’t seem to relate to 
the backgrounds properly - so if 
Magic Pockets isn’t good their 
reputation is going to slip a bit. 
Gods certainly isn’t the game it 
should have been.

ARMOUR GEDDON
Psygnosis
Well, I loved the intro sequence, 
but I don’t care for the game that 
much. I think it’s boring - we’ve 
seen it all before, and for me it 
had a very ‘so what?’ feeling to 
it. There’s no intuitiveness to it 
either. We hadn’t read the 
manual -1 really don’t think you 
should have to, a game should 
explain itself, at least in some 
shallow way - so I couldn’t get 
off the factory screen for ages! 
It’s very nicely done, like all their 
products, but it doesn’t seem to 
have the gameplay. And don’t 
you think it’s odd that when they 
do something that REALLY is 
playable, like Lemmings, they 
seem to compensate for it being 
good by throwing all their usual 
nice presentation out the 
window? Eh?

GERM CRAZY
Electronic Zoo
What a pile of crap! And wasn’t 
the advert awful too? It looked 
like they tried to save money on 

an artist and got someone at the 
company to draw it themselves! 
I’m not convinced the whole idea 
for the game was any good in 
the first place, and I’m certainly 
not sure about the execution, but 
that advert will have scuppered 
its chances from the off. People 
will look at the picture and who’ll 
be seriously tempted to give the 
game a chance?

BRAT
Image Works
There was a very nice intro 
sequence on the front of this, but 
the game itself didn’t really 
appeal to me. There’s an ancient 
game called Flip And Flop - or 
something like that anyway - 
from First Star, which was a 
similar isometric 3D tile thing 
and seems to have been a big 
influence for this. Me, I liked the 
first version better.

Brat from Image Works.

CHUCK ROCK
Core
This was very, very pretty. Core 
are doing some excellent stuff at 
the moment - I’m really looking 
forward to Thunderhawk- 
though they slightly worry me 
when they come up with 
products like WarZone. It’s 
probably better than Mercs, but 
why do it? It looks like it’s just a 
little money spinner, but I bet the 
cash they earn from it is nothing 
compared to what they’re 
making in Japan from console 
versions of Corporation, so why 
do they bother?

‘Gods... 
isn’t the 
game 
it should 
have 
been’

CYBERCON III
US Gold
Cybercon III is very nicely done. 
I didn’t really like the fact that 
you were walking about in this 
big, clumpy metal suit - it was all 
too robotic for me - though 
obviously it was meant that 
way. The bit where you 
detach the camera and it 
flies about the place was 
excellent though, and 

the 3D was generally superb. It 
was just incredibly fast too. 
If I had to chose a favourite 
game developer it would have to 
be The Assembly Line, just 
because they’re so very 
conceptual. By that I mean that 
they come up with interesting 
ideas and they always seem to 
have a great belief in what 
they’re doing.

RAILROAD TYCOON
MicroProse
This is poo I’m afraid. It’s the 
sort of product that simply 
doesn’t interest me at all. 
They’ve deliberately gone out 
there and said they’re going to 
do a Sim City with trains, but the 
whole concept’s simply too 
limiting - and who really gives a 
monkeys about trains anyway? It 
looked a bit sloppily 
programmed too, but that wasn’t 
the real problem - unlike a game 
like Sim Earth, which I find fun to 
simply muck about with and see 
what happens, this simply had 
no possibilities for 
experimentation, no appeal, no 
real point.

WONDERLAND
Virgin
Now this is something I like. The 
new windows environment is 
good, and will presumably give 
Magnetic Scrolls a system which 
they can now use on a number 
of other projects, and I found it 
all very friendly. This was one I 
could just pick up and use 
straight away. The graphics are 
nice too. I’m actually a big fan of 
good adventures -1 really miss 
the old Infocom products and I’m 
glad to see them getting a re- 
release. The Hitch-hikers Guide 
To The Galaxy is one of my 
favourite ever games.

NEXT ISSUE: The September issue of AMIGA POWER will be on sale on August 22nd, and will 
feature an excellent cover disk and the first crop of the big autumn reviews. Order yours now!
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llil Tradewinds House, 69/71A Ashbourne Road, Derby DE3 3FS Telephone: (0332) 297797 Facsimile: (0332) 381511



ATARI ST & CBM AMIGA

The strangest things happen in fairy tales - but nothing so strange as the experiences you 
will encounter on your travels as Cornelius the Elf. Your magic ring can cast many spells, 

increasing in power as you tread deeper into the mystical lands of gooks and goblins.
Even the castle guards, low-life beings with the IQ of a cold-steel rivet, are on a get-smart 
campaign. They may seem a little backward to start with, but these rivet-headed, bover- 

bullies will soon become cantakerous, tricky-dickies if you let them. Many wierd, 
villainous creatures and devious puzzles test your game-play technique and your gnostic 
powers. You can even control some of the background game features, allowing you to get 

to where you think you should be. Numerous secret areas lie deep within the forest 
where vital clues can help you with your quest, but beware...

YOUR OWN GHOST MAY MATERIALISE TO HAUNT YOU!
OCEAN SOFTWARE LIMITED

6 CENTRAL STREET 
MANCHESTER M2 5NS 

TEL: 061 832 6633 
FAX: 061 834 0650

A BEAUTIFUL PUZZLE GAME WITH ASTONISHING HIDDEN DEPTHS” 
"A good arcade adventure is a joy to play...and there’s no shortage of gameplay here.

If exploring and shooting's your thing, then there’s enough here to 
keep you happy 'til the cows come home” 

THE ONE
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QUICK! HURRY OVER TO PAGE 5 FOR FULL DETAILS!

BEAST 
BUSTERS
Playable level 
specially prepared 
for AMIGA POWER 
by Activision

Best Amiga 
shoot-'em-up ever?
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MAD OR JUST MISUNDERSTOOD? THE ASSEMBLY 
LINE HAVE A LOT OF EXPLAINING TO DO (P62)
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AMIGA POWER PRE!

MASSI’
DOUBLE-SIDED POSTEI

AMIGA POWER DISK 4

EXECUTIONER
New label Hawk break cover 
with this exclusive preview

PLUS! THREE GREAT PD GAMES
PHARAOH'S CURSE • Vintage platform game fun 
MAZEMAN • Sounds familiar? Damn right it does! 
DAD • Brilliantly simple block-sliding brain teaser 
Can’t see your disk or poster stuck here? Then 

go and tell your newsagent immediately!


