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r n fairy tales - but nothing so strange as 
encounter on your travels as Cornelius the 

nar y spells, increasing in power as you 
al lands of gooks and goblins. Even the 

gs with the IQ of a cold-steel rivet, are on a 
. may seem a little backward to start with, 
d bovver-bullies will soon become 

• ?es if you let them. Many weird, villainous 
jzzies test your game-play technique and 
can even control some of the background 

au to get to where you think you should be. 
i deep within the forest where vital clues can 
but beware... ♦
enalise to haunt you!

My head is thumpin’, and my heart is pumping the adrenalin around every vessel of my 
hyper-tense body - the ‘driving unit’, that will be shoe-horned, wedged like a Colt 45 into 
its holster, as I am placed into the command seat of my vehicle - ready to enter the arena 
of play... and combat.
“ Wild Wheels”  they call us. Combatants who play a “ game”  - a game where there are 
two ways to lose... down on points or down on fuel - the fuel of life! And our “kit” for action 
are the finely honed masterpieces of engineering... machines that wifi pole-axe the 

opposition, melt them, crush them, detonate them into a million white-hot, speeding grains 
of shrapnel. The ‘kit of death’ where many of us will experience our last, final, blinding 
flash. Now, in the arena, the game becomes a struggle to win, a fight for life. The noise 
from the screaming crowd is drowned by the incessant roar of the mighty heart of this 
mechanoid beast, its engine pushing out every ounce of power to keep me just ahead, 
and delivering a heavy, sickening blow into my back as it accelerates at my command. 
Taking aim, I firm up every muscle ready for the great burst, the deafening scream as I 
unleash my lethal messenger... and its message - “ GAME OVER!”
But that’s just half the game story. Now YOU enter the arena... ENJOY THE SHOW!
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Thanks this Issue to: Asam Ahmad for his 
work on the cover disk, Eric Matthews 
for yet more Gods tips, and to Elvis for 
the aspiration (thankyouverymuch).

COMPETITION WINNER: Oh dear, what a 
3 smai performance. Last month we asked for an 
OHB* gene idea based on a previously 
urkcenced movie. And what did we get? Three 
pahefcc entries. No thanks to Graeme Wilson of 
Mfai tor Look s Talking - in which you have 
to Hi yow parents. Or to the two other chumps 
Ro came up *th Pathinder (plenty of eco- 
ReMy apportnbes there) or The Sound of 
MtaSC IMN* Re whole Von Trapp family). If 

rr' rxxove. we re going to scrap these

IM MMRVICOMPO: Since it’s still the 
Marner Mmwe'd ike you to send us the 
MMaMkari yoa can find. Software prizes 
•a M mkvMIv Be most exobc. the most 
jh.f R. ant Re nut outrageous
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10 TRUE STORIES
Why is Captain Planet available

two months before its official release
date? Will RoboCop III be the biggest 
Amiga game yet? When will we see 
Captive II? And what the hell are 
Motorhead doing here? PLUS 
Code Masters get the Crib 
Sheet treatment, Oh Dear gets 
its teeth into STUN Runner, and the 
Rock Hard Quiz gets even tougher...

17 THE CHARTS
Fl 5 Strike Eagle II is flying

high, and there's a surprise hit from 
Amiga gaming’s new boys Team 17.
Find out what’s winning, and what’s
getting stuffed in this months top 100
Gallup charts...

j| COMPLETE
4J CONTROL
It’s the biggest and most reliable Amiga 
hints and tips section around. This 
month: Part Two of our gigantic guide to 
Gods and Prince and Persia. And, of 
course, much much more...

PETER
30 MOLYNEUX...
... What have you done? Just what is 
happening with the post-Populous god- 
sim revolution?

GAMES OF THEM«

MEGA LO MANIA
Goofy god simulator from those
Image Works folk. Page 21

BLADE WARRIOR
Finally, the shadow swordplay 
mini-epic arrives. Page 32

THE SIMPSONS
Is the biggest licence of 1991 
actually any good? Page 26

AM-3
Arcad

I
NEBI

Ocean get airy fairy with their -
new arcade adventure. Page 34 s 0 .

< < IF WE’D KNOWN 
OO THEN...
Lemmings is the most talked about 
game of the year, but what of the men 
responsible? We find out.

OQ DO THE WRITE
O > THING

We asked for less praise, and we sure 
as hell got it. There’s obtuse opinions, 
criticism of the AMIGA POWER 
reviewing team, and more besides.

Off THE BOTTOM 
>3 LINE

Reviews, reviews and more reviews. 
Snappy and informative summaries on 
nearly 300 of last year’s top games. At 
a glance you can see what’s worth 
splashing out for and what to avoid.
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] 03 WHO ON EARTH DO YOU think you  are?
It’s your chance to tell us what you reckon to just about anything you fancy. 

Yes, it’s the AMIGA POWER reader survey where we pick your brains, and you give 
us a piece of your mind (ahem). You could also win a colour monitor, on page 103.
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OVER 300
GAMES RATED IN EVERY ISSUE!

MONTH GAMES
REVIEWED 
THIS ISSUE
SEPTEMBER

FULL PRICE
AH-37M
Thunderhawk................28
Armalyte.........................73
Battlechess II - Chinese 
Chess...............................74
Billiards II Simulator-76 
Blade Warrior------------ 32
The Charge Of The Light 
Brigade........................... 73
Conflict Middle East--74 
Elf..................................... 34
The Executioner......... 71
Gauntlet III....................40
International
Championship
Athletics.........................76
Living Jigsaws............. 74
Mega Io Mania----------- 22
Metal Mutant------------- 73
Nebulus 2......................36
Robin Smith’s
International Cricket-70 
Sarakon..........................70
The Simpsons...............26
Sliders.............................70
Striker Manager--------- 76
Swap................................ 75

BUDGET
Arcade Trivia Quiz-----78
Ballistix..........................78
Beach Volley................78
Stack Up.........................78
The Games: Summer 
Edition.............................79
Head Over Heels........ 79
Top Cat........................... 78

Introducing the fifth AMIGA 

POWER Cover Disk, which is, 
as always, jammed to bursting 

with the best in playable 

software. This month we’ve 

lifted the whole first level from 

Psygnosis’ long awaited 

fantasy beat-’em-up Barbarian II - it’s just as impressive for its 

size and playability as it is for its pristine graphics and 
animation. Also on offer are five - yes, five! - full games from the 

fertile pastures of Public Domain. We’ve picked the best of an 

excellent recent crop for a veritable Public Domain special, 
including the immensely playable Asteroids-inspired Amigoids. 
It’s all explained below...

AND THIS IS DISK FIVE

AH-37M THUNDERHAWK
Arcade 3D chopper sim from high
flying Core Design. Page 28

NEBULUS 2
Good as the original? Or an over­
worked waste of time? Page 36

successful Barbarian, and we’ve got a full level of it here, 
allowing it plenty of space to show just what it can do.

Looking quite different to the first Barbarian game, 
it puts you in control of a beefy muscle man, working your 
way through a pretty (but pretty treacherous) forest, 
populated almost entirely by the usual 
bunch of moronic brutes, zealous 
swordsmen, and suitably psychotic 
wolfmen. Lots of fighting to be done 
then, but there’re also quite a few traps 
to be avoided, weapons to be collected 
and so on. Want to know more? We 
explain all over the page...

PLUS! THE PICK OF PD!

COMPILATIONS
Magnum: The 
Compilation.................. 80
Test Drive II: The
Collection......................80
Virtual Worlds...............81
Virtual Reality 1 --------81

PUBLIC DOMAIN

GAUNTLET III
It may be in three dimensions, 
but does it have depth? Page 40

The Adventures Of
Norris...............................84
China Challenge......... 84
Jumpy..............................84
Lamer Exterminator --83
Missile Command------83
Pacman 87— -— — — — 84
Scum Haters.................84
Speccy Emulator-------83
X-Fire..............................84
Yelp................................. 83 4

AMIGOIDS Or Asteroids by another name - graphically 

gorgeous, and packed with added extras not found in the 

original, this new PD version of the arcade classic should keep 

you glued to the screen for hours.

1 DA SECOND
’ OPINION

2 nee again we pose that interesting - and 
-st a little awkward - question 'What do

. xi really think of the state of current 
-Tiiga releases?’ This month's man with 
~e answers - Gremlin software
: -oduction person Sean Kelly.

NEXT MONTH!
. - =• n time for the tail end of the holiday 
season come the AMIGA POWER post

■ as! Send them to your friends! Stick 
•* - ~ on your walls! Do something else 
• - "iem we haven't quite thought of yet! 
- - be revealed next issue!

METAGALACTIC LLAMAS As will Metagalactic

Llamas, an action packed arcader based on the ancient Jeff 

Minter classic and starring - you guessed it! - a llama. Fast

and furious fun.

* L I • H } 
*i n w 11

XFIRE Ridiculously quick and ridiculously frustrating grid­

based shoot-’em-up - if you can survive more than about ten 

seconds you’re doing a lot better than us!

KING Nicely implemented card-based patience game - just 

right for those quiet moments when Amigoids and the Llamas 

have started to make your trigger-finger ache.
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RAPS A draughts-based puzzler that’s as simple as they 

come - but don’t make the classic mistake of equating the 

word ‘simple’ with the word ‘easy’!

Want to know more? Then flick the page, quick...
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HOW TO GET 
GOING

Loading up any of the programs on 
the AMIGA POWER Cover Disk 
should prove to be a fairly painless 
experience. Here’s exactly what you 
have to do, cut up into nice’n’easy 
bite-size stages...

1) First off, make sure you’ve got a 
mouse plugged into Joystick Port 
One and a joystick plugged into 
Joystick Port Two.
2) Switch your computer off, insert 
the disk into your internal drive 
(making sure there isn’t already one 
in there of course!), and switch the 
machine back on.
3) Ta-da! After a short delay you 
should be greeted with the disk 
menu screen. Now chose which 
game or demo you want to play, 
then either press the appropriate 
Function Key, or move the mouse 
onto the correct small box and click 
on it with the left mouse button, to 
load up the game.
4) Your chosen game should now 
load and run, though just to be on 
the safe side we recommend you 
don’t remove the disk from the drive 
during play.

AND WHAT TO DO 
IF EVERYTHING 

COMES TO A STOP
Oh dear, having problems with your 
disk? Not to worry - simply follow 
these easy steps towards getting 
everything running smoothly again 
and all will be fine...

1) First off, try loading the whole 
thing again from scratch, ensuring 
you don’t have any extra 
peripherals attached to your Amiga. 
You’ll be amazed at the difference it 
can make...
2) If the disk seems to be corrupt 
you may be able to rescue 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, simply send the 
disk back to us (including details of 
your equipment configuration 
would help out our trouble shooting 
department) at the address below 
and we’ll rush out a new one to you 
as soon as possible. Please send 
the disk ONLY, not the whole 
magazine, and include a stamp 
addressed envelope. The address 
is: AMIGA POWER Disk Five 
Returns, Disk Copy Labs pic, Unit 
A, West March, London Road, 
Daventry NN4 4SA.

BARBARIAN II
Publisher: Psygnosis 
Authors: Mike Chiltern (code) 
and Garv Corbett (graphics).

This playable preview is the full first level 
of Barbarian II, a sophisticated beat-’em- 
up featuring loads of enemies, plenty of 
scraps, a plethora of swords, oodles of 
collectable goodies to pick up, and, erm, 
plenty more stuff we’ve probably 
forgotten to mention, but will surely 
become apparent as you play the game.

The original Barbarian was a smash 
hit due to the appeal of its typically- 
Psygnosis presentation, the depth of its 
gameplay and its useful combat 
sequences, though, judging by this demo, 
the sequel takes everything a few steps 
on. In fact, we'd go so far as to say 
there’s more fun to be had out of this 
preview than many a full length game...

SO WHAT EXACTLY’S 
GOING ON?
Well some, at least, is obvious. The game 
is set in a particularly organised and well- 
tended forest, your route laid out clearly 
by a maze of easy-to-follow pathways. It’s 
up to you to move the barbarian 
character around and explore your 
location - within seconds you’ll be 
squaring up to the first bad guys, and 
unless you know how to deal with these 
suckers you could find the game ending 
right there and then.

So, who do you have to fight? Well, 
there are three types of enemy on this 
first level - the bog-standard street­
fighting brutes, the heavily armoured

363 sold coins accrued so far - we're doing quite well here, really. The 
chest reveals nothins, so it’s time to bash some more baddies.

WHAT SHOULD WE FIND LYING AROUND BUT...
WEAPONS: Swords and daggers are 

left behind by dead 
enemies, although a 
good broadsword can

be found in one of the treasure 
chests. To pick up, stand above the 

sword, and press the 
space bar. Remember 
that the more you use a

Take that, you fiend! Slightly lacking in the sword department at this stage, the Barbarian 
takes on the thug with his bare hands. (He’d better find a blade pretty soon, we reckon).

swordsmen and the vicious wolfmen. At 
first you’ve no weapons so your best bet 
is to steam in with both fists and feet 
flying. Your character is much more 
mobile than the enemies - which should 
give you an edge - though they are 
resilient beggers and it’ll take two or three 
hits to put them down.

The swordsmen, once disposed of, 
will drop bags of gold, and more 
importantly, their weapons. You can pick 
up the gold by simply walking over it, but 
to pick up a sword you’ll have to stand 
above it and press the space bar on your 
Amiga. There’s no point in crouching 
down, as you might expect - this won’t do 
anything at all.

Just as your life bar diminishes as 
you take strikes from enemies, so does 
the potency of your sword as you kill 

more and 
more of 
them - if 
you’re 
looking for a 
logical 
explanation, 
just image 
it’s getting 
blunt (or 
something). 
Anyway, it’s 
worth 
picking up 
new swords 
wherever 
possible. 
You can see 
how strong 
your sword 

sword, the less efficient it becomes. 
Eventually it will break, at which 
point you’d better collect a new one - 
and pretty blooming fast!

GOLD: Also left behind 
by enemies, you simply 
have to walk over the 
bags to put them in the 

is by the indicator bar situated just 
beneath your life bar on the left hand side 
of the control panel.

Dotted around the forest are treasure 
chests which open as you pass them. 
Some of these are empty, but it’s best to 
open them all, because one or two have 
treats to offer. The first is a broadsword 
which will take out those difficult-to-deal- 
with wolfmen without too much bother. 
These guys are armed with razor sharp 
claws on hands and feet, so it’s very 
easy to see the advantages of keeping 
your distance.

Don’t be tempted into always fighting 
with your sword though. Sometimes, 
when the power of your blade is worn, it’s 
worth dropping the sword (by pressing 
the space bar again) and giving the bad 
guy a good kick. You can then pick your 
sword up again and continue to use it. It 
might be worth practicing this first though 
- it’s no use discovering you’re a bit 
dodgy in the sword-picking-up-stakes in 
the heat of a battle.

Finally, another treasure chest 
contains a magic potion which is well 
worth picking up - it’ll supply you with a 
few extra units of life expectancy.

WHAT ABOUT THE 
MONEY?
Ah, yes, there’s cash involved too. The 
gold indicator will tell you how much lolly 
you’ve picked up from dead soldiers - 
you start off with 300 pieces. The money 
isn’t any good to you in this demo, 
admittedly, but it’s interesting to see how 

kitty. These are usually worth 
between 20 and 30 gold pieces.

MAGIC POTION: This 
can be found in a 
treasure chest. Just walk 
over it, and your life 
expectancy will 
increase slightly.
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much you can collect. In the full game 
you would normally take your profits to 
me village shop in the next level and use 
ft to buy extra weapons. These include a 
crossbow, a bow and arrow, a helmet, or 
some magic potion. You’ll notice the two 
square indicators to the right of the 
control panel - later in the game these let 
. ou know how many arrows or crossbow 
colts you have left.

Watch out for the little green goblin, 
too he’s a canny thief. He can appear 
aid disappear at will, and needs only to 

BARBARIAN II CONTROLS
JUMP 

or with fire button 
KICK TO THE HEAD

ROLLING HIGH JUMP RIGHT 
or with fire button 
STANDING KICK TO HEAD

ROLLING HIGH JUMP LEFT 
or with fire button 
STANDING KICK TO HEAD

pass over your character to pinch some 
gold pieces. Because he can disappear 
into thin air, it’s not easy to waste this 
blighter, but it is worth making the effort - 
if you bother him, he’ll take his time 
coming back.

HOW TO STAY ALIVE
Being killed is usually a matter of losing 
all the energy from your life bar in fights, 
but there are other ways to be terminated 
too. Keep an eye out for a cute little fairy, 

for instance - below where she flies there 
will be a hidden trap in the ground. Fall 
down there and it’s spike city a la Prince 
of Persia.

Likewise, if any of the swordsmen get 
a lucky shot in they’ll be able to chop your 
head clean off. Don’t let them if you can 
help it - it’s much more fun to separate 
their bonces from their bodies yourself. In 
fact, it’s not at all dissimilar to the widely 
acclaimed effect from Palace’s Barbarian 
/and II, a couple of similarly (well, alright, 
identically) named products which aren’t 

related to the Psygnosis series.

WHAT COMES 
NEXT?
A-ha! That would be telling! 
Oh, alright them. In the complete 
version of the game you’d go straight 
into the village once this level was 
completed, then through various 
other sections that take you 
underground through caverns, into a 
castle, and beyond to the temple 
where the evil emperor (and the end- 
of-the-game) hangs out.

Barbarian //features some 50 
different enemies in all, including 
dinosaurs, demons and some giant 
spiders - all in all they make for 2,000 
frames of sprite animation. This demo 
includes the spooky forest noises 
which provide an atmospheric 
soundtrack to the game, though the 
music has been left off here. As is 
usual with Psygnosis games, there 
will be a (no doubt impressive) start 
of game demo, though there was no 
way we could cram that onto the 
cover disk. And finally, the game will 
be out any time now priced £25.99 
(for all those impressed enough to 
want to buy it).

YOUR GUIDE 
TO THE 
FOREST 
NASTIES

BRUTE:
He’s a bit of a pussycat 
really and a couple of 
good kicks to the head 
or a few well aimed 

punches will see him off. He’s 
dumb enough to stand around 
when you go for him too, so - all 
told - he shouldn’t cause you too 
many problems, really.

GUARD:
Armed with a sword 

and protective armour, 
this guy is pretty mean 
- you have to be careful 

not to get your head chopped off. 
He’s not too tough for comfort 
though - our barbarian hero is 
capable of killing him without a 
weapon, although a good sword 
makes the job a lot easier. He 
leaves behind his weapons and a 
bag of gold when he dies.

WOLFMAN:
Extremely fast, and 
equipped with razor 
sharp claws, he’s 
probably the toughest 

baddie you’ll meet. Clever enough 
to try and avoid your punches, he’s 
best killed with a flying kick, or a 
blow from the collectable 
broadsword. Whatever happens, 
don’t let yourself get trapped 
between two or more of these - 
your life expectancy will just slip 
completely away.

GOBLIN:
A thief who 
(annoyingly) can’t be 
killed as such. When 
he passes through

your sprite, your collection of gold 
diminishes. Give him a hard time 
though and he’ll leave you alone 
for a while, but it’s worth staying 
clear if you are in trouble with other 
enemies when he shows up. He’ll 
appear and disappear at will, but - 
other than nicking your cash - 
won’t be able to harm you.

Í
FAIRY:
Not really an enemy, 
but worth keeping an 
eye out for - she 
indicates invisible 

traps set in the ground beneath 
you. If you see her, don’t pass 
underneath where she’s flying - 
find yourself a different pathway to 
get yourself where-ever it is you 
want to go instead.
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AMIGA POWER PRESENTS
THE EST OF PD
AMIGOIDS
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DAD 
COMPETITION
Okay, okay, no more entries for the 
Dad competition, please! We were 
deluged with solutions for this cute 
little puzzle game from our Issue 
Four Cover Disk, including written 
solutions, diagrams, disks, 
solutions written on 70 betting slips, 
and even a videotape! We had one 
letter claiming to offer conclusive 
proof that the game was in fact 
impossible - we can sympathise, 
but our bulging mailbag proves 
otherwise. The winner was Mr. Chris 
O'Halloran from Tunbridge Wells, 
who’ll be receiving five brand 
spanking new games through the 
post some time in the next six 
months, if our usual level of 
organisation prevails. But enough of 
that, and on with the solution for 
everyone out there who’s still 
hopelessly stuck (like we are here).

Green down, green down, 
blue right, red up, red left, 
top green left then down, 
blue down, yellow left, 
yellow up, red up, red up, 
green right, green right, 
blue down, yellow down, 
yellow left, red up, red up, 
left green up, right green 
left, red down, red right, 
green up (are you still 
with us?), green up, red 
left, red down, top green 
right then down, yellow 
right, yellow up, green 
left, green left, yellow 
down, yellow right, right 
green up then left, yellow 
left, yellow left, red up, red 
right, blue right, green 
down (hello Mum), green 
down, red right, red up, 
top green left then down, 
red down, red down, 
yellow left, yellow up, blue 
up, green right, green 
right, red down, red down, 
yellow down, yellow left, 
blue up, right green up 
then left, red left, red 
down, blue right, listen to 
cute little tune, jump up 
and down, and - swipe 
me! - you’ve done it!

Asteroids revisited - it's the
rather brill Amigoids.

Okay, hands up everybody 
who doesn’t know how to play 
Asteroids. Thought as much. 
Right, in Asteroids (for that’s 
what Amigoids is, no more, 
no less), you control a 
spaceship in the middle of a 
storm of space rocks. You 
have to shoot the rocks into 
dust, as well as the nasty little 
enemy ships which zip onto

the screen and take potshots at you occasionally. You use the 
joystick to rotate your ship left and right, thrust by pressing 
forward, and fire by hitting, urn, fire.

There are lots of other options in this version, but most of 
them are pretty self-explanatory (use the joystick to control the 
menu screen, for instance). The only thing you really need to 
know is that if you attempt to load in one of the alternative 
graphic sets, the screen may display a box reading ‘Volume 
Amigoids is write protected’ or something similar. If this 
happens, don't worry -simply click on the ‘Cancel’ box and then 
progress exactly as normal.

KING

King: A relaxins game off patience, 
written by Elvis maybe? (Crap joke).

Or to give it its Sunday name, King’s 
Körner Solitaire. King is a patience 
game, played with the standard 52-card 
deck, and using mouse control. Cards 
are turned over from the face-down deck 
one at a time and placed onto one of the 
spaces on a 4x4 grid according to this 
set of rules:

1. No card may be placed onto a space 
already occupied by another card.
2. Face cards must be played on spaces 
labelled for their type and suit. Kings are 
placed on the four corner spaces, 
Queens on the top and bottom rows, and 
Jacks on the sides.
3. Non-face cards may be placed on any 
space (according to Rule 1).

Once placed on the grid, no card 
may be moved to any other space on the 
grid. Cards are discarded from the grid 
to the ‘discard’ (as opposed to ‘datcard’, 
presumably) pile according to THIS set 
of rules:
1. No card may be discarded while a 
deck card is face up until that deck card 
has been played.
2. No face card may be discarded.
3. Any Ten may be discarded by itself.
4. Any two cards whose face value adds 
up to exactly 10 may be discarded (Aces 
count as 1).

The spaces in the centre of the grid

are known as free spaces. Selecting the 
number of these sets the difficulty level 
of the game. With four free spaces the 
game is at its easiest setting, and with 
no free spaces it’s practically impossible.

When the first card of a pair is 
chosen for discard, it will be moved to 
the discard pile face up, unless it’s a 
Ten. Click on another card for discard, 
or click on the discard pile to replace the 
first card and try again.

If the grid is full and no discard is 
possible, then you lose.

If a face card is drawn and its space 
is occupied, then you lose.

If all cards have been played and all 
non-face cards have been discarded, 
the moon is in the seventh quadrant of 
Gemini, there’s an ‘R’ in the month and 
it’s exactly 17 minutes past four on the 
third Tuesday in July and you’re sitting 
comfortably, then - gulp! - YOU’VE 
DONE IT! (It's a more than the AMIGA 
POWER ‘lot’ can manage, for sure.)

RAPS
Here’s a little Workbench oddity which just 
about everyone in the world seems to be 
able to beat except Stuart Campbell. Raps is 
a sort of variant on draughts, but played on a 
4x4 board, and where the sole object is to 
get one of your pieces to the opposite side of 
the board before the computer does. The 
rules are the same as draughts, except that 
there are no multiple jumps, and when you’re 
in a position to take a piece you MUST take 
it. And that’s, as they say, it. Next!

Raps: Compact and remarkably handy.

X-FIRE
What do you mean, 
we’re running out of 
space? Er, for the 
complete lowdown 
on X-Fire, why not 
turn to the PD 
section on page 
84? It’s got 
everything you 
need to know and 
more. Honest.

X-Fire: Bizarre, original, and just a little bit excellent

METAGALACTIC LLAMAS -
BATTLE AT THE EDGE OF TIME 

‘What, another Jeff Minter 
game? How much is he 
paying you lot anyway?’

This is, amazingly, 
yet another conversion of 
an old (is there any other 
kind?) VIC-20 game by the 
yak-loving hippy, and 
features spiders, a llama 
(no surprises there), and 
that’s about everything.

You steer your llama left and right along the 
bottom of the screen (exiting from either side 
causes it to reappear at the opposite side) and 

fire bolts of, er, llama spit at the deadly spiders which are 
descending from the top of the screen. Hitting the spiders kills 
them, but if you miss and hit their web strand instead they fall 
to the ground and come after your furry hero. But all is not 
lost. You also control a reflective barrier (using up and down 
on the joystick), which your offensive (in both senses) 
weaponry bounces off, enabling you to shoot things that are 
on the same level as you. Don’t worry, it all proves to be 
frighteningly simple in practice.

And that’s all there is to it. Later levels get horrifically 
difficult, but I’m sure there’s someone out there tough enough 
to handle it...
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AT LAST!
The Ultima saga continues on 

the Amiga and Atari ST. 
Available soon, priced 

£30.99.
Over ONE MILLION Ultima 

adventurers world-wide can't 
be wrong!

For all the latest product 
information call 

0898 234214. Calls charged 
at 34p per minute off-peak 
and 45p per minute at peak 
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TRUE STORIES

MERCENARY ON A MISSION
After a fairly quiet period, marked only by 
the low profile’ release of Encounter, 
Novagen are gearing up for the latest title 
in the Mercenary saga.

Paul Woakes is once again the man 
behind the game, so fans of the series can 
expect more of the same - and much 
more besides. Using the familiar ‘virtual 
world’ filled 3D vector graphics of 
Mercenary II - Damocles, Mercenary III 
has another typically convoluted plot 
spanning an entire solar system, but this

Characters faces are animated, but you're 
bound to get sick of this guy, he’s a 
taxi driver...

Captive-. More role playing and 
alien bashing next year. (Hurrah!)

It’s that familiar Woakes feeling again in 
Mercenary ///. But expect some more 
character interaction and, well, fun, this 
time around..

time the inclusion of air combat and fully 
animated character interaction (complete 
with facial expressions) promises to widen 
its appeal.

Indeed, Novagen claim that the 
desolate, ‘insular’ feel of the first two is a 
thing of the past. Whether Mercenary III 
will be a game to appeal to all, or just 
the usual Woakes fan-base remains to 
be seen. Expect a release shortly.

CAPTIVE’S RETURN

While we’re on the subject of 
Tony Crowther (see main 
news story), some fans of 
Captive may be asking 
themselves: ‘Will there be a 
sequel to this masterpiece of 
dingy space-dungeon 
exploration?’. The answer is 
a booming great ‘YES!’ 

Tony’s heading straight 
back to role-playing land 
again with a sequel 
provisionally called (ahem) 
Captive II. Apparently, it’s 
going to be so gigantic that 
our Tone can’t handle all the 
work himself. ‘I’m looking for 
a helper who knows how to 
code, and is an expert on 
role-playing games,’ he said. 
Expect Captive II to emerge 
in about a year’s time.

Meanwhile, the 
overworked Mr Crowther is 
also developing a game 
based on the Knightmare TV 
series, once again using an 
updated version of the game 
engine used in Captive.

PHILIPS' 
AMAZING 

FLYING 
MONITOR!

Anyone who plays Amiga games 
through a TV set must list a colour 
monitor as a pretty high shopping 
priority. ‘Market-leading’ monitor 
people Philips, who realise this, have 
just started really chasing after games 
players’ lolly with their latest 
promotion. The Dutch consumer 
electronics giants are giving away a 
copy of MicroProse’s wild flight sim 
Fl 9 Stealth Fighter with their newly 
launched CM8833 / II model.

This is the ‘upgraded’ version of 
what is apparently European Amiga 
owners’ favourite monitor. Part of the 
promotion includes a bunch of 
competitions to be run over the three 
month promotion period (that’s from 
now until Christmas), with prizes 
including the chance to pilot one of 
those proper flight simulators airline 
pilots use for training.

Not to be outdone, we’ve arranged 
a wee competition of our own. Find out 
how you can win the colour monitor 
with flight sim (normal price £270) - 
not to mention help out AMIGA POWER 
- by turning to our Reader Survey on 
page 103. Over and, er, out...
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A
nyone out there itching to get their hands on Tony Crowther’s much-hyped 
Captain Planet may be surprised to learn that the game is already available. 
Well, sort of...

An early version of the environmentally aware platformer has been bundled with 
new Amiga 500s. Commodore’s so-called ‘Cartoon Pack’ also features a one meg 
expansion (now standard issue with new A500s), a one meg only version of The 
Simpsons (reviewed this issue) plus the ever-popular Lemmings. (It also comes with a 
special copy of Amiga Format, complete with a page in it explaining how great AMIGA 
POWER is, but the less said about that the better).

So what’s the story? Well, Planets publisher Mindscape insist that the game in the 
box is not the same as that which will be available to the rest of us later in the autumn. 
Programmer Crowther (also responsible for the excellent Captive) has been instructed to 
come up with some extra loading screens and a few graphical improvements for the

stand-alone version, though differences are likely to be cosmetic, 
and radical changes are most unlikely.

So what is the game like? Well, it’s a platformer all right, with a nice line in neat 
graphical tricks, and enough colour to fill a South American street carnival. The gameplay 
isn’t really anything special (though it’s kind of fun), and we’re impressed enough to have 
persuaded Mindscape to stick a playable demo on AMIGA POWER’S October cover-disk. 
As you would expect from a conversion of such a seriously earnest TV cartoon, the 
game features plenty of missions which put you up against ‘eco-villains’, and your 
enemies and obstacles are all products of man’s careless attitude to the environment 
(etcetera etcetera).

On the changes to the ‘street’ version, Crowther said: ‘It will be different, but not 
enormously so. The extra loading screens will show you how to play the game, which will 
be good. I think on the whole the game is excellent - very playable.’
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TRUE STORIES

Rainbow Islands - bestest, 
Bubble Bobble - cutest, 
The NZ Story - (ahem) cheep-est

launching a new compilation 
label (called Addicted To 
Fun) with the tempting offer 
of The New Zealand Story,

hree of the cutest (and 
bestest) games ever are 
to be re-released - in 

the same box. Ocean are

Rainbow Islands and Bubble 
Bobble all

packaged up together as the first 
release. At £19.99 for the lot, this 
works out at an extremely 
reasonable £6.60-odd per game - 
not bad for a trio of All-Time Top 

100 games, especially when it 
includes Rainbow Islands, our 
Number One.

A spokesman for Ocean had 
this to say for himself: ‘These game

are all along the cutesy line. Future 
Addicted To Fun releases will also 

have a common theme.’ Quite how 
they think they can possibly top 
this pack remains to be seen...

DIAL A 
FLIGHT SIM!
Multi-player games are a ‘big thing’ in 
the United States, where lots of people 
from all over the country can sit at 
home, connect their machines to the 
telephone system, and start flying 
aircraft or plotting nasty deeds against 
people from the other side of the 
country who they’ve never met. 
Naturally, the phenomenon has 
reached Europe.

On-line Entertainment have set up 
a system licensed from America which 
features three games. To play you 
need a computer, a telephone, a 
modem (if you don’t know what that is 
imagine a telephone for computers) 
and some money...

By dialing into On-line’s 
mainframe computer, you get to 
sample a space trading game, a weird 
Dungeons And Dragons-type thing, or 
a flight simulation.

Only Air Warrior (the latter option) 
features graphics, and we reckon this 
is the game that will prove most 
popular. Playing costs £1.50 per hour 
plus the normal charge to London from 
your home (which can work out to be 
enormously expensive).

You can pay by opening an 
account by cheque or credit card. 
Youngsters must (of course) have 
their parents’ permission.

On-line’s Clem Chambers 
explained: ‘It’s just awesome to be 
flying around and fighting people you 
can’t see. There’s nothing like it.’ We 
shall see...

CRIB SHEETS
It’s another behind-the-scenes peek at the 
people who come up with the games. This 
month we’re quizzing...

No5 CODE MASTERS
History: Set up in October 1986 by two fresh- 
faced programmers David and Richard Darling. 
The teenage twosome had been banging out 
budget games for Mastertronic for some time 
before doing their own thing. A series of cheap 
and fun titles, coupled with extraordinary media 
attention, ensured almost instant success. 
Perhaps even more impressively, they’ve 
managed to continue it pretty much unabated. 
People: The Codies employ about 30 full time 
staff with about half working on game production. 
Enjoys a positive relationship with many 
programmers in the freelance community. 
Greatest successes: The ever-popular Dizzy 
series has never failed to attract Amiga gamers, 
and CJ’s Elephant Antics has been a winner. 
Biggest cock-ups: The Codies started life in 
the 8-bit zone, and early attempts to convert to 
the Amiga were, at best, disappointing. They 
admit that games like BMX Simulator didn’t make 
the most of the more sophisticated hardware.
What they’re all about: Over to Code 
Masters’ mouthpiece Mike Clarke: ‘We’re only 
interested in games people will buy. Something 
like a mountain bike simulator would be much 
more appealing than anything more esoteric.

~ent

not 
inch will

THE FALCON 
FLIES AGAIN

Spectrum Holobyte’s well
3 > ed flight sim Falcon is to 

be re-released along with 
the two mission disks which 
: ame out after its original 
au ich two and a half years 

■>  ; :. Falcon - The Classic 
o ection offers flight and

* ght fans a total of 36
- s ons. It’s out any time
- : w from Mirrorsoft 
priced £34.99.

SOUNDS FAMILIAR

■ a- games music is
. thing' (it could happen) 

then t might be worth
- - « ->g out two CDs 

recewtty launched by Digital 
Draawks. They feature the 
M«M4tracks to ‘The Very 
•wt Of* Gremlin and

titles and cost
' 9*9 each or £14.99 for the 

paw Foe more information 
to: Digital Dreams, 31, 

Berwick. Street, Soho, 
LdmGgw , WC1.

LOUD, OBNOXIOUS, AND
ON THE

The Darling Bruvs: Clean cut

AMIGA...
Yes, we’re afraid it’s true. Lemmy and 
chums from rock’n’roll tunesters Motorhead 
are to appear in a computer game! The 
publisher responsible, Virgin, reckon there 
are gamers a-plenty who like nothing better 
than Motorhead’s world famous, and utterly 
mesmerising, din, while their larger than life 
personas give plenty of opportunity for 
(ahem) ‘interesting’ gameplay opportunities.

So what’s it all going to be about? No
programmers have been selected for the job as yet, but we’re assured that the game 
will be packed with humorous touches, and a splurge of music. The song Ace of 
Spades is almost certain to be featured.

So why Motorhead? Over to Virgin’s Andrew Wright: ‘At computer shows there 
are always loads of people wearing black T-shirts printed with heavy metal band 
logos, so there’s obviously an enormous crossover. There are heavy metal bands 
who are more famous than Motorhead - like Guns and Roses and Iron Maiden - but 
Motorhead have been around for a long time, and they just refuse to go away.

‘The other appealing factor is Lemmy and the band’s sense of humour. There’s 
none of this sexist nonsense on their album covers or pseudo devil worshipping. It’s 
all tongue-in-cheek. We want that humour to come over in the game.’

Virgin are well placed to deliver the goods. They’re the only people brave 
enough to tackle slightly near-the-knuckle humour in Amiga games, and have fared 
reasonably well with Monty Python’s Flying Circus and Viz. Motorhead (the game) 
should be ready by Easter, but in the meantime we thought we’d share with you 
some classic Motorhead lyrics: ‘Sky high and six thousand miles away, don’t know 
how long I’ve been awake...’(Snip!)

We’re not Electronic Arts and we like it that way.’ 
That budget debate: Code Masters are 
famed for giving full price publishers a hard time. 
Back to Mike: ‘We don’t believe there’s any 
reason why games should be so expensive. We 
operate on a sensible price level rather than one 
which is largely artificial. And yes, that means we 
wouldn’t put our prices up if we thought we could 
get away with it. It was with the greatest 
reluctance that we took the £1 jump to £7.99.’ 
Typical game: Normally has the word 
‘Simulator’ in the title. Codies games are of a 
remarkably consistent quality which can normally 
guarantee they’ll be a good buy, especially for 
younger players. Never ones to go for games 
which are risque or daring (or would take long to 
develop), their back catalogue of largely racing 
and platform games can perhaps best be 
compared to Saturday morning television. 
Things to come: Stock car romp Mean 
Machines should be with us any time now, 
followed by Quick Snax, the predictable follow-up 
to Fast Food. There’s also Spiky in Transilvania 
to be be released next month.
Final Word: Despite the media overkill of the 
past few years, the Codies are a nice enough 
bunch without big business pretensions. Things 
would be pretty stale without them.
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TRUE STORIES

SAFE EUROPEAN GNOME
There’re no two ways about it 
- The Magic Garden is, well, 
weird. It’s certainly different - 
your task, as a gnome living in 
a scrolling garden about three 
screens across and two deep, 
is to tend the flowers, plant the 
crops and generally keep 
things shipshape. It’s not as 
easy as it sounds though - this 
being a ‘magic’ garden (hence 
the title), the flowers tend to 
run around if you neglect to 
water them, the fish have a 
habit of flying about the place 
if their pool dries out, and 
other, mischievous, gnomes 
have nothing better to do than 
whizz about trying to undo 
your good work.

On your side are a shed 
full of tools (you have pretty

A gnome alone - tending to 
The Magic Garden.

cavernous pockets, so you can 
carry a fair number of things 
around at a time), a 
greenhousejwhere you can 
nurture weaker plants), and a 
network of caverns underneath 
the garden (so if, say, your 
vegetables seem to be getting 
dragged below the ground you 
can drop down the garden 
well, run around the caverns

SONIC GOSSIP
Sega console gamers are currently going a bit bonkers over the wonderful 
Sonic the Hedgehog, but what of US Gold’s Amiga conversion? It seems 
that although Gold have the rights to transfer the so-called ‘game of the 
decade’ Sega still have not decided whether or not they can allow their 
baby onto standard home computer formats. The Japanese 
entertainments super-giants reckon keeping it exclusively on the 
Megadrive will enhance the console’s reputation to such a degree that 
they’re prepared to sacrifice all the money they could have made from 
Amiga and other versions.

5 Still, Gold reckon they could make the conversion work a treat, and
Amiga conversion stalled they’re stH| ta|king t0 Sega

Oh dear...
Indeed, oh dear, oh dear, oh dear. There are good games, there 
are bad games, and then there are pieces of crap like...

STUN RUNNER 
(Domark)

A
M

IG
A

 PO
W

ER
 SEPT

EM
B

ER
 199

1

It’s an arcade conversion, Jim. 
But not as we know it.

It’s funny, isn’t it? There are 
four billion people in the world 
(more or less). Three billion, 
nine hundred and ninety-nine 
million, nine hundred and 
ninety-nine thousand, nine 
hundred and eighty-four of 
them knew what it was that 
made Atari’s amazing coin-op 
STUN Runner such a colossal 
success. In a statistically 
staggering and highly unlikely coincidence, 
the 16 people in the world who didn’t know 
that the single most important thing in STUN 
Runner was the astonishing, breathtaking 
speed ALL WORKED FOR DOMARK! Thus it 
transpired that Domark embarked on a 
conversion doomed to failure from the very 
start. But could they pull it off against all the 
odds? What do you think?

The arcade game's graphics weren’t 
especially remarkable, so in only messing 
them up a little bit Domark didn’t commit 
any heinous crime. The gameplay (zip along 
a series of tunnels and shoot everything) was 
so simple that despite having a team of 

until you find the monster 
responsible and duff him up).

With over 300 objects to 
collect and use, seasons that 
come and go to affect your 
charges, a giant gnome god to 
be appeased most of the time, 
and a game task that 
apparently becomes 
increasingly clear as you play 
it, this is certainly an 
unusually-toned product.

‘The environmental 
element will, we hope, appeal 
to a wider range of game 
players than most products,’ 
says Electronic Zoo boss 
Stewart Bell, ‘including the 
difficult-to-reach female game 
players. In some ways I’d say 
it’s reminiscent of Little 
Computer People.'

SPORT FOR ALL

Electronic Arts are 
planning to deliver eight 
new courses for fans of 
its excellent PGA Tour 
Golf. They should be 
ready for Christmas. 
Meanwhile, plans are 
afoot for a conversion of 
John Madden’s Football 
(that’s American 
Football) which has 
transfixed Sega console 
gamers since its launch. 
Expect it to touch down 
early next year.

PGA Tour Golf, on course 
with eight new courses for 
fans of the fairway.

experts work on it night and 
day for several weeks, 
Domark couldn’t manage to 
cock that up at all. So all 
that was left to worry about 
was the speed. All the 
experts said it couldn’t be 
done, that the Amiga 
wouldn’t be able to handle 
it, that the resulting game 
would limp along like a 

tranquilised slug with a dodgy leg, and 
hence be so completely tedious and 
unexciting as to be an absolutely pointless 
waste of time, money, the rainforest, the 
ozone layer, the advertising budget, fifty 
thousand blank disks, and human resources 
that could otherwise have been diverted to 
more useful and rewarding tasks. They were 
right, of course, but Domark released it 
anyway. The pitiful reviews and sales which 
followed were taken as conclusive proof by 
some people that there WAS a God, after all. 
Atheists, however, would be advised to watch 
out for the budget re-release, undoubtedly 
coming any day now. Save us...

ESSENTIAL ESPIONAGE

Due out in a couple of 
months from simulation 
kings MicroProse, is a 
sweet-looking spy game 
called Covert Action. 
You take the role of Max 
or Maxine Remington on 
a number of missions to 
neutralise terrorism, 
smuggling, extortion 
and all the usual sorts 
of stuff, by playing 
various sub-games 
including tricky puzzles, 
code-cracking, hot- 
pursuit driving chases 
through city streets, 
and the stealthy 
infiltration of various 
enemy buildings.

You can choose to 
work for the CIA, MI5, or 
any of a number of 
similar secret 
organisations, and your 
job will take you on 
journeys through 50 
cities in three 
continents. We’ve had a 
peek at a pretty early 
version, and it looks set 
to be extremely 
interesting, if only 
because of the bizarre 
‘squatting turtle’ pose 
your agent employs 
when hiding behind 
desks in enemy 
strongholds. Well worth 
a chuckle or two, we 
can tell you...

ROCK-HARD QUIZ
Compiled by Gary Penn

Welcome once again to the quiz 
which makes the questions in Trivial 
Pursuit seem all the more meaningful. 
Yes, this is the quizzical answer to the 
question: Is there life after death? 
(Let’s hope the answer's a resounding 
NO if it means having to enjoy a quiz 
like this once every month). This 
month we have five more of the 
rockiest, hardest puzzles in the 
software world for you to answer. As 
ever, there are no prizes on offer - 
the only reward is the self-satisfaction 
of being just as much of a dullard as 
Gary Penn. Are you up to the 
challenge? Then press a button and 
gamble away...

1) Heavy inert gaseous element in 
shoot-’em-up form.
2) John Carpenter’s favourite blaster.
3) Kid gets spooked by trouser 
pouches - but not a lot!
4) Jason’s crew get fresh 
with vectors.
5) Strange goings-on with REM.

All the amsers are game names - 
consider yourself elevated to a higher 
plane if you can identify the common 
link. All is revealed on page 14.

BOWLED 
OVER

Graham Goocht Passes the test

Amiga cricket games have traditionally 
been out for nought as far as we’re 
concerned, but the latest delivery from 
Audiogenic looks as though it could change 
all that. Graham Gooch World Class Cricket 
is gorgeously illustrated and, if a little tricky 
to control at first, is way ahead of anything 
else in this notorious genre.

To bowl you’re offered a square on the 
wicket to aim for, and you can control the 
spin and speed with the joystick. Batsmen 
will also see the square, and can be moved 
into an appropriate position to prepare for 
the ball. The game will be stepping out 
within the next few weeks for £29.99. Keep 
your eyes peeled.



SHOW TIME!
CES MOVES TO EARL'S COURT II...

Last year’s CES: this time it’s bigger, better, more...

Computer shows, doncha just love ’em? There are few quite so loveable as the European 
Computer Entertainment Show. If you’re thinking of popping along, here are the details.
• It runs from Friday 6th September to Sunday 8th September with opening times of 9am 

to 6pm (5pm on Sunday).
• Its being held at the swish and rather huge Earls Court II.
• If II cost £7 (yes, that’s a massive seven pounds!) to get in.
• There’ll be about 49,999 other people going along.
• Including a few pop stars who’ll be doing their thing, along with some Radio One DJs and 

n ternational footballers.
• Most of the big games software houses will be taking stands, and they’ll all be keen to 
show off all their latest ‘products’.
• There’ll be tons of arcade machines all over the place.
• And a few activity competitions (we hear rumours of a Kick Off challenge).

Future Publishing (who publish AMIGA POWER, Amiga Format and Amiga Shopper 
a-ongst others) will be there, and you’re more than welcome to pop along for a quick 
chat See you there...

...WHILE THE AMIGA GETS ITS VERY 
OWN SHOW!
* jou think CES sounds good, just wait ’til 
•:. see this! It’s called Amiga Format 
Resents World Of Commodore Show and
* s '^ning on the 14-17 November (the 
Vsi day is trade only). Venue is again the 
. tra-snooty Earl’s Court II in London. Yes, 
r ast the Amiga gets its very own show! 
Re -ave full details in future issues, but 
just as a taster...
•Opening times are 9am to 5.30pm (4pm 
x the Sunday) and price is £6 adults, £4 
. ■ :er 14s (though you can pre book for 
£4 95 and £2.95 respectively).

Wortd Of Commodore at Earl’s Court II: 
Amiga stuff in one place than 

EVER seen!

• Attractions include the Commodore 
Multimedia Theatre, a Games Arcade, 
CDTV City, technical seminars, plus game­
play contests, experts and celebrity guests.
• All the big software houses will be there 
in force, with major stands taken by the 
likes of Ocean, EA, Virgin, MicroProse, 
Psygnosis, Gremlin and many more...
• Everything there will be to do with 
Commodore products and Commodore 
games, and of course the vast majority of 
that will be Amiga. If it’s got anything to do 
with the Amiga, rest assured, it’ll be there - 
and so should you!
• As you’ll have guessed by the title, World 
Of Commodore is being organised by 
Future Publishing, publishers of Britain’s 
top-selling leisure computer magazines, 
including Amiga Format, Amiga Shopper 
and - yes! - AMIGA POWER. We’ll be there 
in force to make sure you have the best 
time at a show you’ll ever have...

Jl«laim
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TRUE STORIES

r

Technopolis: Keep the peace between 
budding civilizations

Cyber Assualt 3D battles in the ‘play-for 
-your-life-gameshow-of-the-future’ mould.

ARC ROLLS OUT FIVE
Atari’s curious dedication to releasing games on the Amiga is set to continue this autumn with 
a fistful of new titles which are ready to roll. ARC - the ST manufacturer’s games software 
people - are kicking off with Cyber Assault, a 3D assault course with a ‘Running Man’ plot, 
plenty of obstacles, and all manner of villains.

During the entire course you have no access to vehicles so this isn’t so much a flight or 
tank simulation as a first person perspective humanoid sim.

On the wargames front there’s a World War One sea-battle puzzler entitled 
Dreadnought. It’s the fourth in the hugely popular (at least among wargamers) ‘Battlescape’ 
series, and features a battlefield designer.

Those two titles will have made an 
appearance by the end of October, after which you 
can expect to see a standard vertical shooter 
called Brute and a vertical Defender- type blast- 
’em-all by the name of Blitz. The difference here is 
that action takes place above a planet surface, as 
well as below in tubes 
and tunnels.

Finally, there’s Technopolis. Written by Chris 
Pink it’s an action strategy yarn in which you must 
colonise barren planets with skilled peoples from 
developed globes. Naturally, the colonisers fall out 
leaving plenty of scope for inter-settlement wars.

Brute: Up and at ’em in yet another 
vertically scrolling shoot-em-*up

ROCK HARD QUIZ 
THE ANSWERS

1) Xenon
3) Xenon 2
4) Magic Pockets
4) Starglider
5) Weird Dreams

And of course the 
common link between 
the five answers is that 
all the games have 
appeared on television.

WORLD WISE
A Universal Military 
Simulator (UMS) II 
Planet Editor and two 
scenario disks are due 
to make an appearance 
any time now. Planet 
Editor allows you to 
create battlefields the 
size of the Earth itself 
complete with 
landscapes, climate, 
cities, and of course, 
armies. You can work 
out national alliances 
and rivalries and 
allocate weapons from 
bows and arrows to 
nuclear missiles.

The two UMS II 
scenarios are post WWII 
South East Asia, and 
WWII Pacific. It’s one 
meg only, and the retail 
price has yet to 
be decided.

KICK OFF, RUGBY STYLE

Try and try again: 
The best rugger 
game to date?

making enthusiastic

At about the same 
time that the home 
countries set off for 
the Rugby World Cup, 
Domark will be 
releasing its very own 
game of the 
tournament.
Domark are already 

rises about the game’s
‘exceptionally smooth’ multi-directional 
scrolling with about one fifth of the pitch on 
screen at any one time. Rugby: The World 
Cup will be with us by the end of September 
priced £24.99.

RE-INVADING SPACE
Worth looking out for from the Domark camp 
is The Kremlin’s conversion of coin-op Super 
Space Invaders. It’s an amalgamation of all
the best classics including a vastly improved 
Invaders, as well as Galaxians, Phoenix and 
Gyruss. It should arrive in the late autumn.

They’re back, and they want our cattle!

AMIGA POWER RECOMMENDS
There’s something for everyone and every pocket in this month’s selection. You lucky people.
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R-TYPE II
(Activision)
If you thought Ocean’s 
brilliant Toki was the last 
word in arcade 
conversions, think again. 
This superb piece of 
coding brings the arcade 
machine into your home 
like no other so far, and 
it’s a wonderful game in 
its own right too. 
Gorgeous graphics, 
buckets of playability, 
and the best difficulty 
curve yet make this THE 
game for shoot-’em-up 
fans. If it’s straight 
ahead blasting you’re 
after, look no further.

JIMMY WHITE'S 
WHIRLWIND 
SNOOKER
(Virgin)
After the martial arts 
classic IK+ you might 
expect a game 
programmed by Archer 
MacLean to be a bit 
special, and you wouldn’t 
be disappointed with this. 
It plays a brilliant game 
of snooker, but the 
amazing 3D graphics, 
presentation, speed and 
slickness are simply out 
of this world. Well worthy 
of the equal-highest 
AMIGA POWER mark yet.

HUNTER 
(Activision)

It’s been a long time 
coming, but if ever a 
game was worth the wait 
it’s this one. The most 
convincing 3D world yet, 
coupled with 
immediately-grasped 
gameplay, means 
Hunter has ’playability’ 
written all over it.
‘Atmospheric’ seems like 
too weedy a word for the 
awesome feel Hunter 
generates, but for now 
it’ll have to do. The only 
other word you need to 
remember is ‘buy’.

MANCHESTER 
UNITED EUROPE 
(Krisalis)

Office Man United fanatic 
Colin might be a little bit 
biased, but there’s no 
denying the quality of 
this brilliant football 
game with just a touch of 
management sim thrown 
in. The graphics are 
absolutely lovely, but not 
at the expense of some 
of the most intuitive 
control and challenging 
gameplay seen in an 
Amiga sports game. For 
arcade football action, 
you can’t do better.

IMPOSSIBLE 
MISSION II 
(Kixx)

You don’t have to pay 
out £25 to get a real 
classic this month. 
Impossible Mission II, the 
follow-up to one of the 
most popular 8-bit 
games of all time, didn’t 
gain an awful lot in the 
translation to 16-bit, but 
the original platforms­
and-puzzles game was 
so immensely addictive 
and unbelievably 
playable that hardly 
counts as a fault. A 
bargain and no mistake.

LLAMATRON
(Jeff Minter) 
Here’s an odd thing, a 
game without a software 
house. The reason for 
this unusual turn of 
events is that cult hippy 
programmer Jeff 
Minter’s latest game, a 
hugely violent update of 
the classic Williams coin­
op Robotron, is a 
Shareware game, and 
hence available only 
from PD libraries. For all 
you jaded cynics out 
there, this could be the 
catalyst for a whole new 
world of fun software at 
sensible prices.



TRUE STORIES

OCEAN GO WITH THE FLOW
MEAN MACHINE

Ugly puzzle: Help build Arnie’s face The same goes for his cybernetic hand.

^erminator II, for anyone who’s been living with their head in their socks for the past 
ew months, is another one of those deliciously violent sci-fi movie things featuring 

Arnold ‘nobody gives me a raw deal’ Schwarzenegger. Naturally, there’s a game of the 
^ovie, and even more naturally, it features more weapons than you can shake at an 
"ternational arms dealer.

There are eight sub-games in all - (take a deep breath) two puzzlers, three beat- 
em-ups, two vehicle chasers and a sideways scrolling alleyway shoot-’em-up.

Ocean are the publisher, and it should be ready within the next couple of weeks.

20 SECONDS TO COMPLY
-Dbocop ///could be 
squaring up with The 
S mpsons for the much 
rnerished Christmas 
" jmber one position. From 
*nat we’ve seen it’s one of 
-e most atmospheric 
games yet to grace the 
Am ga. Programmers ‘did’ 
~ave crafted some delicious

Uphold the law: Getting 
ready to waste some 
robo-Ninjas

The plot has Robocop 
on the rampage against a 
corrupt police force and 
there’s much cop killing to 
be done in cars, in hand- 
to-hand combat, in shoot- 
outs and in jet-pack 
scraps. The movie won’t 
be packing them in until 
next April, but Ocean say

• nation of our hero, and movement is it’s important to get the game out before
"cannily like the real thing.

Voteci the innocent: 
That Robocop car

the Christmas period.

Serve the public trust: Classified: Jet-pack
Cop killing frenzy slaughterfest

AND THERE'S MORE...

aJOvE: Hudson Hawkf Ocean’s game of 
critically-panned film (it’s not THAT 

sees Hawk running around the world 
* an attempt to steal the component 

ports of Da Vinci’s Alchemy Machine, in a 
scrolling platform arcade adventure.

BELOW: Sensible Software’s ’trip’ into 
the spaced-out and surreal world of 
Wizkid looks set to be suitably wild 
and manic. Just watch out for that 
bizarre toilet scene..!

Jl«lainrii
entertainment, inc.
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TRUE STORIES

F 15 STRIKE EAGLE II
Hitting the heights) 

t « no surprise that MicroProse’s 
a rrtost faultless flight sim has 
. «'Tibered to the top, and you can 
• ipect this to still be hanging 
round the charts in a year’s time. 
WhcroProse - who like to see 
-•rnselves as purveyors of the 

most ‘realistic’ games - have a 
busy time ahead with all manner 
•f military games on their way. 
Look out for Knights of the Sky, a 
World War One dogfight thriller 
«•hich was most impressive on the 
PC. That’s due in October along 
with the eagerly awaited 
submarine game Silent Service II. 

Prose, we understand, are 
a so working on a sequel to F-19 
Stealth Fighter which will be even 
"nore 'realistic* than the original. 
That should be sneaking out in the 
spring of next year.

F 15 Strike Eagle II - Flyins high

And there’s yet another flying 
game in the offing, apparently 
with a drug busting slant. 
Provisionally called F-23, it casts 
rou as a daring pilot up against all 
t hose awful South American 
smuggling types. Expect a 
November release.

FULL CONTACT 
(An incredible start for 
the Leeds little guys) 
Team 17 are most definitely not 
one of the world’s biggest 
publishers. When Full Contact 
went straight in at number two 
’ *^e Leeds-based boys ‘went out 
a nd got very drunk’. Full Contact 
is a curious little beat-’em-up 
which manages to mix limited 
gameplay with some really quite 
ovely intro screens, and there’s

-nore to come. Watch out for Alien 
Breed in October, an Ikari 
Warriors style shoot-’em up. Then 
there’ll be some full-price one meg 
trties to follow...

MANCHESTER UNITED 
EUROPE 
(The boys done well) 
Chart watchers will be well aware 
of the poor quality of many 
'ootball games which loiter 
ominously around the chart, and 
for fans of the genre the only 
respite has come from the Kick 
Off series (which, it has to be 
said, is losing its shine). Krisalis 
have scored well with Man Utd, 
which seems to have been 
universally welcomed as the 
-'icest and most natural way to 
piay computer soccer. So now 
Krisalis are emerging as the new 
•masters of silicon soccer, what 
are they up to next?

It seems that England 
manager Graham Taylor has been 
* gned up as the big name for 
«•hat’s being hyped as the 
definitive’ football game. 
Scheduled for release early next 
year, it’s a five disk monster 
maturing all major English 

domestic leagues, plus an 
nternational tournament. The 
dea is to ‘do a Graham’ and work 

r our way up through the leagues

AMIGA POWER GALLUP CHARTS

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

1 (7) F-15 STRIKE EAGLE II MicroProse £29.99 *****
2 (18) FULL CONTACT Team 17 £9.99 ***

3 (NE) MANCHESTER UNITED EUROPE Krisalis £25.99 ****
4 (6) LOMBARD RAC RALLY Hit Squad £7.99 ***

5 (13) XENON 2 Mirror Image £9.99 *****
6 (2) THE SECRET OF MONKEY ISLAND US Gold £29.99 *****

7 (1) EYE OF THE BEHOLDER US Gold £30.99 *****
8 (5) PGA TOUR GOLF Electronic Arts £25.99 *****

9 (9) NORTH AND SOUTH Action Sixteen £7.99 ****
10 (3) FANTASY WORLD DIZZY Code Masters ****

Manchester United Europe

Il

11 (12) LEMMINGS
Psygnosis £9.99 *****
12(11) DEFENDER OF THE CROWN
Mirror Image £9.99 ***
13 (16) MIAMI CHASE Code Masters £7.99 i
14 (NE) RUN THE GAUNTLET
Hit Squad £7.99 *
15 (8) 3D POOL Mirror Image £9.99 ****
16 (17) LITTLE PUFF IN DRAGONLAND
Code Masters £6.99 **
17 (20) NINJA RABBITS Micro Value £6.99
18 (10) HERO QUEST Gremlin****
19 (4) KICK OFF - WINNING TACTICS
Anco £12.99
20 (25) SWITCHBLADE 2
Gremlin £25.99 *****
21 (30) INTERNATIONAL KARATE +
Hit Squad £7.99 *****
22 (NE) WATERLOO
Mirror Image £9.99 **
23 (NE) RAMBO 3 Hit Squad £7.99 *
24 (24) GODS Renegade £25.53 *****
25 (15) TOKI Ocean £24.99 *****
26 (22) RAILROAD TYCOON £34.99 ****
27 (14) TREASURE ISLAND DIZZY
Code Masters £4.99 ****
28 (19) ARMOUR-GEDDON
Psygnosis £25.99 ****
29 (35) LIFE AND DEATH
Mindscape £25.53 ***
30 (21) CARRIER COMMAND
Mirror Image £9.99 *****
31 (46) CALIFORNIA GAMES
Kixx £7.99 **
32 (NE) STREET FIGHTER
Kixx £9.99
33 (34) ROCKET RANGER
Mirror Image £9.99 ****
34 (37) WORLD CLASS LEADERBOARD
Kixx £9.99 *****
35 (50) THE THREE STOOGES
Mirror Image £9.99 **
36 (23) SPEEDBALL 2 Mirrors oft *****
37 (40) CHUCK ROCK
Core Design £25.53 *****
38 (27) CRICKET SIMULATOR
Soundware £24.99 *
39 (41) MEGA TRAVELLER 1
Empire £25.99 *****
40 (NE) MERCS
US Gold £25.99 ***
41 (33) KICK OFF + EXTRA TIME
Anco £7.99 *****
42 (32) CJ S ELEPHANT ANTICS
Code Masters £6.99 **
43 (62) R-TYPE Hit Squad £7.99 ***
44 (70) VIOLATOR Code Masters £7.99 ***
45 (65) SUPERCARS 2
Gremlin £19.99 ***
46 (54) F-19 STEALTH FIGHTER
MicroProse £29.99 ****
47 (NE) LINE OF FIRE
US Gold £24.99 **
48 (36) KICK OFF 2
Anco £24.99 *****
49 (88) 3D CONSTRUCTION KIT
Domark £49.99 ****
50 (NE) PASSING SHOT
Mirror Image £9.99 ****
51(57) SUPER HANG-ON
Hit Squad £7.99 ****
52 (NE) SIM CITY / POPULOUS
Infogrames £29.99 *****

53 (42) SPEED BALL
Mirror Image £9.99 *****
54 (47) SUPER MONACO GRAND PRIX
US Gold £25.53 ***
55 (78) BRAT
Image Works £25.99 ***
56 (59) SPIRIT OF EXCALIBUR
Virgin £29.99 **
57 (43) PANZA KICK BOXING
US Gold £24.99 *
58 (NE) NEUROMANCER
Electronic Arts £25.99 **
59 (NE) FLOOD
Electronic Arts £10.99 ****
60 (28) FINAL WHISTLE Anco £12.99 **** 
61(61) OPERATION WOLF
The Hit Squad £7.99 ****
62 (NE) PRO BOXING Code Masters £7.99
63 (26) CENTURION
Electronic Arts £25.99 ***
64 (86) LAST NINJA 2
Hit Squad £7.99 **
65 (RE) NAM
Domark £29.99 ***
66 (NE) WAR ZONE Core Design £20.99 ***
67 (NE) JUNGLE BOOK Electronic Zoo £7.99 *
68 (RE) HARD DRIVIN’ 2 Domark £24.99 ***
69 (56) SUPER SCRAMBLE SIMULATOR
Kixx £9.99 **
70 (96) OUT RUN Klassix £7.99 *
71 (47) FAST FOOD Code Masters £6.99 ***
72 (RE) DOUBLE DRAGON
Mastertronic £7.99 *
73 (RE) PLATOON Hit Squad £7.99 ***
74 (RE) HOLLYWOOD COLLECTION
Ocean £24.99 ***
75 (80) POWER UP Ocean £29.99 ****
76 (74) TEENAGE MUTANT HERO TURTLES
Mirrorsoft £24.99 *
77 (38) EURO SUPERLEAGUE CDS £24.99 **
78 (79) AFTERBURNER The Hit Squad £7.99 *
79 (56) ASTERIX Electronic Zoo £7.99
80 (63) POWERMONGER
Electronic Arts £29.99 *****
81 (94) INTERCEPTOR Electronic Arts £10.99 ***
82 (53) CYBERCON III US Gold £29 99 *****
83 (64) DALEY THOMPSON S OLYMPICS
Hit Squad £7.99 **
84 (NE) MOONWALKER Kixx £7 99 *
85 (NE) BATTLE CHESS II
Electronic Arts £24.95 **
86 (RE) ZAK McKRAKEN US Gold £24.95 ****
87 (48) PREDATOR Hit Squad £7.99 **
88 (60) CLASSIC 4 Energize £6.99 **
89 (44) FORGOTTEN WORLDS
Kixx £7.99 ***
90 (51) VIZ Virgin £24.99*
91 (39) SWIV Storm £24.99 *****
92 (NE) ROBOCOP 2 Ocean £24.95 ***
93 (84) WIZBALL Hit Squad £7.99 ****
94 (NE) KAMIKAZE Code Masters £7.99 **
95 (79) TRACK SUIT MANAGER
Alternative £7.99 **
96 (85) TOP CAT Hi-Tec £6.99 **
97 (90) ESWAT US Gold £24.99 *
98 (NE) JAMES POND
Millennium £24.99 **
99 (96) BIONIC COMMANDO
Klassix £9.99 *
100 (100) POWER PACK
Beau Jolly £24.99

and into the international arena. 
It’s a mix of arcade and 
management - all linked by a 
point and click windows 
style environment.

Krisalis are also working on a 
John Barnes game which will be 
launched next Easter to coincide 
with the European 
Championships. We’re told that a 
few non-sports games are in the 
offing, but details are ‘top secret’.

WHERE’S THE NEW 
BLOOD?
It’s a pretty dismal performance 
in software land this month, it 
has to be said. An appallingly low 
number of new full price releases 
have managed to get a look in, 
mainly because there are so few 
of the blighters.

All the big name games from 
the past few months have held 
positions well, with little or no 
competition from newer Grade A 
full price games. Ageing they may 
be, but they’ve managed to stave 
off the budget stranglehold which 
tends to tighten over the summer 
months. Roll on the autumn 
boom, when a lot of these 
publisher fellows start releasing 
some really tasty kit.

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 things 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..?
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EAtMS

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..

WONDERLAND
Puzzles, conundrums, 
potions, a caterpillar, 
mushrooms and a very 
mad hatter for your IBM 
PC, Amiga, Atari ST and 
Archimedes.

VIZ  --The Game
Play the part of Biffa, Buster 
or Johnny in this romp 
through Fulchester. Not for 
sale to minors. Available on
Amiga, Atari ST, C64, 
Spectrum and Amstrad.
Coming soon on the IBM PC

FISTS OF FURY
Battle your way through 
four of the biggest selling 
games of all time - Double 
Dragon II, Shinobi, Ninja 
Warriors and Dynamite 
Dux. Available on Amiga, 
Atari ST, C64, Spectrum 
and Amstrad.

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

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

SUPREMACY
"...the ultimate in strategy 
games. A classic" CU Amiga 
Available on IBM PC, 
Amiga, Atari ST and C64



THIS BRILLIANT SYSTEM INCLUDES 2 TECHNICS 
DECKS, MIXER, CD PLAYER, CASSETTE DECK, 

MICROPHONE AND EVEN MORE! SO CALL NOW!
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INDY HEAT IS THE MOST 
RADICAL DRIVING GAME , * 
AROUND AS 3 PEOPLE CAN 
PLAY AT THE SAME TIME! 
PLUS, WITH 14 DIFFERENT 
CIRCUITS TO CHOOSE E
FROM, THERE'S ALWAYS A 
NEW CHALLENGE! BUT THE 
BEST THING ABOUT THIS 
MACHINE IS THAT WE ARE 
GIVING IT AWAY! SO PUT 
YOURSELF IN THE DRIVING 
SEAT AND CALL NOW!

Calls cost 34p (cheap rate) and 45p (at all other times) per minute incl VAT. For winners list send SAE to: Populuxe, PO Box 2065, 
London, W12 9JH. Average call length is 5.5 minutes. Calls are more expensive than normal so ask permission before you phone.
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JUST LU H O DO LUE THINK LUE ARE? GAME REVIEWS

JUST WHO DO WE THINK WE ARE?

MATT BIELBY
Recently Matt’s taken up horse riding, and surprisingly enough, 
he doesn’t mind admitting to it. In fact, these last few weeks he’s 
been a bit adventurous all round, having been jet-skiing too - he 
only fell off about thirteen times! In his spare time he likes to 
take in nature and read books by the Bronte sisters...

Matt’s been playing: The Simpsons and RBI Two Baseball

GARY PENN
Gary’s a bit of an "industry figure’ and all-round games guru 
who’s been doing the rounds since the days of Monty Mole. 
When programmers want opinions on a new product, he's the 
one they turn to. He’s spent the last few weeks grappling with 
Jimmy White’s Whirlwind Snooker and going to the cinema. (Bit 
boring, eh?) ■*

Gary’s been playing: Jimmy White’s Whirlwind Snooker and Elf

COLIN CAMPBELL
Colin’s been watching more martial arts movies and playing 
more crap games. The worst this month was Living Jigsaws. 1 
couldn’t find the super laser gun option anywhere, and where 
were the nuclear weapons?’ he asked. (We're wondering if he 
realised what sort of game it is). Other than that he’s been 
watching TV.

Zolin’s been playing: Armalyte and Manchester United Europe

MARK RAMSHAW
One of Mark’s jobs is to read AMIGA POWER over and over, 
making sure that there are no mistakes - he loves doing that, he 
does. He’s an all-round computer games trivia nut, having been 
brought up in a computer shop in Sunderland, but other than 
that he’s an alright bloke really.

Mark’s been playing: Mega Io Mania, and the new Fishbone album

STUART CAMPBELL
Stuart’s been writing a typically acidic games column for weekly 
magazine New Computer Express and in the process seems to 
have won about as many friends as an embalmer in a hospice. 
(What's new, eh?) Stuart’s hobbies include being odd and 
obnoxious and, er, that’s it, really...

Stuart’s been playing: R-Type Hand Street Fighter (only joking)

JONATHAN DAVIES
Jonathan’s been hiding from us in case we gave him more 
difficult games to review, but we tracked him down and treated 
him to Thunderhawk anyway. When he’s not playing games 
Jonathan likes to play games. ‘I didn’t know there was anything 
else to do.’ (It’s all a bit sad really, isn’t it?)

Welcome to the AMIGA GAMES review section, which is 
where all the real action takes place. As usual, we’ve a 
bulging bag of in-depth reviews of the best or most 
interesting new games coming up over the next few pages, 
followed later in the mag by another section where a) some 
pretty dreadful affairs get what’s coming to them, and b) 
some little gems receive well deserved commendations.

Because the publishers are STILL holding games back 
for the late autumn commercial rush, we’ve been 
scrambling around frantically for really decent stuff the last 
few weeks, but we’ve come back with some pretty good 
games. Take The Simpsons (which, admit it, we all thought 
was going to be crap) but has actually turned out to be 
quite sweet. Simpsons fan and editor person Matt Bielby 
gives it a right old going over on page 26 and comes away 
feeling quite pleasant about the world.

There’s also Mega Io Mania which, being one of the 
games of the year, earns a giant four page review by Mark 
Ramshaw. Elf is a weird one from Ocean which we reckon 
could be a surprise monster hit, and then there’s Nebulus 2, 
the sequel to (hem hem) Nebulus. Add to that Core’s 
wonderful chopper sim Thunderhawk, US Golds's long 
awaited Gauntlet III, and the extremely strange Blade 
Warrior, and you’ve quite a respectable selection for the so- 
called ‘dead period’.

Anyway, enough of this: it all starts over the page...

Elfi Strange, it’s different, 
but is it any good?

Mega Io Mania*. Is it really 
Populous with laughs?

Nebulus 2: Dead sequel, 
or a winning formula?

. onathan’s been playing: Thunderhawks and R-Type II

MATTHEW WILLIAMS
Matthew is the art person and, when he’s not pretending to be 
passing through his blue period, he’s passing out in the local 
ale-house. A confirmed lager fiend, Matthew describes himself 
as ‘stupid and violent’. He likes Arnold Schwarzenneger.

Matthew’s been playing: Armalyte and Mercs ‘because I’m stupid and violent’.

ANDY IDE
Andy Ide - Your Sinclair editor and ladies man - has been too 
busy to play any games this month because he’s been out on 
the town acting the tart. Still, we managed to persuade him to 
review Metal Mutants, which he ‘really rather likes’.

Andy’s been playing: ‘Erm, oh, I’ll get back to you with that.’

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.

SEAN MASTERSON
Oh dear! Sean’s got his hands on 3D Construction Kit and he’s 
being (ahem) ‘creating my own virtual environment, passing 
through the limits of my own being and taking in the other side’. 
Other than that he’s been playing his guitar and chanting 
a mantra.

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.

A
M

IG
A 

PO
W

ER 
SEPTEM

B
ER 

1991

4) Predictable we know, but there simply isn’t a point number four.

Sean s been playing: Mega Io Mania and Hunter
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From Image Works comes the ultimate power fiend’s fantasy - a light hearted and

MAIN MAP KEY
The invention icon, 
used to develop 
better weapons 
and defences«

The shield icon lets 
you build up the 
defenses of your 
buildings«

This lets you place 
armed guys in the 
turrets of 
buildings.

Amass your army 
and send them into 
the wilds with the 
sword icon.

Anything linked to 
this icon involves 
mining elements to 
make stuff.

34
Arrows point
currently active icons.
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Game: Mega Io Mania
Publisher: Image Works
Price: £30.99
Author: Sensible Software
Release: October

O
h no. How the hell do I even 
begin to explain this one? It’s 
not that Mega Io Mania is 
incredibly complex to play.

Quite the opposite. For a game which 
relies so heavily on icons, it’s remarkably 
easy to pick up. It’s just that actually trying 
to explain the thing to somebody who 
doesn’t have the game in front of them 
creates a few problems. Yes, the look is 
vaguely Populous-y, so you know roughly 
what ball park we’re in, but it would 
perhaps be more accurate to describe it as 
a vastly enhanced Kingdom game. For 
those who don’t know Kingdom, it was an 
ancient numbers-based management

The central 
bit shows the 
population 
left un­
utilised (ie 
reproducing) 
i here to

The map of the Aloha, 
the current island. 
Expansive it's not. The 
blue square is my castle.

The stride of this 
dude shows just 
how quickly game 
time is passing.

Eleven guys from the 
red team are currently 
attacking my sector. 
Oh dear.

A shrub. This 
doesn't affect the 
game at all.

The blueprint icons 
shows what 
elements are 
needed for an item«

Everything in Mega Io Mania is mouse- 
controlled (except for the pause, quit 
and help on/off options) - with this 
helping hand.

These help menus give handy 
information on how to manipulate the 
icons (pros can switch them off). Note 
the terrible name for the ore.

thing that appeared on mainframes, 
Commodore Pets, BBCs and the like - 
you simply had to juggle with your 
population, sending some off to tend the 
crops, some to defend the town, some to 
reproduce and so on, hopefully building a 
healthy community as you did so. 
Limited graphics appeared on some 
versions, but they were very basic - not at 
all like Mega Io 
Mania’s cute pseudo- 
30 landscapes! - 
meaning it looked 
very different to this 
new Image Works 
game, though at heart 
the two are really very 
similar. Don’t let this 
idea of Mega Io Mania 
as a management game put you off 
though - I’ve never had so much fun 
mucking around with icons and juggling 
numbers in my life.

‘Once you’ve 
played Afepa Io 

Mania for 15 
minutes you’ll 

be hooked’

MORE POWER TO THE
DFHDIF what do you actually have rLurLL to do? Well, playing against 
up to three computer opponents, the aim 
is to simply conquer an island. Having 
selected one to try for and the number of 
little computer people to place there, the 
first step is for both human and computer 

characters to stake 
out a sector of the 
island. The location 
chosen (if the island 
is actually large 
enough to offer a 
choice) will actually 
have some bearing 
on later events, so a 
bit of experimentation 

is recommended. A wooden fortress is 
then placed in your sector, and the 
game commences.

The first step is to set a large number

A few more 
enemy 
warriors get it 
in the neck.

This 
Englishman's 
home is his 
castle - 
literally.

We're currently 
at a tech level 
equivalent to 
3000BC.

It's mine all 
mine. That's 
right - it's a 
mine.

Some distinctly 
Arabic looking 
guys, and 
they're 
attacking my 
sector!

The key to success in Mega Io 
Mania lies in your mastery of 
the slightly abstract icon 
controls. We explain all above...

of people aside to invent something. 
Inventions can fall into three categories. 
Shield strengthening (to re-build defences 
when your fortress and other constructions 
are under attack), defensive weapons 
(from sticks to bows and arrows to boiling 
pots of oil and so on), and offensive 
weapons for use when sending your men 
out on a raid (swords, spears, catapults, 
cannons etc).

Each invention will take a certain 
amount of time to develop. This will 
depend on the number of people set to the 
task, and the complexity of the invention. 
Putting almost all of the population into 
inventing is a good idea in the beginning. 
Any people left without work will stay 
indoors, doing what little computer people 
do (ie creating more little computer 
people). Building strength through 
numbers is an essential strategy, 
particularly if inventions and raw materials 
are in short supply. It’s sometimes
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supremely addictive strategy game which

■ q, these guys look a bit dangerously
. cccssful. Better get some troops in there, 

r i time for a scrap...

ssible to storm a massive fortress with a 
-primitive army, and still be victorious.

Once something has been invented,
- be able to view a blueprint of it, see 

•**at raw materials are needed (these all
.e corny pseudo-mineral names like 

anetarium, araldite, moron, and some 
*~ch are just too awful to mention), then 

' oeople to the task of mining the correct 
: -antities in order to get the inventions

• The better the balance in ore 
. oduction, the quicker things are built. It’s

. ery clever, but very easy to get the 
‘¿ng of.

As time progresses, chances are 
-'guys will advance a ‘tech level’. This 

•’» usually result in some niftier looking 
* d tougher) buildings, and the chance to 
. ent better stuff - even to the extent that 

. - may find yourself building factories 
: aboratories to do it in. Factories let

- - do production runs of items, while
:: 'atories spur on the frequency and 
mplexity of inventions. Mines can also

- - etimes be set up, which result in the
• scovery of new raw materials, 

s s essential because 
ere’s only a finite 

xantity of each raw 
■ renal in a sector. 
Dnce they’ve all 
»en exhausted, 
' -ay be a case
' sacking your 

:ags and 
xKxiising a 
*ew sector, if

are any 
unoccupied 
xes. (Nobody 
7 said taking 
?.erthe world 
•as easy).

As you progress 
‘: -gh the epochs, the years 
-¿'ch on. When you get beyond the initial 

■- es. spanning 9500BC to 1000AD, 
•: - find yourself in control of bi-planes 
:': Tie like before eventually nuclear 
•eaoons rear their ugly heads. The game 
s a: its funniest when you get to pit the 

weapons of 1945 against a bunch of Dark 
Age thugs - brutal and bloody it may be, 
but bloody good fun all the same.

Of course no war would be complete 
without alliances. The computer 
opponents are, as ever, quite shrewd 
about this, and will only join forces with 
you if it’s to their advantage. Then, just 
when things are going swimmingly they’ll 
stab you in the back (sometimes even 
joining up with other leaders against you!).

And that’s pretty much the game in a 
(very small) nutshell. As a games concept 
it’s just right - big enough to endow it with 
lasting appeal, but not so sprawling that it 
loses direction. *

...Ah, that’s better. The sector has been 
wiped clean, and my men have set up a 
cosy little castle. I think I’ll build a factory 
and a mine next.

HEY, IT ISN’T EASY BEING A 
pnn $° y°u t*i‘nk al1 s°uncis a 

similar to Populous and
Powermonger, eh? Well, you can forget 
that straight away. Whereas those games 
let you ‘influence’ events (not something I 
could ever really connect with), Mega Io 

Mania plays things very directly.
You can tell every last one 

of your minions just 
what to do. This 

makes things a 
whole lot more 

involving on an 
immediate 
level, though 
admittedly 
losing 
something of 
the epic feel 

and so
ultimately some 

of the scope. 
Don’t get me wrong 

though - this isn’t an 
out-and-out action game.

Indeed, the visual aspect of 
Mega Io Mania can be quite deceptive. 
Although there is always something 
happening on-screen, you never have any 
action-by-action control over it, as you 
would in an arcade game. Your little army 
of men scurry around of their own accord,

O

SENSIBLE SOFTWARE - 
TAKING OVER THE WORLD
I gave Chris Yates at 

Sensible Software a 
quick call and fired a 

couple of Mega Io 
Maniesque questions in 
his general direction.

AP: Okay awkward question first, 
how aware of Populous were you 
when developing Mega Io Mania?

CY: To be honest, we didn’t really 
take any notice of it. It’s quite 
inevitable at the moment that 
any game which involves 
controlling little computer people 
is going to be accused of ripping 
off Populous. The thing with 
Populous is that you have a quite 
subtle influence on events. With 
our game, everything is 
controlled very directly. It’s much 
more like Lemmings in that 
respect (though we didn’t 
consciously aim for that either).

AP: Fair enough. Tell me how the 
samples came about. Were they 
an integral part of the design?

CY: No. The whole game design 
was actually quite different to 
begin with anyway. It’s just sort 
of developed as we went along, 
although it was always intended 
to be very visual and icon- 
controlled. We toyed with the 
idea of including speech, and 
tried recording it ourselves. The 
results were very poor (as 
usually seems to be the case 
when programmers do it 
themselves). By using 
professional actors and mucking 
about with the sample rate we’ve 
got some 
impressive 
results.

AP: Definitely. 
You packed 
quite a lot in 
there too. Were 
things limited by

Sensible? Not us 
SUV’. Left to 
right: Chris 

Yates, Jon Hare 
and Chris 

Chapman. 

the amount of memory you had 
available at all?

CY: We did drop a number of 
samples. Some were just plain 
irritating, but disk space was also 
a problem. We couldn’t pack 
anything else onto the disk if we 
wanted to.

AP: Yes, the graphics seemed a 
little less impressive than they 
could have been. It was the 
sound and icon-interface that 
shone through the most. Some 
cute little effects like crumbling 
towers and better animation on 
the planes would have improved 
things visually.

CY: Well, we knew from the 
beginning that it would be 
impossible to include all the 
graphic effects we wanted. In the 
end we’ve gone for a very 
stylized approach, and included 
as much as we could. If we had a 
4Mb machine, then obviously we 
would have done a lot more.

AP: What are your plans for the 
future? How likely is a sequel?

CY: If this one goes down well, 
then Mega Lo Mania 2 will be on 
the cards. We may well include a 
link up option, allowing two 
players to compete with each 
other. In the immediate future 
though, we’ve got Wizkid coming 
soon through Ocean. We’re also 
toying with the idea of a football 
game. Something to beat Kick 
Off. The trouble with Kick Off is 
that it doesn’t really feel like 
you’re in control of your players 
- like Populous in fact.
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EPOCH FIVE 
ISLAND ONE

After many battles, and much 
bloodshed, I’ve reached the first 
island of Epoch Five, 
evocatively titled Mascara. Here 
we go - I’m playing the role of 
Madcap, that sexy guy with the 
funny blue helmet.

Welcome to my humble abode. 
There’s a mine and a factory to be

And in no time at all - viola, one 
settlement. Inventions seem a bitOOkay, I’ve selected 25 men from my 

store to use on this island. If I set 
them (ahem) reproducing pretty sharpish, 
then I should have enough to beat those 
three other dudes and dudettes to a pulp.

JtiJ

Í •
0 I ,

mega io Mania

thin on the ground in this sector, so I 
think I’ll relocate. ‘Go west, young man.* 
Okay, I will.

built and inventions to be designed. By 
heck, it’s all go on Mascara island.

© Charge! This scrappy little settlement 
is no match for my expert demolition 

team. Ha ha! The world will soon be mine!
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shooting randomly. And when you’ve 
advanced far enough to develop planes 
and the like, they simply glide over the 
screen - a bit silly, but any extra control 
would probably have complicated the 
game too much.

All in all, aside from directing your 
guys to adjacent sectors, or back into the 
stronghold, wars are pretty much 
automated affairs. Having said that though 
battles are never dull - after all, you 
control the deployment of wall 
strengthening shields, send soldiers into 
the fray and place them on the battlements 
in real time (which is why having the clock 
on the slowest setting is a must) and so 
on, which proves to be enough for the best 
of us to cope with.

While at first glance the icon controls 
over on the left of the screen may seem a 
little daunting, they are actually quite easy 
to get the hang of. When I first played 
the game, I did so without even 
looking at the manual, and 
was up and running in the 
space of ten minutes 
without any trouble. 
Sensible Software 
have, quite sensibly q  
(ahem) included a § 
handy little *
explanation g*
window which a
describes the -J
function each icon %  
performs, though 
(equally sensibly) it c 
can be disabled 
whenever you so desire. 
What thoughtful chaps.

The key to the game’s

o

OSee what I mean. Wiped that sector 
out, no problem. Should I stay or 

should I go? I think I’ll go and attack 
somebody else.

simplicity lies in the context-sensitive 
nature of these icons. At any point in time, 
only relevant icons can be accessed. As 
the game progresses, more and more 
icons become available (mining elements, 
factory building, setting up production runs 
and the like), but this gradual development 
of available commands, just the like the 
increasing complexity of the game, grows 
with the player’s experience. It makes for a 
perfect learning curve, not unlike 
Activision’s Deuteros.

IT’S SIMPLY A STATE OF
MIND The ur9e t0 comp|ete a tri° °f •’■IHU iS|an(jS ancj advance to the next 

epoch really is quite tremendous. And with 
the ever advancing technology, there’s 
always something new just round the 

next corner.
Occasionally you

get to feeling the 
game isn’t quite 

perfect, that the 
balance 

between 
total 
obsession 
and 
complete 
frustration 
is just

Like these scum<suckers for 
instance. These mortals are no

by the map at the top left, there’s still a 
few of the red team around).

match for my astounding cunning and 
guile. Oh boy. I think this game is starting 
to affect me.

Would you like to be the brain behind any one of these faces? Nope, thought not.

about to veer sharply away towards the 
latter, but no. It’s never quite enough to 
put you off the game - you’ll always come 
back, because you just know that next 
epoch is almost within your grasp.

Games with little computer people 
running around in them can occasionally 
feel too slow, but happily that’s not the 
case either. Clock fast-forward is included,

Hey, these guys are putting up a 
fight! Still, there’s only 73 of them.

I’ll reduce them to dust (though judging

thankfully - events would be alternately 
too slow, then too fast, without it. I initially 
found myself having problems when the 
speed was at max, and a bunch of guys 
started attacking me, but after a brief chat 
with Sensible, they’ve amended the 
options menu to included an auto-speed 
option. This has the effect of slowing the 
game to normal speed if any enemies 
move into one of your sectors, giving you 
more time to react. This seemingly 
insignificant feature really elevates the 
user-friendliness of the program to an 
almost perfect level.

Longevity-wise the game has no 
problem either. With nine epochs (each
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OTwo minutes later, and things are 
really rolling along. This new 

settlements shaping up nicely. Here at the 
n ventions lab I'm currently developing a 

,<t fighter (cackle).
quite nicely.
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Mega io Mania „ ?
Pow, we’ve just reached another

w? tech level. Lots of ore is being

mined, and my small army is shaping up

Mega io Mania

OSo, old Redhead wants to join forces 
with me, huh? I think I'll accept, for 

as long as it proves convenient anyway.

Mega io Mania

Ol*ve now got over seven hundred 
minions with which to deal out 

death and destruction. Time to hit the 
road (and my enemies) methinks.

*

MEGA lo MANIA
You want to be in my gang?* 
I don’t know, achieve some success 

and suddenly everyone wants to be your 
friend. Well, alright then. For the moment.

IVsClWilSlS« ’

Mega io Mania

Dead! They’re all dead! I've won. 
Yippee! I almost feel guilty. (Almost, 

but not quite).

§*• 1 •' A' '

K- t •
2*1 * Í

Mega io Mania Mega u Mania

The last stronghold of enemy 
civilisation. Once I've cleared this

Oh look, that's me. A prophet of 
Mascara, no less. Hmm. Excuse me

out of the way, then there's just a small 
rabble to the north to deal with, and the 
island will be mine.

but I don’t think that’s a very impressive
title. In fact it sounds more like an insult.
(Hey, did you spill my pint?)

A

a th three islands) to battle through, Mega 
: Mania should certainly hold its own in 

**e long term challenge stakes. The use of 
a code for each epoch is definitely 
-.jpreciated too (I may have been forced 
, smash and burn one of the office 

A^igas otherwise).
One thing I haven’t mentioned yet 

¡deed one of the best aspects of the 
:ame) is the speech. This is one of those 
:ames that gets everybody who comes 
.s thin ear-shot peeking at the monitor, just 

: see what’s making all the noise. 
. rtually every event in the game is 
a xompanied by a sample. From the 
: xkney girl informing you that, ‘The 
: oduction run is completed’, to the Italian 

Ok look, some standing stones (y'know, like that Stonehenge thingy). Maybe I should 
stand in the middle and pray for prosperity (or something).

opponent who, upon forming an alliance 
with you says, ‘Ce, ce, why not?’, it’s sonic 
heaven. And the the guy of questionable 
sexual orientation who says, ‘Do you want 
to be in my gang?’ is a real scream. 
Apparently ‘real’ actors were employed to 
provide all the samples and it’s proved to 
be an inspired decision.

In fact, the importance of the speech 
can’t be stressed enough. The slickness of 
the presentation is what elevates this 
program from the merely very good to the 
downright brilliant. Previously speech 
samples on the Amiga have always come 
across as slightly amateurish. With Mega 
Io Mania Sensible Software have 
managed to pull strategy games out of the 

train-spotter age, and into the world of 
console-like mass appeal - it makes the 
game seems just, well, ‘professional’ in the 
same sort of way that Lucasfilm products 
and very few others are. Other 
programmers should take note. This is 
what we want - good ideas AND 
professional presentation. Games buyers 
have put up with shoddy products for far 
too long.

GRIPES, COMPLAINTS AND U/UIUPCC They’re all a bit on the trivial " nllwLu side actually. The main one 
is that the graphics and animations never 
quite match the quality set by the sound. 
Armies move from sector to sector in a 
puff of smoke which is cute, but it might 
have been nicer to see them march on 
and off the screen one by one. And the 
way the planes simply glide from the 
bottom to the top of the screen, then re­
appear at the bottom again, is a bit tacky.

The only other problem I have is with 
the slightly bitty backgrounds, which 
remind me of Code Masters BMX 
Simulator, strangely enough. A more 
thoughtful use of colour wouldn’t have 
gone amiss. These really are minor points 
though, and the fact that these are my only 
complaints only serves to highlight the 
near perfection of the game. In fact, if I 
were to say that Mega Io Mania is the only 
game to come between me and my 
beloved copy of Llamatron this month, 
then you’ve got a pretty good idea just 
how much I like it.

In fact, the only problem I’ve got with 
Mega Io Mania is in trying to give it a final 

mark. You see, I don’t enjoy playing at as 
much as, say Monkey Island (yes, it’s that 
darned game again) - it’s simply too 
frustrating at times - but it HAS taken over 
my life. It’s the most compulsive computer 
game I’ve played since I was just a nipper. 
I guess what I’m trying to say is, it’s really 
rather jolly good.

Mega Io Mania has to be 
congratulated for being the most 
accessible strategy game yet. Even if 
you’ve only ever had eyes for arcade 
blasts or cute games like Lemmings, once 
you’ve played this for 15 minutes you’ll be 
hooked. Then your life will really start to 
fall apart.* MARK RAMSHAW

UPPERS The best use of 
sound yet in an Amiga game helps 
catapult the presentation level

into the realms of console-like ultra-
slickness. Addiction in drug-like 
proportions. That ol’ urge for ‘just one 
more go...' has never been so strong. One 
meg owners get the bonus of less disk 
access for speech.
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DOWNERS The icons just 
very, very occasionally get in the 
way a bit, and the graphics could 

maybe have been tweaked a bit more 
(collapsing buildings and dead bodies
would have been fun).

THE BOTTOM LINE
You've never had it so good. Another 
game to add to that list of all-time greats.
Despite the premise of the game, this is
one sure to appeal to all. (And 
how did they get that sample 
of Prince Charles crying, ‘It’s 
all over’?)
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GAME REVIEWS THE SIMPSONS

Th« neon sign on this buiding is stuck on 
purple. Bart needs to shoot it with a rocket 
which - somehow - fixes it and flicks 
things back to a harmless red again.

Watch these two! They're some of the 
meanest nasties you'll find on the first 
level, leaping up together just when you 
think you've got their behaviour sussed.

After the catastrophe of last year’s Turtles game, expectations for The Simpsons

‘The bulk of the 
appeal is down to 
the strength of 
the Bart Simpson
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Game: The Simpsons —  
Bart VS The Space Mutants 
Publisher: Ocean
Price: £24.99 (One meg 
version free with Cartoon 
Classics pack)
Author: Arc Developments 
Release: Mid Sept (One 
meg version available now)

S
o here it is, Ocean's big licence 
for 1991. And -1 might as well 
go ahead and say it - it’s 
actually rather good. Certainly it 
looks as if all our worrying - based to a 

large degree on the past performance of 
last year’s big name cartoon-licensed title 
- was for nothing. This is a fast, well 
presented, clear and cute little scroller - 
the office has echoed over the past week 
to the sound of people wandering over, 
watching for a few minutes, and then 
saying (with more than a hint of surprise in 
their voices), ‘Y’know, it’s actually 
rather good.’

So, the ghost of the Turtles well and 
truly exorcised, let s take a closer look at 
the game that could well turn out to be this 
year’s biggest hit. Only the foolish would 
deny that the bulk of the appeal is down to 
the strength of the Bart Simpson character 
- slightly over-exposed he may be, 
especially for someone who only a 
smallish proportion of the population have 
ever seen in his original TV-incarnation, 
but his bubble hasn't burst just yet. Image 
Works may find they stiuggle a bit with 
their second Turtles game, however much

character’
of an improvement over the first one it may 
be - Bart is undoubtedly now the man of 
the moment.

He’s a man who works particularly 
well in computer form too - he’s just so 
easy to draw, for a start. Bright yellow, and 
with a pointy head, he provides a crisp and 
clear central image to what is generally a 
very clean looking game. Abandoning 
subtle shading, parallax scrolling and the 
like in favour of flat, bright colours, The 
Simpsons looks as much like a console 
product as anything I’ve seen on the 
Amiga. Bart himself, while not the biggest 
sprite I’ve ever seen (the game doesn’t 
scroll vertically, and since there’s a fair 
amount of platform jumping to be done, he 
has to be of a reasonably compact size for 
the screen to fit it all in) is constantly 
amusing, whether running around with a 
spray can, skateboarding, or knocking 
hats off the heads of innocent passers-by. 
He moves well too, running increasingly 
faster as you push the joystick in one 
constant direction, then sliding to a halt as 
you slow him down.

WHAT DO WE GET FOR OUR
MilNFY? Wel1, first up theres an plUIlL I. animated opener. Aliens 
explain that their fiendish plan is to 
disguise themselves as humans and fuel 
their machine-that’ll-conquer-the-world 
(quite how it’ll do that isn’t clear) with raw 
materials collectable from all over Bart’s 
hometown of Springfield. On the first level, 
for instance, they’re collecting all the 
purple things they can find ’cos their 
machine runs from purple things (Look, I 
never said this had to make sense, okay?) 
while on the second level they’ve modified 
their creation and it’s, erm, hats they’re 
after. Your job then, as Bart, is to make 
your way through Springfield, avoiding 
alien nasties and disguising, destroying or 
collecting as many of the things the aliens 
are after as possible. Level one, for 
instance, sees you walking, then skating, 
through Springfield on a mad rush to paint 
as many purple things a different colour as 
you can.

Faults? Well, there are some. The 
fact that you’re spending a lot of your time 
collecting things, buying weapons or tools 
from various shops, and figuring out 
interesting ways to disguise or destroy the 
various objects you’re after (you can’t just 
spray all purple things for instance - you 
have to work out other ways to get rid of 
some of them) makes for what is actually a

rather in-depth and challenging game - 
one that rather belies its simple, cartoony 
look. I suspect many younger Bart-fans 
are going to get hopelessly stuck.

Cycling through the objects in your 
inventory, putting on your sunglasses 
(which reveal who are real people and 
who aliens-in-disguise, in the style of the 
film They Live) and so on - all selectable 
via the joystick -1 found slightly harder to 
access than ideal too. Still, perhaps that’s 
just me.

Simpsons fans may be disappointed 
the rest of the family make such fleeting 
appearances in the game too - one of 
them gets to help Bart towards the end of 
each level if need be, then they all 
congregate for the big nuclear power 
station finale - but this is Bart’s show. 
Having only seen a handful of the cartoons 
it didn’t bother me at all.

Most annoying for me though - 
though admittedly an integral part of the 
game - is discovering quite what 
constitutes a platform and what doesn’t. At 
least you don’t die when you fall off things, 
but it can be frustrating jumping onto what 
clearly looks like the sort of ledge you 
should be able to stand on and 
discovering you can’t, while things you 
clearly shouldn’t be able to walk along 
(washing lines, say, or bushes) are fair 
game. It really is a case of suck it and see 
-just don’t take anything for granted.

Okay, so you’ve got your spray can, but 
how are you going to re-spray those purple 
toys in the garden there? You can’t walk 
backwards into the screen, and standing 
on the pavement and jumping up at them 
is a no-no because those indestructible 
mutants will get you.

The solution? Just jump onto the seat, the 
phone booth, then up to the washing line. 
Walk along it and - voila! - you'll knock 
those sheets onto the toys, disguising 
them. These Space Mutants may be able to 
cross space, but they’re unable to 
recognise a toy when it’s got a sheet on it.
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Shoot the pruple blinds in these 
three windows to make them snap 
up out of sight, and so safe from 
the (rather easily-conned) aliens«

Use a key by the door of this building to whisk you, space-warp style, back to the 
start of the level - you'll need to get back to spray the purple people who start 
coming out of the cinema there about the same time as you're getting near the far 
end of the level. (Alternatively, you can always walk back, but it takes time).

weren’t exactly high. So the finished product comes as something of a shock...

TALKING TO THE BARTMEN

1/0 VERSIONS OF THE SAME
COUP The Simpsons comes in two 
vvnU versions - the one, packaged in 

nail cardboard box, that comes with the
Cartoon Classics Amiga bundle, and

- normal street version. The copy
■?wed here is the one from the bundle 

: the first to be completed, though, 
■- oyingly, it’ll only work on the new 
-"eration of Amigas. Presumably this is
- Derate - a tactic designed to ward off 

;e scale piracy of the bundled game
►rore the stand alone version of The 
mpsons is available in the shops - but 

$ annoying.
Expect the street version of the game 

: be in the stores around the middle of 
•ectember - if there are any real 

■ “erences from this one (and we strongly 
jspect that there won’t be) they’ll be 
-ported in a future True Stories. As it 
lands, it looks like the major difference 
» be that the stand alone one will come 
." jst the one disk, lacking the impressive 
"mated intro sequence - though why this

should be the case is unclear - it seems 
slightly unfair on established Amiga 
owners, though of course it really has no 
bearing at all on how much you'll enjoy 
the game.

One thing is certain -The Simpsons 
has come at just the right time for Ocean. 
After tying their colours to the masts of a 
number of decidedly non-hit films (Navy 
Seals, Darkman, Nightbreed) over the last 
twelve months, it’s good to see them back 
on form - not just with a good, strong 
licence, but a good product spun off from it 
too. Ocean’s philosophy has always been 
along the lines that ‘we don’t sell software, 
we sell dreams’, and here’s where it looks 
to make some sort of sense. A hit in every 
sense of the word. • MATT BIELBY

The Amiga version of The Simpsons has been put 
together by Arc Development, fresh from their success 
with Activision’s rather wonderful R-Type II conversion. 

Ocean's version of The Simpsons isn’t based on the coin-op 
currently doing the rounds, but Akklaim’s Nintendo NES 
version. I asked Paul Walker of Arc why:

‘I suspect 
many younger 

Bart-fans are 
going to get

hopelessly stuck’

Tve no idea really - I think the 
Akklaim licence simply came up 
first. I haven't actually played the 
arcade machine myself - though a 
number of other people around here 
have - so I couldn’t really comment 
on the differences at all.'

What was your basic approach to the 
product? You don’t seem to have 
changed anything very much at all 
from the Akklaim version.

‘No, we haven’t - we thought the NES 
version worked so well we tried to 
reproduce it as closely as possible. 
People have asked us why we didn’t 
make the little Bart character bigger, 
but we felt it would have harmed the 
gameplay. Thus everything's 
proportionally the same as it is on 
the Nintendo screen - one great 
advantage of keeping it like that is it 
means we don’t need to muck about 
with complications like making the 
screen scroll up and down to fit all 
the platforms on, say, and the game 
works all the better for that.’

That animated intro sequence wasn’t 
on the Nintendo though, surely?

‘No, it wasn't that’s all our own 
work. We’re big fans of the cartoons 
and tried to make it as true to The 
Simpsons as possible. It took some 
time making sure Bart looks like Bart 
- he might look easy to draw, but 
getting him looking just right no 
matter what he’s doing can be a real 
struggle.’

The only real complaint I’d have is 
that the game’s a bit hard, especially 
for the really young Simpsons fans.

‘You’re right, it is pretty tough. Level 
two where the aliens don’t just move 
up and down but bounce around the 
screen is harder than level one, and 
by the time you get to level four it’s a 
real bast. We made some of the 
platforms slightly bigger, in fact, to 
give you a bit more help. If you stick 
with it it’s good though - there’s a lot 
to the game, and I do think it 
provides real value for money.’

Mrt can't jump onto any platforms of 
sufficient height to spray that awning over 
Um shop doorway. It's a bit of a problem, 
but that wet paint sign is the clue.

Just nip into the shop itself, buy a 
spanner with the money you've hopefully 
collected along the way, and then take it 
outside again.

ÌRENCH
" .z-v ......•

4 11

Now use the spanner on the water 
hydrant. Hurrah! Water sprays all over 
the place, warring the purple paint off 
«nd revealing it to be harmless red 
underneath.

UPPERS Bright graphics, 
generally smooth control, some 
neat puzzles, a fair amount of 

variety, bizarre humour and this year’s 
strongest licence make The Simpsons an 
unqualified success.

DOWNERS Perhaps a bit too 
complicated for the youngest 
gameplayers, and the average

Simpsons fan is nothing if not young.

THE BOTTOM LINE
A hit, pure and simple. A few false starts, 
some slippage and the odd weak licence
has meant a disappointing 
Amiga showing from Ocean 
this year - here’s where it all 
comes right.
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GAME REVIEWS AH-37M THUNDERHRLLIK

Game: AH-37M 
Thunderhawk
Publisher: Core Design 
Price: £30.99
Author: Macintosh Avery 
Release: 22nd August

D
awn breaks over the Bolivian 
rainforests, and a truck makes 
its way along the dusty track 
that passes for a road in these 
parts. The driver whistles a cheerful tune, 

but stops as his co-dnver taps him on the 
shouloer He thought he heard something, 
but shrugs and returns to his newspaper. 
Suddenly, with a deafening roar and a 
blast of wind, a helicopter gunship appears 
from beiow the horizon directly in front of 
the truck. The driver swerves as a volley of 
30mm shells pounds into the ground 
around him. The windscreen shatters, the 
tyres are shredded, the radiator bursts.

Here’s Jack Marshall, your chief tactician, 
who you’ll be seeing rather a lot of. He’ll 
let you know just what you’re supposed to 
be doing, and tell you off if you don’t do it.

Then, inexplicably, just as all seems lost, 
the helicopter wobbles about a bit and 
crashes into the ground.
v If you thought planes were a tricky 

proposition, you ought to try flying a 
helicopter. Blimey, it’s hard. Far too hard 
for you and me to manage certainly - and 
that’s before you throw us into a combat­
type situation. Happily, that’s just the

He’re to destroy the operations of a 
naior druss carte! that has its base 

out in the desert here.

The briefing room. Here maps, cine film 
and photos are used to describe your 
mission - it's all quite effective actually 
(even if it does go on a bit).

problem Core Design have tried to 
address in Thunderhawk, which is being 
billed as ‘more of an arcade game than a 
boring flight sim’. This means no long 
flights with nothing happening for ages, no 
constantly worrying about running out of 
weapons and fuel and, most importantly, 
no horrible keys to wrestle with when you 
ought to be concentrating on flying.

To our knowledge they have several 
Hind-A's, and a great number of well 

du9 in triple A sites.

It is especially useful though when it gets 
round to telling you what sort of hardware 
you'll be up against - Hind-A's aren't too 
bad, but if you see a Hokum, run!

‘The emphasis 
has been 
placed on fast, 
slick graphics 
and plenty of 
action’

Your common or 
garden speed is 
indicated here...
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Oh dear, it's around 
here that everything 
starts to look a bit 
complicated - or, at 
least, it does if you're 
not actually familiar 
with the game. In 
fact, 'cydics*, 
‘collectives’, and the 
like - all explained in 
the ‘Helicopters’ box 
on the next page - 
aren't all that tricky 
to get your mind 
around at all.

After a couple of disappointing time-fillers. Core finally get round to releasing a re

Here's your gunsight - it can, of course, move 
anywhere around the screen, though the limited 
angle your copter can tip limits things a bit.

...while rate of climb Here's your compass - the 
(or vertical speed) triangle indicates the 
is over here. direction of your mission.

Numbers, numbers, 
numbers - it can 
only be... your 
altitude!

This bit indicates 
your current 
weapon and the 
number remaining.

This big, empty 
space is actually 
your target 
computer.



HH-37M THUNDERHRUJK GAME REVIEWS

Protecting a defecting 
Russian in Europe

Protecting Middle Eastern

Keeping the Soviets out 
of snow-covered Alaska

Taking on Communists in 
Central America

Turfing out a drugs cartel 
in South America

WHAT IT IS YOU’VE GOT TO DO

Ooh, look - another helicopter. Do you 
think he’ll want to be my friend?

It’s not all fun and larks being a helicopter pilot. 
Thunderhawk comes with 60 missions, set in 
various theatres of operation - Europe, The 
Middle East etc - all set out in a sort of 
chronological order, so completing mission a 
naturally leads into mission b. There’re countries 
to liberate, drug dealers to wipe out and so on.

Oh dear, apparently not (That big blob 
thing is him firing at me, by the way).

Better show him who’s boss, eh? This'll 
take some clever manoeuvring...

TE HELICOPTER SIM THAT
\’T Instead, Thunderhawk has
-" I been pared down to the very 

** ~ -m necessary to get a flight sim off 
*< : ■: jnd (as it were), with the emphasis 
•Bcec on fast, slick graphics and plenty of

action. And, boy, are those graphics fast 
and slick. In fact, they’re probably the 
fastest, slickest 3D graphics ever to hit the 
Amiga (although I wouldn’t stake my 
reputation on it). There’s no cheating 
either, so you won’t see landmasses

REVEALED! EVERYMAN’S GUIDE 
TO HOW HELICOPTERS WORK!
Helicopters are tricky little devils to control, and your 

first few attempts are likely to end in a confused tangle 
metal. (That’s if you’re anything like as incompetent as me, 

i -say - and I'm assuming you are). The secret is to know 
ci actiy what going on up there on the roof.

The first thing to be aware of is the ‘collective’ - the angle each individual 
M lade makes with the air. When this is zero the rotor blades are flat and 

Do Dter will sit on its landing pad (no matter how fast they’re going round), 
•cn -se it and the rotors start to generate lift. The result? You take off.

As your chopper rises into the air, you’ll probably be wondering how to 
r* around. For this you’ll need to use the ‘cyclic’, which tilts the whole 

•f > generating a horizontal force on top of the vertical one. Your helicopter 
' o ,es in whatever direction you tilt the rotors.
- jst to complicate things, when the helicopter’s at a standstill - or

•w • ‘orwards slowly - you can rotate it on its axis by varying the speed of 
**w i 'otor, pointing th nose towards the ground, up in the air, or wherever.

suddenly appearing out of nowhere (sorry, 
F29 Retaliate!), or mountains that look 
more like chunks of Toblerone (eh, F-15 
Strike Eagle II?).

You won’t catch Thunderhawk 
skimping on ‘views’, either. As well as the 
standard cockpit view, you can also do an 
external view from all possible angles 
(including underneath, which is a bit 
scary), a view from the current target 
looking up at your helicopter, and - best of 
all - a view from your weapons as they 
speed to their target. This last one really is 
a corker - much better than F-15 Il’s half­
hearted effort. Travelling in a helicopter is 
one thing; travelling on the front of a 
guided air-to-ground missile as it leaves its 
launch pod, streaks down to ground level 
and hugs the terrain while homing in on its 
target is something else altogether. 
Following a machine gun shell to its target 
is better still.

Talking of targets, that’s one thing 
Thunderhawk provides plenty of. As soon

A-ha! Thanks to our cunning green(!) 
camouflage, he doesn’t suspect a thing.

And look at that - he turns tail and runs. 
This helicopter laugh is easy!
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GETTING BEATEN UP 
NO1

A one-on-one confrontation with 
an enemy 'copter. This is what 
flying's all about. Man and 
machine in perfect harmony (or 
something like that).

Now I think I’ll go and burn his house to 
the ground, heh heli...
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- and it’s perhaps the most user-friendly flight ‘sim’ ever! o
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Dusk or dawn, who can tail? All I know is 
it's dark and there's shooting going on!

as you arrive on the battlefield the screen 
fills up with miss e locks, so all you’ve got %  
to do is pick a weapon (there’s one for all 
occasions, from bombs to air-to-air 
missiles) and fire away. Once hit, the 
enemy erupts into a shower of sparks and 
catches fire, with a column of smoke rising 
to mark its final rating place. All this is 
accompanied by some throaty explosions 
and things - once again some of the best 
on the Amiga.

So it looks ke the mission objective 
of a flight sim without the ‘sim’ has been 
achieved. Thundterhawk is, it has to be 
said, hugely enjoyable to play.

Just because it’s fun though, doesn’t 
necessanly mean it’s going to be easy. 
Most of the normal flight sim elements 
have been Bnes-ez n somehow, such as 
head up c s ar jammers and chaff
dispensers (for distracting enemy 
missiles), but not so that they intrude. The 

oable link sequences are all there 
too. As wei as the animated intro, which 
comes on a whoe disk of its own, there
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Here's the usual flight sim weapons 
screen, where you load up your chopper 
before taking off. There's plenty of room 
for lots of everything - far more than a 
real copter could carry, that's for sure.

are scenario and mission briefings which 
go on for ages and contain some 
convincing film clips to explain your 
mission objective. They’re great the first 
couple of times, but, well, ahem.

COMING BACK DOWN TO
E A DTU And now’after heaPin9 al1 that tftll 111 praise on the game, I hope 
you’ll bear with me while I have a bit of a 
go at it. Don’t get me wrong - I think it’s an 
absolutely brilliant game and everything - 
but there’s just one aspect I’m not entirely 
happy with.

It’s the control system. Much has 
been made of the way all Thunderhawks 
controls have all been crammed onto the 
mouse, keeping the keyboard out of the 
arena for most of the time to maintain the 

GETTING BEATEN UP NO2

Why won’t they just leave me alone? This time it's a 
MiG that's after me. All I want to do is protect a few 
measly oil rigs - it’s not to much to ask, is it?

game’s ‘arcade feel’. All 
very well, but I reckon 
they’ve gone a little too 
far. Putting the cyclic 
under mouse control is fair 
enough, as is using the left 
button to fire off weapons. 
But to alter the collective 
(check out the 
‘Helicopters’ box if you’re 
not sure what I’m on 
about) you’ve got to hold 
down the right button and

move the mouse up and down. It just 
doesn’t work, believe me, especially when 
you consider that the right button is also 
your weapons select control, and the 
program never seems quite sure which 
function you’re after. And then, on top of 
all that, there’s the ‘rotation’ control, which 
only comes in to play at low speeds, and 
again when you press the right button. I 
reckon they’d have done a lot better to 
have forsaken their ‘arcade feel’ in this 
instance and put the collective controls at 
the very least on the keyboard, and maybe 
the rotation control as well.

There’s another thing too, while I’m 
at it. Again, presumably as part of Core’s 
drive towards an arcade game, you can 
only tip your helicopter up to about 15 
degrees in any direction. This is fine for 
everyday flying around, and means you 
won’t find yourself going into any fatal 
powerdives or sideslips, but it’s pretty 
annoying to have your chopper hovering 
just in front of a big, juicy target but being 
unable to take it out because it’s just 
below where the program says you’re 
allowed to aim your guns.

But enough of this fuming and ranting
- I’d hate you to get the 
wrong idea. Thunderhawk 
really is a jolly impressive 
game, and one that 
continues to be fun to play 
even once you’ve explored 
all its possibilities over and 
over again. I’d hesitate to 
call it the best flight sim 
ever, simply because it 
isn’t really one, but if it 
was it definitely would be. 
Um, hang on, I’ll try that 
again. If you took F-15 Ils, 

erm, ‘simulation-ness’ and sellotaped it 
onto Thunderhawks everything else, then 
you’d have the best flight sim ever. What 
we’ve got instead is the best not-quite-a- 
flight-sim ever, and a cracking way to 
spend 30 quid. Got it? • 
JONATHAN DAVIES

Oh, great. Not only is there a Mig 29 zipping by every five seconds, I’ve 
also got a helicopter gunship to contend with.

UPPERS Fantastic graphics 
and sound, easy to get in to, 
enormously playable and 

addictive -everything you could hope for 
in a game, really.

® DOWNERS Well. I don t like
the controls, but I seem to be on 
my own there. Apart from that it s 

pretty blooming hard to fault.

THE BOTTOM LINE
At last, a flight simulation for the layman. 
It s hard, but in a decent.
honest sort of way. and at least 
it makes it easy for you to give 
as good as you get.

A bit too hairy for me in fact Let's wait until he's 
overshot me again (like so)...

...and then run like hell! (Though seeing as that MiG's so fast, the only 
way I'm going to really escape is to switch the Amiga off!)



T J-J E BITMAP BROTHERS / \ 
/ \
/ \

They’ve nicked his bike. 
They’ve whipped his helmet.

This time they’ve gone too damn far...

NO ONE MESSES WITH THE BITMAP KID
features:
stacks of levels • heaps of weapons • swarms of intelligent nasties 

bonus games • secret rooms • loads and loads of power-ups
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From the safety of your tower you can mix up the 
ingredients you’ve collected (on the left) in your 

cauldron (bottom right) to form spells which you 
can then store in the ten slots (on the right) which 

correspond to the function keys. Each spell requires 
a particular combination of the elements - Earth, 

Air, Fire and Water - which is indicated by the 
candlestick thing above your cauldron.

Not much energy left at this stage - you can 
tell by looking at the crescent moon.

Oh dear, oh dear. Nobody really seems to be 
taking this 'being evil* bit very seriously.

First advertised, it seems, around a year ago,

Game: Blade Warrior
Publisher: Image Works
Price: £25.99
Author: Jason Kingsley
Release: Out now

I
’ve been having real trouble putting 
this review together, I can tell you. 
The first version (since deleted) was 
absolutely euphoric - Blade Warrior 
is one of those games that intoxicates you 

with atmospheric graphics and sound, 
making it easy to imagine that there just 
has to be a corking game underneath it all. 

After putting in a few hours of 
overtime, however, I began to have my 

doubts. The basic front end was okay, but 
the ‘game' part of it - all the interaction 
with other characters, spells and so on - 
seemed a bit thin, a bit superficial. So I 
wrote another review to that effect.

Then I played it some more (just to 
make sure) and started really getting into it 
again. Or at least, I think I did. So I 
scrapped that review too. And now, with a 
blank page in front of me again, well... 
urn... to tell the truth I’m just not sure 
whether I like it or not. It has its strong 
points - the very unusual graphics style for 
a start - certainly, but just as it seems to 
be starting to grip, it doesn't. And then it 
does again. I know, I’ll tell you a bit about it 
while I have another think.

QUITE UNLIKE ANYTHING
RFFilRF One thing 1 do know is that it’s 
DliUiIl one of those‘do the graphics 
and then try and work a game around 
them’ jobs. And the graphics, it has to be 
said, are brilliant. They’re done in an 
incredibly spooky silhouette style, so, 
rather than being packed with colour, 
everything’s just black on a pale, pastely 
background. It might sound like a bit of a 
cop-out, but the amount of detail that’s 
been crammed in, combined with some 
quite beautiful animation, a few stunning 
backdrops, a bit of parallax scrolling, and 
some really weird sound effects creates an 
audio-visual, urn, ‘experience’ that’s quite

A gratuitous picture of the stairwell in Mr 
Blade Warrior’s tower. Spooky, eh?
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© Getting the message across, Olde English style, in Blade Warrior's communication screen.

‘it’s one of those “ do the 
graphics and then try 
and work a game around 
them”  jobs’
unlike anything I can 
remember seeing before.

I can also say for 
sure that for the most part the 
game is a scrolling beat-’em- 
up, shadow puppet-style. 
You’re ‘Blade Warrior’, and you 
can roam backwards and 
forwards across the landscape, 
up and down hills and over 
bridges, hacking away at any 
baddies that leap at you from 
the bushes. These range from 
weedy (but nonetheless pretty 
frightening) giant spiders to 
trolls, skeletons, vampires and 
lots more. Occasionally you’ll 
come across gateways which

lead to other paths. (The paths all join up 
into a big map, a picture of which can be 
called up by pressing ‘M’.) The pathways 
near your start position are populated with 
the softer baddies, but things hot up as 
you get further into the game, meet 
stronger baddies and (hopefully) become 
more and more powerful yourself.

DARK, ATMOSPHERIC AND
U A JV From then on things get a little

■ hazier. There’s this plot, you see: 
the world has been enslaved by the evil 
Murk, and you’ve got to free it by collecting 
the seven fragments of a tablet which are 
in the possession of seven wizards who 
live in seven towers. It’s a bit crap, isn’t it?
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Of course, the first thing people notice about 
Made Warrior is this odd graphic style...

Image Work’s unusual

wmc hate it, some like it, and many are, 
no, ‘not sure? Us? We like it...

a) Yes, we know it all looks very confusing in these still screens...

‘Co-existing 
rather 
uncomfortably 
with the beat- 
’em-up 
element is an 
adventurey 
one’

ÎÎ

or, at least, we think we do. Certainly, it's 
■» because you can't see everything...

xn the game really manages to drag you 
• tsetf imagination-wise, the mind's eye..

■3 ...but once something starts moving, all becomes clear. A-ha! There he is! 
■■■■
(fi
p The only question is, does it work?

What it means is that co-existing rather 
uncomfortably with the beat-’em-up 
element is an adventurey one, where 
you’ve got to collect Artefacts and give 
them to the right wizards in exchange for 
bits of tablet. You can also trade other 
things with wizards, possibly in exchange 
for clues. The Artifacts are also quite 
handy for boosting your powers, so don’t 
give them away until you really have to.

And then there’s the magic side of 
things. As you wander around you’ll come 
across ingredients which you can take 
back to your tower, pop into your cauldron 
and cast spells with. As long as you’ve got 
the recipe, that is. You start off with two of 
these, and more can be obtained from 
wizards if you can work out how.

While this is all very well, the 
question is whether these two completely 
different types of game have been brought 
together successfully. After some serious 
playing I reckon they have - just about - 
although it’s still not completely 
satisfactory. Beat-’em-up fans might 
consider all the spells and things to be 
superfluous, while those who’d prefer to 
concentrate on solving the puzzles may 
well get annoyed at constantly getting 
jumped by baddies. A couple of other 
things to consider: there’s no scoring 
system, so progress has to be judged on 
how much of the adventure you’ve pieced 
together, and there are a few little glitches, 
like the scrolling suddenly slowing down 
for no apparent reason, and spells 
remaining on screen after they’ve been 
used. Nothing too worrying though.

Me? I eventually decided that I was 
quite enjoying myself, and wouldn’t mind 
splashing out on Blade Warrior at all. If 
nothing else, it has to be seen. • 
JONATHAN DAVIES

^agMing far better detail than you could 
* -caity hope to see on screen.

with the initial attraction.

Fly Dragon Airlines - the quickest way to 
get from tower to tower. But be careful 
not to get shot down though, or you 
might get permanently stranded 
somewhere really dangerous!

UPPERS Breathtaking 
graphics, but lots of action and 
puzzling too. A complete solution

is likely to be a long time coming.

DOWNERS The gameplay is 
unlikely to be to everyone’s taste, 
and interest may (may) fade along

THE BOTTOM LINE
Visually superb, possibly the 
most atmospheric game ever, 
and with the gameplay to back 
it up. (I think.)
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Lush greenery in the foreground with 
picturesque skylines behind do Elf no harm 
at all in the presentation stakes«

Even the magical land of Elf succumbs to 
the changing of the seasons - this snow 
level crops up«

This is the bit where E/f gets clever« A mini 
communications and object manipulation 
screen adds depth to the proceedings«

Underground, overground, wandering free« 
The Elf goes subterranean for this level 
(but avoids the homesick blues)«

Ocean take a break from their normal string of film and coin-op conversions to bring I pl
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Game: Elf
Publisher: Ocean 
Price: £24.99
Author: Nirvana Systems 
- Paul Oglesby (graphics), 
Damien Slee (programming) 
Release: Late September

W
hen a couple of kids 
straight out of university 
decide to sit down, write a 
game, and hopefully 
become insanely rich overnight, you have 

to reckon on them making a right hash of 
things. After all, a thousand optimistic 
hopefuls have tried before, mostly armed 
with little more than a programming 
manual and ludicrous dreams of Porsche 
911s and vacations in St Lucia - only to 
end up driving Minis and holidaying in 
Weston Super Mare.

That’s not always the case 
though. Methinks that Paul 
Oglesby and Damien Slee - aka 
Nirvana Systems - have a rather 
better chance of dragging 
themselves out of the quagmire of 
mediocrity than most. Judging by 
their first project, Elf, these boys 
are going places.

SO WHAT’S IT ALL ABOUT
TUFM7 Wel1, ‘*s one of those arcacleHL 11. adventure ‘romps’ which just 
happens to be bursting at the breeches 
with gameplay, nice characters, wicked 
bad guys and some wonderfully weird 
humour. We’re talking eight levels of 
running, jumping, collecting, killing, and 
puzzle solving fun.

The so-called story has the main 
character Cornelius (he’s the Elf) 
separated from his woman by one 
Necrilius the Not Very Nice guy - the rest 
of the game is spent wading through 

forests, castles, labyrinths and mountain­
scapes in search of his babe. Yes, 
plotwise it’s as corny as they come, but - 
hey! - at least it only took me 50 words 
to explain.

The first level is set in a wildly green 
and busy forest populated by pets and 
herbs (which you must collect) and wicked 
animals, spooks and monsters which you 
must shoot. Immediately, you’ll notice 
something about the game’s movement 
which differs from many of these platform 
things. Instead of the normal smooth 
scrolling, it’s all burst scrolling.

Each screen (and there are about a 
hundred on every level) acts as a little 
puzzle in its own right, and when you 
reach the end of the screen it shifts quickly 
(or in a burst) so that your character is 
moved into a whole new picture. At first 
this effect is ever-so-slightly unnerving, but 
soon enough it feels perfectly natural. To 

It’s bursting at the 
breeches with 
gameplay and 
weird humour’

Shown here is just a 
small portion of the first 
level. With moving 
platorms, bridges and 
ladders to negotiate, our 
Eff friend certainly has 
his work cut out...

add to the tension there’s a time limit on 
each screen. Overstep your time (or 
indeed get killed any other way) and it’s 
onto a wonderful death screen in which 
your cute character goes to the guillotine, 
and loses his marbles (literally).

As you run and jump through the 
forest you’ll see lots of little characters 
rolling around or buzzing about. On the 
whole it’s obvious what’s a pet and what’s 
a pest. You can pick up endless goodies 
and trade them in for extra lives, stronger 
powers, or vicious weapons at any of the 
shops, normally easy to find.

It’s quite useful to buy invincibility 
ratings which, while they only last a few 
seconds, can get you through quite a few 
sections in no time at all. Or you can

ELF LEVEL ONE
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•eight, it's curtains, 
»though it is possible to 
torn yourself into a wolf 
vbkh gives you a fighting 
dunce to survive.

The forest has eyes, but 
aunkfully they are a purely 
cosmetic touch.

THE BOTTOM LINE
Original and humourous, although not 
without its difficulties. A ■■ 
winner for anyone looking for J M 
a reasonable challenge, and a f ] 

few laughs. f W

Living on the ledge - Elf is not the sort of 
game you want to play if you're even 
slightly prone to vertigo.

The Elf- here equipped with his amazing 
flying shorts - up to his neck in the bizarre 
local flora and fauna (as usual).

Chocks away! Elf takes to the skies and 
goes on a bombing mission.

The Elf has ceased to be, it is no more. 
This animated guillotine scene (the blade 
comes down and chops his head off) 
crops up whenever our hero dies.

slatform game that's a little gentler, a little more, well, whimsical, to Amiga owners.
change into a wolf for falling great 
distances without hurting yourself. One 
nice touch is the availability of free hints in 
the shops. You’d think these would be 
there to help you get through the game, 
but really they’re little anti-smoking 
messages or good living ditties. Yes, I 
know it sounds dreadfully self-righteous of 
the programmers, but it’s been pulled off 
with sufficient tact and wit to make these 
bon mots a nice diversion.

¡s

Thts plateau is 
«•be but £/f is 
*tcred with
- oving platforms 
too, making it 
■st that little bit 
tardcr to get 
«round.

FOLLOWING IN AN ELF’S
PdfiKTROQ At first y°ure running lUUlulLru and jumping across 
brooks and obstacles, heading for 
moving platforms and negotiating 
paving stones or submergable river 
trees. But further into the game you 
can buy wings (which are really a pair 
of shorts strapped to your back!) and 
with their aid get around the place 
much more efficiently.

Above and beyond all the
romping, there is an element of adventure 
involved. To get from one level to another 
you have to interact with someone - 
usually a wizard - in order to talk him out 
of a key or whatever.

You are presented with a number of 
options like talk, take or attack, and it’s up 
to you to make the sensible moves. The 
solutions range from the painfully obvious 
to the infuriatingly obscure, but either way, 
it’s all to the good.

There is no straight route in Elf. It 
really is a case of explore and backtrack

until you find out exactly where you need 
to go. The landscape goes in every 
direction, and on each level there’s no 
shortage of things to do. In fact, at first it 
seems that there is rather too much going 
on, but (fussy graphics aside) it’s not 
nearly so complicated as it first appears.

So what about some criticisms? Well, 
although each level is obviously set in a 
different place (forest, mountain or castle), 
it’s sometimes easy to forget where you 
are - there really isn’t enough variety 
between the different sections.

And, while the gameplay is more 
than satisfactory, it doesn’t have the 
instant appeal of something like Rainbow 
Islands. Many people will have some

‘It doesn’t have 
the instant 
appeal of 
something like 
Rainbow islands9

difficulty with the cluttered look of the 
whole thing, and sometimes it’s nigh 
impossible to understand what the hell is 
going on.

That said, I can’t help feeling that it’s 
all the little touches, tricks and extras 
which make this such an engrossing 
escapade. New creatures with funny faces 
are forever popping up, and if you quite 
enjoy these fantastic creations, it’s all very 
jolly. My only fear is that those more 
interested in hard core gameplay will find it 
all a bit twee, a bit frilly, a bit over the top. • 
COUN CAMPBELL

® UPPERS Colourful and 
stylish fun with enough wit to 
make this more than just another 

arcade adventure. Surprisingly good work 
from these new programmers.

® DOWNERS Fussy graphics, 
and a lack of variety between one 
level and another betray the fact 

that this game did not start life as a money 
grabbing coin-op machine.
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Pogo is back in another towering platform adventure. Visually stunning,
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Every new civilisation needs a God to oversee them, and this is your once in a lifetime
opportunity to achieve supreme power and immortality.

The arena is a vast glass orb at the top of the universe in which all 
new planets are conceived and nurtured and it is your task to steer your race 

through a fierce and bloody evolutionary war, to gain complete control of 
the planet. The game they play is a curious one, it is a game they call...

IMAGE WORKS, IRWIN HOUSE, 118 SOUTHWARK STREET, LONDON SEI OSW TELEPHONE: 071 928 1454 FAX: 071 583 3494
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US Gold’s latest coin-op licence, erm, isn’t. Instead, it’s a home

A ghoulish nasty. There 
are rather a lot of these 
on level one - though 
sadly nowhere near 
the numbers you'd find 
in the two original 
Gauntlet games.

The stepping 
stones are the 
starting point 
for level one.

Each level scrolls over rather a lot of 
screens. Shown here is just a tiny 
portion based around your starting 
point - you can’t really accuse 
Gauntlet III of being small. jagE

A SLICE OF LEVEL ONE

« »Kbero, currently 
looking rather 
overpowered by a 
bunch of ghostly types.



‘Gauntlet Hi isn't 
actually an arcade 

conversion at all’

None of the character.
you control walk on
water, so the river acts
as a sort of natural
barrier to the play area I

Game; Gauntlet III 
Publisher: US Gold 
Price: £25.99
Author: Software 
Creations
Release: October

t sounds really exciting, doesn’t it? 
After all, Gauntlets I and //were 
massive smash hits in the arcades 
thanks to their four-player action and

endless levels, and US Gold’s conversions 
were a big success too. So, thrilled at the 
prospect of reviewing a big-name arcade 
licence, I nipped out to my local 
amusement arcade (Krazy Kevin’s Koin- 
ops) eagerly clutching a fistful of 50p’s in 
order to try out the original and draw up a 
few comparisons.

‘Ain’t never ‘eard of it,’ Kevin told me.
‘But you must have it. Look - I’ve got 

the Amiga version right here.’
‘Nah. You’ve been ’ad, mate.’

MAKING THE MOST OF A
I IPCklPC transP‘res that Gauntlet III UuLnbL isn’t actually an arcade 
conversion at all. It’s more of an attempt 
by US Gold to wring the last possible drop 
of milage out of its aging Gauntlet licence, 
and perhaps stir up some interest in its 
back-catalogue. And there’s nothing wrong 
with that, even though Gauntlet III bears 
only a passing resemblance to the 

‘It has its faults, but 
Gauntlet II Fs too 
good to dismiss’

GAUNTLET III VS GAUNTSI i II
So, Gauntlet, eh? One of the best things about it (and the 

sequel Gauntlet II) was all the baddies it threw at you. 
Individually they were mere cannon fodder, but when you got 

literally hundreds of them pouring out of generators on all sides 
of you it was no laughing matter. (Unless one of your fellow 
players was trapped in front of you and took all the flak - that 
was quite funny.)

Load up a copy of Gauntlet III and you’ll find yourself in a 
similar position. Ail our old friends are there, in slightly reduced 
numbers, from the humble ghost to Death himself. It’s also got 
those wizard-types who keep disappearing and sneaking up on 
you, and the blokes wih clubs who take ages to kill. And there 
are a few new additions to the family too. Sentries march up and 
down across doorways (making them an easy target). Killer 
plants spring up out of the ground and take chunks out of your 
leg. And there are probably quite a few others as well.

originals (and even that’s only in the 
name, to tell the truth). What really matters 
is whether it's anywhere near as good as 
the first two games.

So - is it? Erm, well, no, not really, 
but it’s not too bad all the same. The 
trouble is that it takes all the features that 
made Gauntlet the hit it was (four players, 
millions of cunningly-planned levels, 
simple but compulsive gameplay etc) and 
throws about half of them away. It then 
messes about with what’s left a bit, and 
ends up with something that doesn’t quite 
feel the same, somehow. Having said that, 
it’s a perfectly good game in its own right, 
with a couple of interesting features.

THE SAME AGAIN, BUT 
niFFFRFNT ^auntletUlll liIlII I departure from Gauntlet is, 
as you’ll doubtless have spotted, that it’s in 
3D. No more little coloured blocks with all 
the spaces in between crammed with 
baddies jostling to get to you. Instead each 
level is drawn in attractive, isometric 3D 
which lends more of an adventurey than 
an arcadey feel to the game.

And that’s the other thing. It does 
have slight adventure overtones, although 
thankfully not enough to obscure its roots 
as an arcade game. Rather than simply 
shooting your way to the exit through level 
after level, you’ve got tasks to perform. To 
complete the first stage, for example, 
you’ve got to find a bucket, take it to a well 
to get a key, take the key to the altar in the 
church and then leg it back to near your 
starting point within a time limit, where a 
bridge to the exit will have appeared. Each 
step is clearly explained, so there’s no 
actual thinking to do, and it all works 
pretty well. (The next stage is a bit 
crapper, though.)

There’s also some excellent but very 
repetitive music, where perhaps some 
sound effects might have been more 
useful. I mean, what’s Gauntlet without the 
occasional cry of ‘Blue Elf shot the food’ or 
‘Red Warrior - your life force is running 
out’? And... Oh dear - I’m starting to pull it 
to bits already. Right, seeing as we’re on 
the subject, here goes:

The main snag is that it’s incredibly 
easy. You tend to accumulate life force 
much quicker than you loose it, even if 
you’re as useless as me. That means 
completing the thing will be more of a test 
of endurance than skill.

Then there’s the fact that exits are 
two-way. No problem in itself, but if, after 
emerging on a new level, you inadvertantly 
flip the joystick in the wrong direction you 
go back to the previous one, with the 30 
seconds of disk accessing that entails, and 
then another 30 seconds to get back

The barbarian’s sone indoors now, ready 
for some more ghost-bashing. Up at the 
top right of the screen there’s some 
delicious food, just waiting to be scoffed, 

again. Er, what else? Well, each level is 
several screens wide and several screens 
high, but you can only tell if you’ve 
reached the edge of the playing area when 
the scrolling stops and you can’t go any 
further - there are no walls or anything. 
This looks highly naff. And so does the 
collision detection for that matter. You 
sometimes have to hit a piece of food at

A decidedly un-cryptic clue« Can you work 
it out?

just the right angle to be able to pick it up. 
Oh yes, and you can only have two 
players. There also seems to be a 
limitation on the number of sprites on 
screen at once, so you won’t see screens 
brimming with baddies as in the original. 
Quite a list, eh?

So it has its faults, but Gauntlet Ilfs 
too good to dismiss as a waste of money. I 
suppose I’m being ever so slightly 
generous (being an ever so slightly 
generous sort of person), but I still found it 
quite fun. In fact, I reckon it deserves a bit 
more than the ‘low sixties’ mark everyone 
suggested I gave it. So it can have a ‘mid 
sixties’ one instead.
• JONATHAN DAVIES

UPPERS The graphics are 
pretty, and it packs in most of the 
original’s appeal with a few extras 

thrown in too. Plus, there’re plenty of 
levels for your money.

® DOWNERS Unfortunately it’s 
much too easy, at least to start off 
with, and some of the coding 

looks a little bit ropey. The fast and frantic 
four player action of, say, Gauntlet II is 
totally missing too.
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THE BOTTOM LINE
A flawed but perfectly playable 
game. Just don’t expect it to 
be Gauntlet III. (If you see what 
I mean.)
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COMPLETE CONTROLACTION REPLAV CHERTS + SUT I U + TOKI+ FRNTRSV WORLD 
DIZZV + FLOOD + AWESOME

CHEATING THE ACTION REPLAY WAY
Owners of Datel’s Action Replay cartridge will alread know what a useful device it is, 
but one of its less-frequently used capabilities is the facility to poke infinite lives 
cheats etc. Now, courtesy of Craig Hobden of Hull, AMIGA POWER brings you a 
big juicy set of cheaty type things for a whole slew of games.

Now poking with Action Replay is just a tiny little bit complicated, so you’ll need 
some instructions. First load the specified game, then press the big red button to 
freeze the action. Type ‘M’ immediately followed by one of the given addresses (eg 
type M6529 for Paperboy), and you’ll be presented with a list of numbers looking not 
unlike this:
06 00 99 33 33 22 43 22 11 33

Only alter the FIRST number or you may cause the game to crash. All you do is 
pop in a new value (such as 99) and when you jump back into the game (by typing 
•X’), you will have a greatly improved number of lives, amount of time, level of 
fishiness, or whatever (depending on the game in question).

«

GAME
Paperboy

FUNCTION ALTERED
Life counter

ADDRESS TO POKE
&29

Shadow Dancer Life counter 1EB3C

Toki Life counter 23CD9

Pacmania Life counter 53EC

Line Of Fire Credit counter 249
Player 1 rockets 11F
Player 2 rockets 14B

Chase HQ II Turbo boost counter 335B3

Pang Time counter 8A17
Player 1 life counter DFD5
Player 2 life counter E10F

Insects In Space Life counter C699

James Pond Life counter 1B1

Kamikaze Player 1 life counter 113
Player 2 life counter 131

Vaxlne Credit counter 8F4

Soldier Of Light Life counter 3830F

Mr Do Run Run Life counter 1137

Super Hang-On Time counter 6D36

Pacland Life counter AF23

Narc Player 1 life counter 13967
Player 2 life counter 13A2B

Tips, tips, tips. You want tips, we got tips. In 
addition to an insurmountably large collection of 
quickies, we’ve got the second part of our Gods 
playing guide, and part two (in a series of three) to 
Gary Penn’s most excellent Prince Of Persia 
playing guide. What more could you ask for?

SWIV (The Sales Curve)

After defeating a Goosecopter, fire continuously at one of the tokens. After 32 
hits, it will turn into a star, which when collected will yield mega-powerful six­
way fire. Just be careful not to hit the token again before collecting it, or it’ll 
revert back to the one of the ordinary power-up icons.

Paul Alexis, Leeds

TOKI (Ocean)

Having problems with Ocean’s Toki? Don’t be a 
chump chimp, just use our tips.

FLOOD AWESOME (Psygnosis)

Somebody stuck with 
Dizzy? Surely not.

Miss Sammi Kendall of 
Cheltenham wrote in 
with a little problem on 
this classic Codies’ 
adventure. ‘I’ve been 
wandering around 
aimlessly trying to 
work out how to grow 
the beanstalk. I’m 
completely stuck!’ 
Well, worry no more,

as the beanstalk is simplicity itself. Take your 
pygmy cow down the well and go left to the 
shopkeeper, who will swap it for some magic 
beans. Go back up and plant the beans in the, er, 
manure, then simply use the bucket of water on 
them and watch that stalk shoot up.

For access to all of this recently re-released 
classic’s 42 levels without all that tedious 
faffing about with different code words, simply 
use ‘MEEK’ as your password.

James Bellhouse, Leeds

Bullfrog’s Flood-. One password, 42 levels. What 
more could you ask for?

Psygnosis’ low<key deep 
space blast-’em-up.

For infinite shields, fuel 
and money, simply 
follow these 
instructions from ‘Alien’ 
of Southport. 
Survive the first round. 
Go to where it says 
‘SHIELD’ on the 
weapon selection 
screen.
Hold down the *+’ key on the keypad and press your 
fire button once. If done correctly the screen will flash 
once, and you will have the aforementioned infinite 
shields, fuel and cash. Also, you can transfer all of your 
shield energy to the cannons and the cheat will still be 
active. When you’re walking on the planet surface, 
there are still no worries because the timers have been 
frozen as well (it says here).
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COMPLETE CONTROL
MEGfl TRAUELLER 1 + EDO THE DUCK + BUILDERLHND + 
ZIRIRH + ROMBO III + SHRDOLEI DANCER + THE LIGHT 
CORRIDOR + PREDRTOR 2 + NRRCO POLICE

MEGA TRAVELLER 1 EDD THE DUCK (Impulse)

This cheat from Chris Nyland of 
Gwynedd in Wales allows you to 
make colossal amounts of cash 
before starting the game. Let Chris 
tell you how...

1. Generate a party of characters 
which will eventually be your final 
team.

2. There should now be 15 spaces left
on the disk.

3. Start to generate characters and 
keep them in the service they are in
until they are forced to retire by old age. They will now receive large amounts for 
retiring (they earn most if they are scouts, and are less likely to get thrown out of this 
profession. They also stay in for more terms, which means more money at the end.), 
and also weapons and vacc suits.

Making headway in Mega Traveller 1, the 
utterly sadistic way.

Fed up of Rainbow Islands? Why not play it all over again but without the 
good bits? At least you don’t have to go through all the trouble of playing 
your way through all the levels, because, thanks to Brett Lowe of Burnley, you 
can simply press the left mouse button once during play to advance a level.
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NB If you are faced with the option of surgery early on in the characters’ service 
to restore an attribute, in about 2nd to 5th term, take the risk as they are still 
quite expendable. There is always only one such occurrence in a career, if any, 
so if it can be over and done with’ things will be easier in the rest of the career. 
If the character is older, however, he will have become more useful and should 
retire at the next opportunity, avoiding surgery.)
NB2 (If, when choosing your benefits, you select the same ‘object’ twice, always 
take a second (third...) object, as it is useful later.)

THESE CHARACTERS ARE NOT WORTH RE-ROLLING STATS FOR

It is, however, useful to boost stats during service in preparation for old age 
decline. Too Iowa stat could result in death, and that would be a shame. Don’t 
bother about useful levels either, they’ll only be wasted!

4. Fill the rest of the character pool with these rich crumblies.

5. Start the adventure from scratch with one of the original members of your party and 
four of the crumblies. Go to the Starport and get everybody to deposit all of their 
money into an account. Now withdraw all of the money through the original party 
member (OPM) and put one credit into the account.

6. Go to the general store and make the crumblies sell all of their equipment (including 
armour and helmets), unless there is anything useful (in which case give it to the OPM 
to keep), giving all the money to the OPM.

7. Take the party outside and break up. Arm the OPM and shoot all of the crumblies.

8. Go back to the Starport, save out, and recruit four different crumblies from the disk, 
repeating the above procedure as many times as you like (just make more disks full of 
crumblies and switch them when all the crumblies on one disk have died).

9. Build a healthy wad of cash. When you get bored of this legacy-hunting, just recruit 
the other OPMs and continue play.

Chris goes on to say I found this a simple way to make money and I had earned 
lots of cash and equipment without feeling that I had cheated. Women do it in 
real life, so why not do it in Mega Traveller?' AMIGA POWER would just like to 
point out that there's nothing at all big or clever about misogyny, and that the 
opinions of contributors do not necessarily reflect the views of the management 
etc etc.

PREDATOR 2 (Image Works)

Pause the game, type ‘YOUR ONE UGLY MOTHER’ and unpause for infinite lives.

BUILDERLAND
(Loriciel)

To see more of this strange but 
cute little game from France, 
use these level codes, supplied 
by Thureim Ne Win (it says 
here) from Brighton.

1 - BUILD1 5 - DIABLO
2 - YOTTHA 6 - GOTIUS
3■BEARBY
4 - OCTOPY

ZIRIAX
(The Software Business)

Ziriax - R-Type 
II it most 
certainly isn’t.

You may find this 
game just a touch 
more bearable if you 
press 1,2, 3, 4, 5 or 6 
while playing to light 
up the respective 
power-ups, then 
press Return to 
activate them.

RAMBO III (The Hit Squad)

Yet another in our long running 
Great Cheats For Crap Games 
series, simply score over 5,000 
points, and enter your name as 
‘RENEGADE’ will allow you to 
access various levels by pressing 
the 1,2, or 3 keys when you’re 
on the high score table.

Newly re-released on budget, 
there’s still absolutely 

every reason to avoid the 
tragic Rambo III.

Shadow Dancer. A brilliant 
example of the beat-’em-up, or 
just a very sad excuse for a 
computer game?

THE LIGHT CORRIDOR (Infogrames)

Jon Mitchell of Kingston Blount has been playing this game for several months 
(strange chap) and has generously decided to share with us all the level codes 
he’s discovered. Take it away, Jon.

NARCO POLICE (Dinamic)

Narco Police - Almost, but not 
quite, a reasonable game.

Try typing in the following codes for 
various effects:
MUNICION - Boost ammo up to full 
NOENEMIG - No enemies
COMENZAR ■ Bring back enemies 
ABRIR ■ Open any security doors 
NOAMETZ* (Substitute * for sector number) 
- Turn off machine guns
NOCAMZ* (As above) - Turn machine guns 
back on

1 - OOOO 11 - 9305 21 -3212 31 -2819 41 - 1926
2- 5400 12- 3406 22-0213 32 -9919 42- 9726
3- 0101 13- 0407 23-8213 33 -7320 43- 5927
4- 3901 14- 6407 24-5014 34 -2521 44- 0528
5- 2602 15- 2008 25-1015 35 -0622 45- 7328
6- 9902 16- 7408 26-8215 36 -3722 46- 3929
7- 4303 17- 4709 27-5116 37 - 1223 47- 3030
8- 9003 18- 3810 28-7017 38 -4523 48- 0531
9- 6904 19- 0511 29-5518 39 -4124 49- 8431
10 -3305 20- 6811 30-2819 40 - 1825 50- 9932



COMPLETE CONTROL.BOMBUZRL + DRRGON SPIRIT + SPELLBOUND 
+ SUPERCRRS I I

BOMBUZAL (Imageworks)

AMIGA POWER’S No.1 Bombuzal ten, Gary Penn, got a 
bit of a surprise this month when we got a letter from 
Darran Pocock of Barking, who claimed that there was, 
contrary to popular belief, a pause mode in Bombuzal. 
Darran asserted that when you press the spacebar to 
access the overhead-view map screen, if you keep it 
held down the clock stops until you release it. Imagine 
our surprise, then, when we tried it out and found that it 
actually worked! ‘Oh heck’, said Gary, when I think of 
how much time that could have saved me when I was 
doing that blinking poster last month, I could almost 
weep.’ Well, it was something like that, anyway...

DRAGON 
SPIRIT
If you’re getting bored with 
playing the same old levels 
on this scrolling zapper, 
simply pause the game, 
type ‘DRAGONHEAD’, and 
press F10. Now you should 
find you can skip levels by 
pressing the 
corresponding number 
key.

James Bellhouse

SPELLBOUND (Psyclapse)

Ha! Spellbound? More like Bargain 
Bin Bound.

Thureim Ne Win (sic) 
suffered this frankly crap 
platform game for long 
enough to come up with the 
following incredibly 
amusing level codes:

2 -HEYY 
3-OUDI
4 -DYOU
5 ■ CALL

6 - MYPI
7 - NT AW
8 - OMAN

Another one bites the dust, in Supercars II. Warning: 
leaping 20ft gaps can damage your health.

Not content with our definitive series of maps in 
Issue 3 (no crappy diagrams in THIS mag, pal)? How 
about entering the players’ names as ‘Wonderland’ 
and ‘The Seer’ for a groovy cheat mode with all 
kinds of neat things? Still not enough? In that case, 
what you need is a list of answers to some of the 
trickier questions you’ll be asked by the game’s 
various inquisitors between tracks. And guess, just 
guess, what we’ve got for you now?

AT THE LAWYER’S
Q. Did you know your great uncle well?
A. We were like brothers, sob sob.

Q. The deceased wants you to give the money to the 
home for orphaned lemmings.
A. I’d prefer ‘Cats Against The Bomb’.

Q. Is this your first inheritance?
A. Yes!

Q. Could you describe your uncle?
A. He was a short fat jolly man.

AT THE DEPARTMENT OF 
THE ENVIRONMENT

Q. How many miles to the gallon does your car do?
A. 45mpg on petrol, 68mpg on orange juice.

Q. Do you know what a catalytic converter is used for?
A. Removing harmful gases from exhaust fumes.

Q. What would you do if you saw a hedgehog on the 
road?
A. Stop and move it to safety.

Q. What are you going to do about your gas emissions?
A. I’ll buy a cat

This guy obviously has no sense of humour. Better 
answer his questions without any wisecracks.

Q. Didn’t you know that your car is a noise pollution 
hazard?
A. Yeah, so are New Kids!

Q. Do you drive at an economical speed?
A. I drive at a steady 56mph.

Q. You’re a good looking guy. How do you fancy dinner 
tonight?
A. Er, sure, sweets!

AT THE SPONSOR’S

Q. You wouldn’t ruin our reputation by cheating, would 
you?
A. I’m as honest as the day is long.

Q. You realise we also have Mario Andrex on our racing 
team?
A. We’re the best of pals.

Q. How can you enhance my company’s image?
A. My success will reflect on your company.

Hubba, hubba. Okay, so maybe Supercars II was worth 
more than 73 percent after all.

AT THE DRIVING SCHOOL

Q. Which lane should you be in when reaching a 
roundabout, waiting to go straight on?
A. The left lane.

Q. Why did the chicken cross the road?
A. To get to the other side.

Q. What should you do if you are approaching a level 
crossing when a train is late?
A. Don’t worry, the train will be late!

Q. A traffic warden gives you a ticket for being illegally 
parked, what do you do?
A. Fire all remaining missiles.

Q. What is the correct procedure for turning?
A. Mirror, signal, brake, manoeuvre.

Q. What should you do if you are reversing and another 
car approaches?
A. Stop and wait for it to pass.

Q. What is the speed limit in a built-up area?
A. 30mph.

Q. What should you do if your brakes fail?
A. Use the gears and handbrake to slow down.

Q. What should you do if you are first on the scene of an 
accident?
A. Call the emergency services and wait.

Q. What tyre pressure should the average tyre have?
A. About 30 psi.

>
Q. Approaching a left hand curve, where should your car 
be positioned? -
A. Near to the centre line of the road. 0

>
Q. What should you do if anything falls from the vehicle 
on the motorway? O
A. Safely stop and remove the item. g
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PRINCE OF PERSIR COMPLETE CONTROL

mysterious alter-

guard with 
hit 

points

(PART TWO)

Here it is - part two of Gary Penn’s luvverly guide to 
Prince Of Persia. Originally this was meant to have been 
done in two lumps, but, because of the sheer size and 
complexity of the game, you’re now going to have to wait 
until next month for the final instalment. (Otherwise there 
wouldn't have been room for Gods etc this issue). 
Anyway, get ready for the guides to levels five to eight. If 
you don't know what's going on, check out last month’s 
Complete Control for the key.
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PRINCE OF PERSIR • Jl i

step to the edge of the 
tile to the left then 
perform a standing 
jump to clear both this

A guard 
with 
four 
hit 
points

Next month: Our Prince Of 
Persia guide comes to its 
conclusion, with levels nine 
to 12 - don't worry, we're 
sure they'll all fit this time!

red pot
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COMPLETE CONTROL. GODS

WORLD 
ONE

In the second of our on­
going playing guides, 

Bitmap Brother Eric 
Matthews (with a little 

help from our own 
Stuart Campbell) gives 

you the lowdown on 
LEVEL TWO of the 

smash hit Gods.

Level Two, World One
The world key to exit world one is located 
in the gem room. It is situated on top of a 
platform, some distance above ground 
level. The key is much too high to reach 
by normal means.

The block that the key rests on may 
be lowered by bringing three gems to this 
room. You must bring the gems in the 
correct order. Ice, fire then water.
When lowered, collect key and exit world 
one through the door by lever (4).

Hidden Puzzles
1. To get to the treasure room.
When you first start level two, walk to the 
right and press hidden switch (A). This

r- will open a trap door below.
Walk left and kill the two centurions. If you 

® have more than one life they will reveal a 
gold treasure chest key. Collecting this

J key will also trigger traps throughout
m this world.

Climb down into the chamber below the 
m one you started in and walk right until a 
h thief appears. Leave the thief to jump up 

and steal the shield potion sitting behind 
w the traps on the platform above. Now use 

the gold key to lure him back down and 
kill him to get the shield. Climb up past 
the traps. Pull lever (1) to reveal a 

w treasure key and a thief to collect it for 
> you. Make sure your shield has run out 
0 before pulling the lever or it’ll kill the thief.

The treasure room is entered through the
< door to the right of lever (5).
O 2. To enter the bonus room:
J Experiment with lever (3). Make sure you
< have enough energy before entering.

© Level Two, World Two
The most direct route you can take 
through the pits goes like this:

Climb down the ladder to the platform 
where the narrow arc rests. It is usually 
better to ignore the narrow arc token if 
you already have a standard arc.
Walk to the right edge of the platform and 
jump onto the ladder to your right.
Jump onto the platform by lever (1). 
Press lever (1) to blow up the trap below.
Climb back down and land on the 
platform below.
Go down the ladder to the right. Get off at 
the first opening to the left. This is Pit 
One.
Blow up the traps by pulling lever (2).
Get the room key.
Return to the ladder and climb back up to 
the top, exiting to your right.
Keep walking along this platform to the 
right and drop off the edge.
You are now in Pit Two. Walk right and 
up the ladder.
Walk right and jump over the gap.
Go right and down the next ladder and 
collect the teleport key.
Go to lever (6) and pull it. This closes the 
first trap door in Pit Three.
Drop down.
Pull levers (7), (8) and (9) to close each 
new trap door in turn, allowing you to 

progress to the bottom of Pit Three.
Open the two side doors to your right and 
go through the door facing you between 
levers (11) & (12). This will teleport you to 
the top of Pit Four.
Enter the door to the right of lever (15), 
collect the world key from the ship room. 
To exit the world, climb down to the 
bottom of pit three and open the left hand 
door. The world exit door is along the 
corridor to your left.

Hidden Puzzles
To get to the treasure room.
There are three chalices lying around the 
pits. Take them to the ship room to 
receive a treasure room key. The treasure 
room is entered through the door to the 
left of lever (3).

The Shop
Buy spears and power potions.

Level Two, World Three
World three is split into two halves. The 
mosaic puzzle and the candle puzzle.

The Mosaic Puzzle
You start in the mosaic room. There are 

four pieces of mosaic which you must find 
and bring here.
Pick up the first piece from the right hand 
side of the room and walk left to replace 
the first piece of mosaic.
Pull lever (1).
Kill the two centurions revealed and 
collect the trap key.
Reset lever (1) to reveal a moving block. 
Jump onto the moving block and pick up 
the door key.
Pull lever (2) to reveal the hidden door. 
Pull lever (3) to move Block One.
Reset lever (2) to open the door.
Along this corridor are four rooms. These 
are the crypt, the apothecary, the wizard’s 
study and the armoury.
In these rooms are: The globe, the skull, 
and the jar of herbs.
To find the missing three pieces of the 
mosaic, take the skull to the crypt, take 
the globe to the wizard’s study and take 
the jar of herbs to the apothecary. The 
quickest route is armoury, crypt, 
apothecary, wizard’s study.
Return all three pieces of mosaic to the 
mosaic room and a teleport stone will 
then appear.



COMPLETE CONTROL.GOOS

WORLD 
TWO

The teleport stone will take you to the 
second part of world three.

The Candle Puzzle
Walk left killing all monsters until a trap 
key is revealed.
Return to lever (15). Pull lever (15) and 
moving Block Two will rise from the floor. 
Jump onto the moving block and go up 
the ladder, then kill the wall monster to 
reveal a spear token.
Pick up the trap key and climb back down 
the ladder.
Walk left to lever (17) and pull it.
Climb down the ladder. Walk right. Jump 

over the trap and pull lever (18). This 
closes the trap door underneath lever 
(19). Climb back up and jump onto the 
trapdoor you'll find underneath 
lever (19).
Use levers (19) and (20) to close trap 
doors and make your way up. Collect the 
trap key on the left.
Jump onto moving Block Three and ride 
it towards the right.
Jump up onto the ledge and retrieve 
the candle.
Go to lever (22) and pull it to move block 
(4) and climb down through the 
opening revealed.

Make your way to the study. The candle 
reveals the door key here.
Go to lever (26) and pull it to gain 
entrance to the dragon’s lair.

Hidden Puzzles
1. To get the gold cross.
Reset levers (19), (20) and (21). This will 
destroy the traps which prevent you from 
reaching the gold cross. The gold cross is 
very useful if taken to the right place.

The Dragon
Alternately duck and shoot to kill the 
dragon. Don’t force him too far over to the 

right or, when he dies, the treasure 
revealed will drop off the bottom of the 
screen and be lost.

The Shop
During the first world of level three you 
will almost certainly have to pick up a 
mace which will cancel your spears. Sell 
the spears now by buying one throwing 
star. Spend you money on fireballs and 
save the rest to spend in the next shop.

COMING IN NEXT MONTH’S 
COMPLETE CONTROL (WITH A BIT OF 
LUCK): LEVEL THREE OF GODS.

A
M

IG
A 

PO
W

ER 
SEPTEM

B
ER 

1991



»rporation

THE HIT SQUAD • P.O. BOX 350 • MANCHESTER M60 2LX



Explore the ultimate 
in computing 
excitement...

AMIGA presents
FORMAT 1

15 - 17 November 1991

Commodore



Discover the Amk
Amiga Format presents the greatest computer show this year E

Just look at what there is!
Christmas hits Ocean, Psygnosis, Mindscape, Electronic Arts, Virgin, Microprose, 
Gremlin, Mirrorsoft: all the leading software houses will be at the Show, with massive 
stands. This'll be your chance to see and play the year's biggest games - 
exclusive to the Show.

CDTV City Just what is CDTV? What can you do with it? What software 
can you buy? Discover exactly what the future of Amiga 
computing holds in the Show's unique CDTV City.

Christmas Shopping Mall All the best Amiga bargains are here! 
Packed to the very rafters with incredible deals. You won't find 
cheaper games anywhere. Load up with the very best for 
your Amiga - and at the best possible prices!

Multimedia Theatre Commodore has attracted some of the 
biggest names in computing to demonstrate their stuff. 
See what the Amiga is really capable of!

Games Arcade Set your eyes on boggle mode, you won't 
believe how many incredible games you'll be able to play.

The game makers Imagine hearing direct from the leading 
games' programmers: just how do they do what they do?
Imagine no more: these seminars will tell you all you need to
know. Plus Amiga Format will be running Question and Answer 
sessions throughout the Show.

Free Guide Amiga Format will be producing a damn fine free read 
of a show guide.

Massive Stands Experience the excitement and live the dream at Britain's 
biggest leisure computer show.

And also... Fistfuls of competitions. Hosts of celebrities and experts. Jaw-droppingly wonderful big
screen video. Virtual Reality (virtually certain). Creche. And a lot of noise, that's for certain...

You'll think Christinas has come early!



liga at its Best!
/ear Earl's Court II, November 15-17 1991: be there!

AMIGA presents

15-17 November 199 1
(V Commodore

Faxbox
Where Earl's Court II, heart of London 

When November 15-17 1991 
Times 9am-5.30pm November 15-16; 

9am-4pm November 17 
Cost Adults £6, under 14s £4 

(but see the special Early Booker Offer) 
Who'll be there? Commodore, Amiga 
Format, Amiga Power, Amiga Shopper, 

all the major games producers, a 
myriad of serious publishers, loads 

of bargain-offerers, lots of 
hardware developers and 

everyone into the world of 
Amiga.

You want to get the best 
games for your Amiga? 

Get along to Earl's Court 
on November 15-17!

EARLY BOOKER OFFER: SAVE TIME, SAVE MONEY
Be smart. You know this World of 

Commodore will attract tens of 
thousands of people. And you know 

what that means: queue City.
So avoid all the foot-shuffling, hanging- 

around-for-ages start to the Show by 
booking your tickets early.

And you'll even save money! Bit of a barg,
really. Do it now, otherwise you'll only forget and 

then regret it later when you're really cold and you 
can't wait to get inside and - (Snip! - Ed)

Number of tickets ......................................................Adult (at £4.95 each)

.............................................Under 14s (at £2.95 each)

Total payment
Method of Payment (please circle) Access Visa Cheque PO

Credit Card number.......................................................Expiry date..............

CREDIT CARD HOTLINE 051 356 5085

Please make all cheques payable to WORLD OF COMMODORE

YES I would like to have my tickets early, avoid all the queues and 
save £1.05 on every ticket, please.
Name.......................................................................................................................

Address..................................................................................................................

Send this form to
World of Commodore 
PO BOX 2
Ellesmere Port 
South Wirral 
L65 3EA

WARNING: This offer closes on 8.1 1.91 
If you don't want to cut up this magazine, photocopies are accepted.

AMP9
Postcode......................................................................................................................



PREVIEW SPECIAL

Populous II is nearly completed, but it’s going to be launched into a market 
absolutely flooded with epic-sized 3D isometric strategy games, many of 
which give the player a suspiciously similar god-like overview. Good 

though it’s bound to be, will it be different enough to make much impact in
the face of such stiff competition? Matt Bielby feels compelled to ask...

Peter Molyneux,
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have you started?
‘I’m not all that happy that everyone keeps 
comparing all these games to Populous,’ Peter 
Molyneux says. ‘I’ve not played them all, but 
from the sound of things they all come at things 
from a very different angle. I’m not sure it’s all 
that fair on the people who’ve written them 
really.’

It’s not just us who are comparing them though, I 
protest. People are showing us these things, and the first 
thing they say is ‘It may look a bit like Populous but it’s really 
something else entirely,’ and sometimes they’re right and 
sometimes they aren’t. All last year I felt a bit stupid 
bandying around the term ‘god-sim’ because all it really 
referred to was Populous, Sim City, Powermonger and 
precious little else, but now I’ve no problem with it at all. 
We’ve got things that could broadly be defined as god-sims 
coming out of our ears, and most of them look a lot closer to 
Populous than they do to Sim City.

‘Alright then, let me change my tack a little,’ says Peter. 
‘Yes, you’re right, there are a lot of these games about, and 

yes, they’re quite worrying. Every so often I have a crisis 
where I wonder if we’re doing the right thing, if Populous II is 
really going to work and whether I’m too close to it to see 
something obvious that’s terribly wrong with it. Wouldn’t it be 
horrible if one of these other games turned out to be a great 
deal better than our one?’

Horrible maybe, but not very likely though. Populous II is 
just so big, so polished and so complete feeling you’d be 
hard pushed to see how anyone could directly compete. 
Instead, most of these makers of rival Populous games have 
taken a different angle on the thing, coming up with an 
assortment of similar looking games which actually have 
different flavours.

From the look of things, Populous //stands head and 
shoulders above them all in terms of ambition at the very 
least, but that’s not to say these aren’t some superb games 
in their own right. Indeed, there’s nothing to say that one of 
the approaches taken here may not work out to be more 
satisfying to actually play than Bullfrog’s ‘official’ sequel. 
Mind you, most of the new breeds programmers are claiming 
to have little or nothing to do with Peter's original...



POPULOUS II Electronic Arts
Available October
At first glance, Populous II looks pretty similar to the first 
game. Things don’t immediately strike you as having 
changed all that much - not until you put the two games 
side by side at least. It’s only then you notice the book 
effect is gone, and all the backgrounds are simplified - the 
plain black void everything floats in not only concentrates 
the mind better on the task in hand, it somehow gives the 
feeling of god-like power over landscapes floating in a 
void. The idea is to make room for more happening in the 
play area itself.

‘Much as I like it - and it’s genuinely one of my 
'avourite ever games - I felt the first Populous was lacking 
in nearly every area,’ says Peter Molyneux. ‘My first 
oriority wasn’t to change the game graphically too much, it 
was to improve the way it played. Part of that’s to add 
much more in the way of effects so the game simply looks 
more action-packed and interesting, part of it’s to improve 
the controls to make them as intuitive as possible, and 
part of it’s to add to the number of ways in which you can

The bigger, 
better, wider, 
mote approach

A prosperous settlement on the north west tip of the 
island« You can just tell something's about to happen.

The sparse backgrounds of Populous II give a real feeling 
of God-like control.

Note the new 'island* floating at the top right of the 
screen, and the simplified icon control system.

play the game. I’ve always hated games where once 
you’ve completed it, that’s it - you’ve finished - and 
there’s no incentive to start again. With Populous II- and 
all the best games we’ve done - you can play it in a 
number of different ways, and there’s no finite end in 
sight. That's the advantage’

‘The whole point of Populous is that you CAN’T 
control what your people do, you can only influence them
- that’s where it differs from many similar looking games 
which in fact give you a more traditional strategy game­
like control. I love the idea that you can walk away from a 
game and everyone will keep on doing things without you
- when you come back the whole set-up will have 
changed and you’ll have to try and cope with how things 
stand now.’

Populous II is certainly a more spectacular game than 
the first one - your basic control is still that you can raise 
and lower land around your people, encouraging them to 
settle in flat open spaces, say, or protecting them from a 
tidal wave by quickly building a range of mountains 
between them and it. Beyond that though, there are about 
40 new graphical effects you can employ - from 
whirlpools to earthquakes to simply planting trees. As a 
trainee Greek god you start with only a few in your 
repertoire, but as your worshippers increase in number so 
does your ability to do things - and hopefully your skill 
too. Would you know that building high land nearby will 
attract a column of fire away from your settlement, say? 
And would you know to use fire yourself as a way of 
drying out a swamp that threatens to drown your men?

‘One of the most important things about the new 
game is that you can play it in four different ways. The 
Conquest game is a sort of role-player, where you’re 
trying to build up your men and abilities with the sole 
purpose of taking over the entire map - and that means 
attacking and defeating the rival tribe of men loyal to a 
rival, computer-controlled deity. With the Challenge game 
you chose one of around 100 pre-set cities and then have 
to save it from disaster. The game will give you a certain 
amount of time to prepare for the tidal wave or earthquake 
or whatever it is to hit, and you’ve got to do the best job 
preparing for it you can.

‘Then there’s the Problem game, which gives you a 
pre-set task - say persuading your tribe to peacefully co­
habit a map with the tribe of another deity - and then 
gives you a certain amount to time in which to manage it, 
while the Custom game allows you to set up the 
conditions and scenario pretty much any way you like.’

And that’s not all! Populous //will feature a serial link 
(which allows two players to join their machines and play 
rival gods), a normal two player game (which allows rival 
human player to use the same machine, each using a cut­
down version of the screen), a rewind facility (which 
allows you to rewind or fast forward through the last three 
hours of events, allowing you to spotlight exactly where 
you may have gone wrong), and (one of our favourites) 
the option to set up two computer opponents against each 
other and let them get on with it, allowing you to come 
back to the computer every so often, see how they’re 
doing, and perhaps make a few malicious modifications.

MEGA LO MANIA Image Works
Out now
Vega Io Mania (reviewed this issue) looks very similar to 
Populous but has quite a different feel. The presentation is 
much less ambitious for a start - you can’t raise or lower 
and, just flip from one sector to another - and the game 
task is much more obviously wargame based. Here you’re 
not so much manipulating the destinies of your little 
: omputer people, you’re leading them.

The control is that much more direct - the game has 
p'obably less depth, but it’s much more easily accessible.
• s also very funny - the digitised voices (especially 
ecorded by real actors, not the normal samples or crap 

: 'ogrammer-speak) particularly drawing you into the 
game. But you can read all this and more in the review on 
:age 22 - what you really want to know is the thinking
: ehind the game, how this is intended to be different to 
Populous. And who better to tell us than John Hare of 
Sensible Software?

‘Just listen to this - our original design for the game 
-at became Mega Io Mania - and tell me how close to 
Populous it sounds! We had a space ship moving across 
•- scrolling map and shooting out enemy control towers
* th bombs. When you’d done that the land would turn to 
. xjr colour and you’d have conquered the sector - you’d 
-en move onto the next one. Rather than have the

:rmal shoot-’em-up collectable weapons we had a

Perhaps the most visually distinctive 
of the new sod sims, Afega Io Mania 
avoids the use of isometric 3D.

One minute it’s swords and spears, 
the next it can be jet planes and 
nuclear missiles.

By opting for a direct control system, 
Mega Io Mania transcends the ‘cold* 
feel of some strategy games.

factory where you would actually build them from material 
you collected - indeed, the management aspect was as 
complex as it is now, but we had a shoot-’em-up tacked 
on top! ‘What basically happened is that the publishers 
said it was too complicated having the two sorts of game

The 
lighthearted 

approach
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in there, and since we’d got more interested in the 
management side the blaster had to go. With that out of 
the way, making it scroll seemed sort of redundant, so we 
changed it so you were controlling a race of alien animals 
living on a static piece of land. Later we moved to robots, 
which is where the sort of strange mechanical way they 
reproduce in the finished game comes from, while the 
collecting minerals to create things is a fairly obvious idea 
used in a lot of games - Millennium 2.2 is one that 
definitely springs to mind.

‘And then - and this is where we were influenced by 
Populous - the robots became little people to humanise 
proceedings. It developed logically from there really’.
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PREVIEW SPECIAL

REALMS Virgin
Available October
Realms is being developed by Graftgold, makers of the 
Amiga version of Rainbow Islands (well known for being 
our favourite game of all time), so we expect a lot. This 
one has much more of the straight strategy game about it 
than most others covered on these pages - as heir to the 
throne of a certain realm-, you inherit a certain number of 
cities. One. your capital, is paid taxes by the others, and 
so becomes strong (though again, you’ve got to watch 
you don't overtax your satellite towns - there are up to 
four or five other computer controlled realms on the same 
map. and they're likely to take advantage of any 
disgruntled cities). There’s also the possibility that a town 
or towns will split off and form a new realm of its own.

Steve Turner of Graftgold apparently had the idea 
absolutely ages ago: ‘It was back in the Spectrunndays, 
when Lords Of Midnight was popular. It’s an idea that 
went through all sorts of forms, but what we’ve ended up 
with gives you first a massive map-view showing the 
strategic links between towns, and then a closer, more 
Powermonger-style battle view. This is more of a fast and 

frantic strategy game than Powermonger though, and on a 
more global scale. We’re not concerned with the abilities 
of individuals at all - each time you see a little man on the 
screen he represents an army of 1,000 men.

‘Since we’ve been working on the game such a long 
time, the timing is turning out to be annoying - there

The 
super-strategy 
game approach

seems to have been a run on this sort of game, following 
the American style of PC strategy games, but using 
European front-end graphics. Many PC games sound 
great but turn out to be very disappointing to play - the 
idea here is to get that scale, but make it all lots of fun at 
the same time.

‘The other thing we’ve aimed at - while not fixing 
ourselves to any particular place or time - is making our 
world feel like a real place, and making events unfold as 
they really would. It’s not as contrived as, say, Mega Io 
Mania, which, while it works as a game, doesn’t really 
represent the way things happen in real life - having said 
that though, we do have races of dwarves and elves in 
our game which takes it out of the area of reality!

'The idea is that sometimes you will feel like you’re in 
control of the game, earning more revenue and spreading 
your sphere of influence, and sometimes you feel it’s 
driving you, as everything goes wrong at once and you 
have to take desperate measures to try and arrest the 
decline. We imagine you’ll be frantically clicking away on 
screen and icons, moving yourself around, checking that 
while you’re fighting one enemy on your northern front, 
say, a plague isn’t ravaging your capital city and so on. 
I’m not exactly sure how really serious wargamers will 
take to it - there probably aren’t enough statistics in it for 
them - but I think if they try playing it they’ll find it 
represents a battle in the most direct way, while using the 
same real world rules as all those boring battle games.’

The contoured 3D map, while small is incredibly effective, 
the curves and details of land being remarkably clear.

A confrontation ffea/ms-style. Each warrior graphic 
actually represents a horde of the little blighters.

More strategy-based than the other games previewed 
here, Realms could represent the future of wargames.
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FLAG Gremlin
Available November
Flag looks a bit like the rest of these large scale 3D 
isometric things, and provides a very similar sounding 
game task, but in reality it’s probably the odd man out 
there. The first real difference is the scale - you’re much 
closer to the action in Flag (indeed, the view is more that 
of a Cadaver than a Populous), and while the game-play

The paintball 
approach

is based on a conflict between two tribes, the most people 
you’ll ever really have on each side is around the 60 
mark. The second difference is that this isn’t so much an

The blue standard bearer mopes inconspicuously in the 
corner while his buddies go in search of the enemy flag.

all-out war as a stealthy commando-type operation - your 
task, as leader of one of the tribes, is to steal the other 
side’s flag and get it back to your base, NOT to simply kill 
everyone in sight. Yes, you’re right, despite the medieval 
trappings, this is basically a paintball game.

‘We actually have the choice between playing the 
game in the prettier 3D view or a 2D looking-straight- 
down-on-the-map view,’ says programmer Simon Cooke. 
‘In the 2D view the scale is a lot smaller so you can get a 
better idea of what’s happening overall - when you start 
out you’ll probably use that most, but I’d recommend 
switching between the two during the same game.’ 
In two player mode the game gives each player 30 
seconds or a minute to take their turn, and then the little 
men fight it out from where they stand using their in-built 
artificial intelligence.

‘Our plan is to make it as idiot proof as possible,’ says 
Simon, ‘so we’re trying to get rid of icons and other 
confusing controls as much as possible, making the game 

easier to use. I’ve been getting very paranoid that people 
are going to lump this in with Populous, but once they see 
the game I think they’ll be immediately aware of how 
different it is. We’re making no attempt to simulate the 
world here - I know the fact that we say it’s a conflict 
between two towns that extends through the ages sounds 
like that, but in fact all that really changes is the 
architecture and the clothing. The time period is from the 
medieval to the Elizabethan, so the technology level 
remains more or less the same. It’s no Mega Io Mania or 
whatever - this is much smaller scale, short-term strategy, 
thing. Much more an action game.’

Indeed, if Populous puts you in the role of a god, and 
Powermonger {he role of a general, Flag is perhaps best 
imagined simulating what it’s like being a sergeant in a 
combat situation. It makes you itch to know what Simon 
Cooke’s collaborator on Flag - Ian Harling - could have 
done with his Vietnam game The Lost Patrol using a 
similar system...

With graphics reminiscent of Ultimate's old Spectrum 
games, the tone of Flag is very much one of fun.



PREVIEW SPECIAL.

UTOPIA Gremlin
Available October
Gremlin’s Utopia is set on another planet at some time in 
the future - hence all the pink ground, Dan Dare style 
architecture and so on - and while it shares the diamond­
shape isometric viewpoint of Populous, the game itself 
actually has a lot more in common with the other classic 
‘god-sim’, Sim City.

‘Yes,’ says programmer Graham Ing, the man behind 
BSS Jane Seymour, lwe actually like to think of it as a sort 
of Sim City Plus. The idea for the game came initially from 
playing Sim City, and enjoying it, but thinking it would be 
that much better if you had some sort of big enemy to go 
up against. What started out as a sort of Cold War thing 
quickly became futuristic when we thought of how much 
freedom that would give us, and the top-down view we 
started out with didn’t last long either -1 don’t think the 
market would accept the straight map-view anymore. 
Doing everything from a 3D isometric viewpoint certainly 
makes it look a lot more impressive.’

What happens is that you start out, in your role as 
leader of a space colony, with a small outpost on an alien 
planet - about 100 people, eight buildings and that’s

The futuristic theme to Utopia makes for some interestins 
graphics. Just check out these buildins designs.

The sci-fi approach to the sod sim concept is Utopia’s 
winning card, lending the game a less pretentious feel.

The isometric 
Sim City 
approach

about it. It’s your job to mine resources, build up industries 
and make your settlement grow - since the air isn’t 
breathable here though you’re in a much more precarious 
position than in Sim City, with keeping essential supplies 
coming being your first priority. The map you get to scroll 
around is maybe ten screen by twelve screens across - in 
theory it’s possible to fill the whole lot with your 
metropolis, though in practice the best the programmers 
have managed covers about a third.

Where Utopia really differs from Sim City though is in 
the war element - it’s not unlike that of Mega Io Mania in 
fact. Somewhere off the edge of the screen is an alien 
settlement - of different types with different capabilities on

The modular city designs takes away some of the realism, 
but leaves the game simple to grasp, much like Sim City.

different levels - and sooner or later they’re going to 
attack you. It’s up to you then to build up your defenses in 
preparation for this happening - putting some men aside 
to develop weapons is a good idea - and then organise 
your people to strike back as need be.

A minor civilisation in full swing, the similarities with Sim 
City become more apparent.

CASTLES Electronic Arts
Available early '92
Already a big(ish) PC hit, Castles will be ready on the 
Amiga in November or December, all being well. Little has 
been seen on that version in this country so far - which is 
why these are PC screens you see here - as it’s being put 
together by Interplay, the well-known American 
developers of The Bard’s Tale series, Neuromancer, 
Wasteland and Battle Chess.

So how does it all work? Well, imagine a cross 
Detween Populous, Bailroad Tycoon and the Atari arcade 
:ame Ramparts (itself being developed for the Amiga by 
Domark). You play the lord of a castle - or a number of 
castles on more sophisticated levels - and the aim of the 
came is to a) complete your castle (the design is up to 
/ou), b) build up your armies, and c) defend against or 
attack rival lords. It’s not all straight fighting though - 
Castles includes a lot of that keeping-people-sweet 
: jsiness that’s become a staple of this sort of game, 

retimes Castles feels less like a sod sim and more like 
• construction company simulation. (PC screens shown)

Statistics in abundance, the PC version of Castles has been 
criticised for it’s lack of scope and feel.

The castle only part complete, it’s time to get the archers 
ready in preparation of the enemy assault.

though don’t be too soft on them! A lightly taxed people 
may be a happy people, but they’re also a badly defended 
one, and that means you’ll be put out of the game pretty 
damn smartish - also, it’s worth remembering that 
keeping the church and your armies sweet was at least as 
important to the average medieval tyrant as the general 
well-being of the peasants.

Castles has been criticised on the PC for being a bit 
too samey, with less of the grand scale and variation of 
events you get in games like Populous, though apparently 
steps have been taken to rectify some of that with the 
Amiga. Just how effective these improvements will be 
remains to be seen.

1 think it’s fair to say that there are a number of 
games around at the moment that’ve been influenced by 
that whole Populous/ Sim City thing,’ says EA’s Simon 
Jeffrey, ‘and this is one of them. It is odd though how 
things seem to come in trends, often without anybody 
involved being at least consciously aware of it. Castles 

has been included in with all the large-scale 3D isometric 
games, but equally it’s been caught up in a sort of 
medieval castle-based game thing. There’s Atari’s

The medieval 
approach

Ramparts arcade machine for a start, which is much more 
of a puzzle game - almost a cross between Castles and 
Tetris-and then there’s a game from Mindcraft called 
The Siege due early next year which has a similar theme. 
Mindcraft games tend to be much more hardcore role­
playing orientated though, so I see little real conflict, but 
it’s odd how these things come about, isn’t it?’
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Ian Stewart: Gremlin boss and all-round chuffed person.

It’s a hive of activity at Gremlin all right. It’s been two years 

now since Ian Stewart bought a slightly sorry looking and 

rather run-down little company back from US Gold, and you 

really wouldn’t recognise the place. Not surprising actually, 
since they’ve moved - offices held at various times in 

Walsall, Birmingham and Derby abandoned in favour of a
warren of tiny rooms in the middle of home town Sheffield.

Physically at least, the company’s back where it started around seven years ago.

LOTUS TURBO 
CHALLENGE II

Lotus II- notice the missing word ‘Esprit’, 
due to the fact that there are Elan-based 
sections in this new game - is being put 
together by Sean Southern and Andrew 
Morris at Magnetic Fields, the team behind 
the first game. Sean, in particular, has one 
hell of a background in driving games - 
both Supercars, Super Scramble Sim, Kick 
Start et al - and it shows. There are things 
being tried in this new Lotus that just 
haven’t been seen in other Amiga car 
racing games.

The first difference to take on board
over the original Lotus is that this new one 
isn’t based around race tracks - instead, 
it’s that old favourite, the OutRun-sty\e 
chase across America. There are eight 
stages, 40 time checkpoints to cross, and 
various backgrounds ranging from desert 
to swamp to forest. In play the immediate 
difference over the first game is that you 
get lots of different coloured cars (rather 
than millions of red ones) and that the full 
screen is employed in single player mode 
(the unusual horizontally split affair is 
retained when you’re racing a chum). 
More spectacular, though, are the new 
weather conditions. Here you can see 
snow, rain and the quite spectacular fog 
sequences - where cars, trees and sign 
posts loom up out of a vision-limiting 
greyness - but the finished night driving 
sequence is said to be spectacular too, 
with objects again only becoming visible 
as you get close to them. It’s fast too - 
perhaps even faster than the first Lotus

Of course, in every other way it’s a very different firm. The impressive thing isn’t just that it’s now a 
proper company again, though there is that (Gremlin’s no longer just a handful of blokes using the 
resources of Centresoft/US Gold to see them through) - it’s that the products have been there too. 
You couldn’t really say they’ve had a duffer since, well, Impossamole- certainly the Switchblade, 
Supercars and Lotus triumvirate, all three of which have spawned successful (or soon to be 
successful) sequels, has worked miracles for the company. ‘There are people who remember 
Gremlin from before 
we became known 
as the driving game 
people,’ says boss 
Ian Stewart, and he 
looks all set to 
remind us all of the 
fact too - this is 
quite simply one of 
the most interesting 
Christmas product 
line-ups they’ve 
ever had...

Lotus th Seen in these four screens in single player mode (the two-player uses a split screen 
a la the first Lotus) it's already obvious that it's a far more impressive game than its 
predecessor. Ther.e are still a lot of graphical glitches in the desert section (bottom left) but 
check out the snow and (especially) the fog scenes on the right - nothing has been done like 
this on the Amiga before. There's life in the sprite-based driving game yet...



game - but it’s the weather conditions that 
will win people over.

Andrew Morris is graphic artist on the 
project: ‘One thing we were certain we 
wanted to get in was the full screen 
display in one player mode - it’s 
something we were trying for with the first 
Lotus but didn’t quite have time to get 
right, so this proved the ideal opportunity 
for us.

‘The thing everybody comments on is 
the fog effect and yes, we’re very pleased 
with it. I’ve seen people do fog on a couple 
of things, but I don’t think anybody’s got 
anywhere near ours. Other things we’re 
pleased with too include the fact you can 
link two Amigas to get four players racing 
at once - each using a half screen display 
- and the fact that having the races come 
in stages with check points makes them 
more exciting.

‘I think this is it for us as far as racing 
games are concerned though - for the 
moment at least. I know Sean (Southern, 
the programmer) wants to have a go at a 
shoot-’em-up next, and hopefully we’ll be 
able to make a good job of that too. The 
thing is to look at existing genres of game 
and then hopefully find a new way to do it 
that nobody’s done before.’

HARLEQUIN

Play Harlequin and you’re immediately 
reminded of something. It’s the way the 
main character leaps, slides and bounds 
across the roof tops, the way the baddies 
all seem so static by comparison - hell, 
even the way he hang-glides in at the start 
of things! That’s right, on first appearances 
Harlequin - a coin-op style leap-around 
featuring more than its fair share of 
moving platforms and the like - seems 
heavily influenced by, of all things, Strider. 
It’s an eight way scroller - unusually, the 
main character walks right to left much of 
the time - built up of a fairly generous 20 
levels. At one point they were apparently 
not sure whether the main character 
should be armed, or simply use his agility 
to dodge the baddies, though as things 
stand now weapons are certainly in the 
game plan.

Harlequin is being put together by 
Andrew Findlay and Ed Campbell of The 
Warp Factory, newcomers who’ve 
previously only worked on the unreleased 
beat-’em-up Battlebound for On-line.

So, Andrew, it looks to me a lot 
like Strider.

‘Well, yeah, perhaps some of the bits 
you’ve seen, but we really haven’t looked 
at Strider very much at all -1 think that’ll 
become clear as you see more of the 
game. What we’ve been aiming at is 
simply getting a smooth scrolling platform 
game on a grand scale - we’ve tried to 
have lots of interaction with the 
backgrounds and use as much 
imagination as possible. At one point our 
hero hangs off the arms of a giant clock, in 
another he has to avoid being eaten up by 
giant faces who are trying to suck you up 
through a straw!

‘What we didn’t want was one of 
those games where you just follow a linear 
path through the levels and once you’ve 
completed the game, that’s it. Maximum

Harlequin: It doesn't remain this purple - or this static - for long!(1) At the top of this tower there's a giant clock - Harlequin has to 
hang from it like Robert Powell in ‘The Thirty Nine Steps'. In fact our hero uses lots of circus-type skills - wire-walking (9) amongst 
them. It's when he's sliding down the angled wires (or indeed angled rooftops or other walls (4)) that the game becomes most 
reminicent of arcade and US Gold home computer semi-classic Strider. Harlequin is at least as acrobatic as that character, but lives 
in perhaps a more interesting world - the waterfall scenes (4) could come from Switchblade II or either Turrican game or goodness 
knows what else. You couldn't say the same about some of the other places he goes though - Harlequin has a bizarre, dream-like 
quality to it, especially graphically, quite unlike just about any other game. Some of it is simply hard to work out - we'll have to wait 
until we play the game to really find out what's going on in this circus-like location (5), while others are more identifiable, if just plain 
bizarre. The House Of Cards (6) provides a number of weird platforms built from, well, playing cards, giving the game a surreal edge 
similar to Batman comics, The Avengers TV show (or just about anything else that has giant playing cards in it). Even weirder than that 
though is the bit with the giant jugglers - ‘Harlequin must leap from ball to ball to make his way to the heavens* apparently - (7) 
while The Learning Curve (ahem) - looking like it was ‘filmed* on the over-sized set of a manic Play School - puts him in a giant 
kiddies bedroom, complete with sad-looking (and hopefully non-hostile) giant teddy bear (8). There are no two ways about it - 
Harlequin is one interesting-looking, but very peculiar, game.
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Videokid: You want giant end-of-level 
baddies? Hey, you got ’em!

playability is what we’ve 
aimed at, and to try and get 
that we’ve allowed you to 
take many different routes 
through the game. At one 
point, for instance, you’re in 
a room full of TVs - 
depending on which one you 
pick, the next levels will be 
based on the theme of 
whatever programme was 
playing at the time.’

Ed, you came up 
with the bulk of the game

design, didn’t you?
‘Yes. First we thought of lots of ideas

work MR GREMLIN

for levels really, and then we 
tried to think of ways to string 
them all together. What 
we’ve ended up with is a 
game with a very dream-like, 
slightly surreal atmosphere 
where just about anything 
can happen. For instance, in 
one bit the harlequin turns 
into a fish and you find 
yourself swimming through 
the sewer pipes for a bit!’ 

If you had to name 
one game that’s been an

V/deok/d: The first level is set in this influence, what would it be?
horror-film style castle affair- ‘Well, I don’t think there are any that

have really influenced us, 
but one we like the feel of is 
Switchblade II- it’s really big 
and has a nice feeling of 
freedom of movement about 
it. That’s what we 0 go for.’

VIDEOKID

IN PROGRESS

Ian Stewart, boss of Gremlin, relaxins in his Sheffield offices- You can't see it here, 
but this is perhaps the biggestroom in building - Gremlin's long- thin offices 
contain a strins of tiny self-contained work areas, each the site of a small bedroom-

The concept behind this is 
simple, though apparently 
added at quite a late stage to 
what was a fairly ordinary

Videokid: Notice how our hero doesn't cutesy platform shoot-’em-up thing. Put 
really walk as such - he flies around- together by Stuart Cook and Peter

Tattersall of Twilight in 
Harrogate (the people 
working on Ocean’s WWF 
Wrestling and US Gold’s 
Mega-Twins), it puts you in 
the stumpy shoes of a 
character who lives his life 
through - or, rather, in - 
videos. Hence an excuse for 
medieval castles, ’30’s 
Chicago and the like as 
backdrops. The basic 
thinking behind it is that if 
something appears in vids

Videokid: In fact, you couldn't tell it here, then it’s fair game - though you’re 
but it's more blaster than platform same- obviously not going to get any 

recognisable copyrighted 
characters (say Freddie from 
the Nightmare On Elm Street 
films, or Jean Claude Van 
Damme) cropping up, and 
neither is there going to be 
anything remotely saucy.

‘In actual fact,’ says 
Stuart Cook, ‘this is really a 
shoot-’em-up masquerading 
as a platform game. What 
happens is that this fairly 
average kid, who just 
happens to watch an awful

videokid: Having said that, some bits are lot of TV, one day gets dragged into a new
decidedly Wonderboy-ish. - and slightly unusual, to say the least! -

In many ways Ian Stewart still looks fairly young, but the 
hair’s the giveaway - the sort of silvery grey the head of 
the family always sports in US mini-series. Perhaps it's the 

worry and struggle involved in turning the company around - 
‘These last two years have been the hardest for sure,’ he 
says, ‘but they've also been the most enjoyable’ - or perhaps 
it’s merely in keeping with his status as a senior industry-type 
figure. After all, he’s been around quite some time...

Were you always sure you could pull Gremlin back towards being 
a major player again?

‘Of course. I put an awful lot of money into it and a lot on the line, so I 
had to be convinced it would work, didn’t I? It’s belief in your own ability at 
the end of the day, and belief in the people around you or who you can 
attract to work for you that counts.’

How do you feel people view Gremlin now?
‘Well, the perception that’s getting back to us is that this is a company 

that people are really watching, or at least, should be watching. Obviously 
we can’t get complacent, and we don’t have vast amounts of corporate 
money to bail us out if we make mistakes, but I think we can afford to be 
cautiously pleased.’

Do you see big changes in the market over the next few years? 
‘The Amiga market is obviously very important to us at the moment, 

and I’m sure it will remain so. It has to be really - in the UK it’s the only one 
we’ve got! - though it has to be said the PC is coming through a bit in 
Europe. What’s happening is that we’re filtering out the bottom end - the 
Spectrums and so on. The other thing that’s become crystal clear is we 
simply have to become heavily involved in the console market by next year.’



WHERE DID THE IDEA FOR PLAN 9 
FROM OUTER SPACE COME FROM? 
AND WHAT DOES ‘GBH’ STAND FOR 
ANYWAY? IAN STEWART ANSWERS 
THESE QUESTIONS AND MORE...

Gremlin have recently acquired a number of unusual 
licences - Lotus, Hero Quest, the recently announced Plan 
9 From Outer Space. How is this working out?
‘Very well indeed, and they’re certainly a lot of fun to be involved 

with. David Martin (who used to run Martech/Screen 7) handles most 
of our licence acquisition. He sources them, comes up with proposals 
and so on - I’d say probably 80 percent of things we put proposals in 
for don’t come off for one reason or another, but the ones that have 
are proving interesting’.

How do you come up with the idea for something like Plan 
9 From Outer Space?
‘Sean Kelly, one of our product development people and an ex­

journalist (indeed, he used to write for magazines like CU Amiga, 
Zero and Your Sinclair), came up with the idea. Some of our 
development people in Ireland wanted to do a Cinemaware-type 
product based around the theme of ‘B’ movies, you see, and we 
started looking around for a suitable licence, but Sean - who knows 
about these things - immediately jumped up and said ‘If your making 
a game based around a crap film it has to be Plan 9 From Outer 
Space, because that’s famous for being simply the crappest one 
there is’. When we eventually managed to get hold of a copy of the 
video we simply couldn't believe how bad it is! The game we’ve come 
up with is very knowing and very tongue-in-cheek and hopefully very, 
very funny.’

You guys have built up quite a rep now for doing driving 
games, and with the second Lotus game due soon it seems 
to be continuing. Is it something you intend to keep up?
‘I think we’ll give the driving games a rest for a while, to be honest. 

We’re going to go a bit more actioney, a bit more arcadey, and a bit 
more upmarket - basically just diversify a bit more. There are people

out there who remember Gremlin from before we were known as the driving 
game specialists, you know!

‘Our basic thinking is that a two player driving game is a two player 
driving game, and if we give it our best shot with the second Lotus we’re going 
to really exhaust that area for a while. Better ail round really to try and come 
up with something new.’

Everything seem to be developed out of house these days. That’s 
not the Gremlin I remember.

‘We have to - it’s simple. It just takes a lot more people to complete a 
product nowadays, especially if it’s across a number of formats. You have to 
make sure that every product is the best that you can possibly do too, and that 
can mean making sure you get people who are particularly good at a certain 
sort of game to work on that project. It also means you have to get a lot more 
selective about what you release.

‘For instance, with something like Gary Lineker’s Hotshot - which isn’t a 
bad game - we never released it on 16-bit at full price because we thought it 
simply wasn’t good enough to justify the price tag. We held it over and brought 
it out on GBH, our new budget label, at £9.99.

‘It’s a similar story with a new product we’ve got called Pegasus. It’s 
always looked good visually, but when the developers first brought it to us it 
didn’t play all that well at all. It’s taken a lot of work to get it to the stage it’s at 
now, and I really believe it’s got the potential to be a first class product. If we 
can’t honestly review a game ourselves at around 85 percent I’d be very 
unhappy about letting it go out. It’s as simple as that. There’s too much at 
stake now - you just can’t afford to put flawed products out there anymore’.

Finally, what does GBH stand for?
‘A-ha! That’s really up to you! If you’re a young, aggressive sort of a 

person, it’d probably stand for ‘Grievous Bodily Harm’, which sounds suitably 
macho and so on. If, on the other hand, you’re a bit older, a bit more mature, 
you’re more likely to think of it as ‘Gremlin Budget Hits’ or similar. It’s certainly 
a striking phrase, wouldn’t you say?’

Thank you, Ian. If you’re going to keep making jokes like that I think we’d 
better leave it there.

video recorder! To get out he 
has to fight his way through a 
number of levels - there’s a 
western level, a medieval 
one, a gangster setting, a sci- 
fi world and a horror world - 
though it’s all a bit too cute to 
be really nasty. Because the 
game has a slightly unreal, 
dream-like feel, the kid floats 
through it all rather than 
walking and jumping, making 
the control action seem very 
shoot-’em-up like.

‘One thing we’re proud of is the 
variety in the game - some bits are eight 
way scrolling, some move 
horizontally and so on - but 
on a more technical side 
we’ve got a very slick new 
parallax scrolling routine that 
uses more colours than 
usual. We’ve got the screen 
update running much, much 
faster than usual too. In fact, 
I'd say it’s as quick as many 
arcade machines.’

F r

Videokid*. He's an odd-looking chap, this 
Vidkid- his hair keeps changing colour...

JELLYBEAN

Now this one is weird. Imagine, if you will, 
the hero from Squeek (or a similar Gonk- 
like creation) running around 
after hundreds of wiggling 
little jellybeans, every one of 
which is hopping and 
bouncing around the screen 
with Lemmings-Wke disregard 
for its own safety. The beans 
have various different looks 
and characteristics - some 
are more intelligent than 
others - but all (or at least 
the bulk of them) have to be 
eaten or trapped by your 
good self before you can 
clear the level. There’s a 
problem with this though - not only are the 
beans hard to catch, there are plenty of 
other traps and nasty creatures about, all 
keen to get their chompers around them

Videokid*. ...as do his clothes, dependins 
on the level (or 'video') he's currently in.

Jellybean*. Ah, yes. Most peculiar. That's you 
there on the right (the rather sorry looking 
Gonk character), those other things are the 

beans, and, erm...

Space Crusade*. Imagine Hero Quest crossed with the high tech space-marine stuff 
of the movie Aliens and you've got some idea of what Space Crusade will be like. 
The look off your rather squat little men are all highly reminicent off the little lead 
models you get in fantasy role playing shops - hardly surprising, that's where the 
board game started life.
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Jellybean programmer Tim May: *1 guess 
you'd call it a sort of anti-Lemmings.'

too. Let too many 
beans get eaten or 
destroyed by other 
hazards and-uh-oh!- 
you won’t be able to 
finish the level. 
Described in-house as 
a sort of anti-Lemm/ngs 
(in that you’re trying to 
kill the little critters - or 
herd them into your pre­
set traps - not save 
them), it’s a vertically 
scrolling cutesy arcade 
puzzle thing with a nice 
line in the bizarre - 
particularly the 
monsters who seem to break through the 
scrolling background in an attempt to get 
at the beans, almost like invaders from 
another game.

SPACE CRUSADE

FRP fans will be waiting for this one - 
Gremlin’s conversion of MB Games’ 
follow-up to their incredibly successful 
fantasy board game, Hero Quest. Space 
Crusade (the computer game) retains the 
3D isometric look of Hero Quest- at least 
for the action sequences - but the 
differences go beyond the fact that your 
Dungeons And Dragons-style characters 
have been replaced by robots, aliens, 
space marines and so on. For a start 
much of the game is played in plan view, 
which makes it rather easier to tell what’s 
going on. Claimed to be ‘an improvement 
on Hero Quest all-round really,’ Gremlin 
aim to at least equal the success of the 
first game - the cardboard and plastic 
version of Space Crusade hasn’t been 
around all that long but is already the sixth 
biggest selling board game in the UK 
apparently. Expect big things.

SUSPICIOUS CARGO

Not the sort of thing you’d expect from 
Gremlin at all really. This is actually a text 
based adventure with Cyberpunky 
overtones, mixing William Gibson novels, 
the film Alien and some surprisingly old- 
fashioned sounding arcade sequences in 
about equal measure. Allowing the player 
a Wonderland-\\ke control over the size 
and positioning of text windows, icon strips 
and the like, it uses animated cameo 
pictures of characters, map screens and 
what the game spec refers to as ‘animated 
stills’ of the main locations. The plot sees 
an innocent and slightly 
down-on-his-luck space 
captain forced by your 
typically Cyberpunk all- 
powerful conglomerate 
to transport a 
mysterious cargo to 
earth.

The first part of 
the game sees the 
player control the 
actions of our hero as 
he smuggles his cargo 
through customs, takes 
off, avoids customs 
ships, fixes his hyper­
space drive, sorts the 

Game-wise, the buck stops here: James 
North-Hern, Gremlin Technical Director.

SUSPICIOUS CARGO
Here's where the game starts, in 
a ‘coffin* (a small plastic pre-fab 
hotel ‘room') rented out near a 
space port Very cyberpunk.
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suspended 
animation system 
and so on. Things 
really heat up in 
the second part 
though, when - 
yes! - a distress 
message from 
another ship 
wakes him up 
(shades of you- 
know-what), and 
things start to go 
wrong in a serious 
way. With 
everything from a 
bogus space pirate

attack to the genetically-engineered alien 
killing machine (which indeed formed his 
cargo) escaping and running riot around 
his ship to cope with, the game’s going to 
keep you very busy indeed.

Possibly the oddest thing about the 
whole affair - and it sounds like an 
intriguing scenario, you must admit - is the 
series of mini-arcade sequences you must 
complete at certain points in the game. 
The ‘Repel Boarders’ sequence when the 
space pirates attack actually turns out to 
be a variation on Operation Wolf, while the 
‘Moon Lander’ bit works exactly as it 
sounds. All good old time fun, no doubt - 
perhaps the most interesting of these 
sequences being your 3D Dungeon 
Master-style stalking of the monster 
through the holds of the ship.

Suspicious Cargo has been put 
together by programmers Gareth Davis 
and David Lincoln, graphic artist Jules 
Holton and designer Martin Cowan at 
Imagitec.

Gareth, the window system you’re 
using seems a bit like the one in 
Wonderland. Do you think that’s the way 
forward for text adventures?

‘Actually, originally it was a lot more 
like Wonderland than it is now. We started 
with a windows system, but it was just too 
slow - exactly as it was in Wonderland, 
which we weren’t too impressed with - so 
in the end we went for a flexible fixed 
system, one which offers you eight 
variations on the layout, not quite as much 
as Wonderland but more than sufficient. 
Text-based games are pretty much dying 
and I don’t think tacking windows on is 
really the answer - we’ve made sure the 
whole game is playable purely using the 
icons, and we’ve added these arcade-style 
sequences for a real change of pace’.

Don’t you think you’ll put off 
traditional adventure fans with these bits?

‘Let’s be honest, text adventure fans 
will snap up just 
about anything at 
the moment - 
there’s nothing 
much around - so I 
don’t think these 
action bits will put 
anybody off too 
much. We’re 
aiming at the 
Sierra-type game 
player anyway, I 
guess - those 
people who are 
used to graphics 
with their 
adventures.’-

And then there are the puzzley 
bits - this is possibly something 
to do with fixing your hyperdrive 
or suspended animation.Çi D
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STORM

Spectrum cassette • £ 11.99
© :>991 The Sales Curve Ltd. 
Ail rights reserved.
Jateco coin op license.

IT'LL MAKE
YOU PUKE!!

Something very bizarre has happened in the fairy village... the 
inhabitants have changed from chummy chappies into fluffy 
fiends! It's so bad they've even gone and kidnapped the 
beloved"Mom" of our angelic fairy heroes, Tam and Rit.

Now she lies captured in the top of the 
Maboots Tower where she can only 

(•' ’ be saved by whopping anything
** • cuddly on the head with 

their magic rods.
So cute... it'll make you puke? 

\ FIND OUT IN
fix SEPTEMBER.



IN THE BEGINNING
Dave - After working at the Timex factory in Dundee, I went to 
college, where I began programming with the Amiga version 
of Menace.
Brian -1 was at college with Dave while he was doing Menace, and 
he asked me if I’d like to do the ST version.
Russell -1 started off in the Spectrum market, and I did a game 
called Moonshadow which was originally going to be released by 
Ocean, but ended up as a budget game from Cascade, as well as a 
Jet Set Willy editor which I did while I was at school. It was around 
then I met Dave, as we both worked in the Timex factory in Dundee 
which made all the Sinclair machines. Then I switched to the PC and 
did versions of Menace, Ballistix and Lemmings, as well as Ballistix 

on the PC Engine. I was only actually part-time until last year, 
when I graduated from university. I did start a PHd this year, 

but I’ve given that up to go into software development full 
time. After the success of Lemmings, I decided it was 

about time to start taking it seriously!

David: This is the DMA game that never was. It was • / . XX:.-•-
a beat-’em-up that we got quite a way into -
programming, before the bottom fell out of the

beat-’em-up market. It looked great, and the F
animation was lovely -1 don’t think

there’s been a computer character
who moves quite so well - but at
the end of the day we felt that flfl

fc there just wasn’t any 7
significant amount of game in X; ' iM^--

fl it (partly due to the amount of SHjp*** 1

I memory the animation used T £ ffiWaEa
fl up). We were happy with the k Wl

graphics and everything, but it w II Jfli
fljust wasn’t happening for us, the * WO

whole idea of the beat-’em-up ' ¿1' fl:\p^7Tj IS

just wasn’t something that we *liffJfl fly
wanted to put the DMA name JE|k
to. We’ve gone down quite a ^fl
few roac*s !’ke that, trying stuff out "

fl and then deciding that they weren’t

up to scratch, that’s why there’s only IIflflBfl*™
||||||fl really been three games from DMA Design so
|||||m far - it’s not that we’ve been sitting around doing nothing, it’s just that we only want to 
||||||fl^ release good products, things that we feel happy with ourselves, regardless of 

whether they might sell or not. Gore is something that we’ve stopped, but it hasn’t 
^k been completely abandoned, if we can come up with that missing gameplay
Hbu element, who knows?

DMA Design, brainchild of programmer 
David Jones, notched one of the biggest critical 
and commercial Amiga successes ever with 
Lemmings. We sent Stuart up to their Dundee 
hideout to mull over some other software hits and 
misses with them. (And talk about Lemmings).

LEMMINGS
Dave Jones: It’s been two years since the original idea for Lemmings, but it first began to look like 
being a really good game about a year or so ago. That was when it started, and unfortunately it’s never 
going to end - everyone else loves the game and I don't think even we'd get bored of it.
One of the things we experimented with was making individual lemmings a bit easier to pick out, because 
on some of the later levels you can be presented with a huge mass of lemmings and need to make one 
of them do something, but it’s impossible to actually see which one is which. Eventually it came down to 
the design of the game itself, which didn’t make that easy to do, so we had to leave it as it was. In our 
designs for Lemmings 2, we’re looking at various ways of making lemmings do different things, and 
hopefully stopping them from congregating so much.
Russell: Something else we would have liked to include was some animated sequences between levels, 
more cartoony stuff like that. The one thing we’d really have liked to do was use the original tunes. At first 
we had things like the Batman theme, the Mission Impossible theme, and the tune from The Addams 
Family. \Ne really liked them, but because of copyright problems we had to dump them. The idea would 
have been that there would have been an animated sequence 
with a lemming dressed as Batman, or maybe one _
being chased by a fizzing bomb fuse to the 
accompaniment of the Mission Impossible j

then
following level of the game. In a 
similar vein, we’d have liked to 
have a bit more variation in the 
graphics. We’d have liked to 
put a computer-to-computer 
data link in for real full- 
screen two-piayer versions JS
too. The graphics.
particularly, are something ' .7
th at we ’ re a i m i n g to fl

correct in Lemmings 2, the ,
appearance of the game -
is going to change quite M
considerably, although the 
basic idea will be, er, similar flHHK|
(not that we want to give 
away too much at this point. ' ’
you understand).
Brian: It’s all just written down on
paper and in our heads at the 1

moment, it’s going to be six months or t >
so before anything really starts to happen.
Hopefully Lemmings 2 will be everything we 
weren’t able to do in Lemmings. Well, except the k
tunes.
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MENACE
Brian - This was the first ever DMA Design game. If I’d 
known then what I know now about Menace, I think I’d 
have put Dave’s name on the front and pretended I had 
nothing to do with it! It was his baby really, he used to sit 

at the back of the class at college busily writing away, 
and everyone assumed he was taking notes, but he’d 

actually be designing graphics and enemy patterns for 
Menace. The game itself was a good starting point, I hadn’t 

really done any 68000 programming before, it was the first 
major thing I did and to me, it was well worth doing, just, er, to do.

Well, you’ve got to cut your teeth on something. It was one of the first 
games to actually use the Amiga’s copperlist graphics, make use of the hardware, and this 
made it a real pain to convert to the other formats. If you’ve ever seen the ST version, it’s 
completely dreadful.
Russell - Menace was a valuable learning experience, for reasons not really related to the 
game itself. Before then we all knew how to program, but it was the first time we’d had to, for 
example, work to a deadline. There were a lot of ways we’d have liked to improve Menace - 
I’d like to basically rewrite it completely from scratch - but we couldn’t, simply because we 

had deadlines to keep. It made us realise that it wasn’t a hobby 
any more, we were running a business now as well.

B

BLOOD MONEY
Brian: We’d have made it easier for 

starters, that’s been the biggest criticism 
we’ve had. Certainly the first few levels are 
just too tough for most people. The last 
level of a game has got to be difficult, and 
we’d have kept that one as it is, but it 
needs to be a bit more forgiving to 
actually get into. Russell and Dave 
played the game and played it, and Dave 

himself is a big shoot-’em-up fan and he 
felt that he wanted to do a really hard game

for shoot-’em-up fans. The problem was that 
not everyone who bought the game was 

looking for something quite that hard. I think we 
learnt this lesson with Lemmings, you have to have 

some easy levels to start off with and let people into 
the game. The first levels we did for Lemmings in the 

original version were things which are now in the Mayhem stage, but 
we spent ages working to try and get the difficulty curve just right. To be honest, I 
don’t think there’s much else wrong with Blood Money, the graphics and control 
system and so on are just about as good as they 
could be, I don’t think we’d change

THE FUTURE
David: A lot of our time is being taken up 

with Lemmings stuff. As well as Lemmings 2 
we’re doing a Lemmings data disk with lots of extra 

levels for the original game, a Lemmings construction kit, a Lemmings 
demo that we’re going to be releasing into the Public Domain featuring 
the Lemmings Band, and we’ve had some creative input on the

Lemmings coin-op too.
Other than that we’re working on a game called Walker (working title) 

which is mostly being done by Ian Dunlop. It’s coming along quite well, 
but there’s a lot of work in it, and we’re not expecting to see it finished until 
January or February of next year. In fact we’ve made some pretty major 
changes to it quite recently, taking out an A/emes/s-style shoot-’em-up section that 
we felt just wasn’t working. It looks like being a fairly good product, it’s got some great animation, loads of parallax scrolling, 
and varied gameplay, although it’s basically a shoot-’em-up at heart.
Scott is working on a 3D game under the title of Hired Gun, which is a sort of cross between Gauntlet and Dungeon Master. 
You can have four players at once (on the same Amiga), and they battle against each other in first-person perspective, 
using lots of realistic tactics like pushing each other off cliffs and shoving walls and blocks around to trap other players. 

Scott is doing most of the game himself, and he’s spending a lot of time making sure it ends up exactly the way he’s 
envisaged it, really polishing it up. It’s the kind of thing we’re going for in the future, we’re aiming for the best gameplay and 

the best looking games too.
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'ACTION REPLAY SIMPLYglCGS INTO THE EXPANSION POR 
YOU THE POWER T/© IFREEZE MOST ANY PROGRAM.?!

A2000 VEWSm

JUST LOOK AT THE UNMATCHED RANGE OF FEATURES
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).

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.

IMPROVED SPRITE EDITOR
The full Sprite Editor allows you to view/modify the whole sprite set 
including any “ attached”  sprites. RANGE OF IMPROVED FEATURES.

VIRUS DETECTION
Comprehensive virus detection and removal features to protect your 
software investment. Works with all presently known viruses.

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.

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!

RESTART THE PROGRAM
Simply press a key and the program will continue where you left off.

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.

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!!

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.

PREFERENCES
Action Replay II now has screen colour preferences with menu setup. 
Customise your screens to suit your taste. Very simple to use.

DISK MONITOR
Invaluable disk monitor - displays disk information in easy to understand 
format. Full modify/save options.

DOS COMMANDS
Now you have a selection of DOS commands available at all times - DIR, 
FORMAT, COPY, DEVICE, etc.

DISK COPY
Disk Copy at the press of a button - faster than Dos Copy. No need to load 
Workbench - available at all times.

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!!
Full screen editor Load/Save block 

Show and edit all CPU registers and flag 
Notepad

Show memory as HEX,
Copper Assemble/Disassemble - now with suffix names

Full M68000 Assembler/Disassembler 
frozen picture Play resident sample 
allows you to see and modify all chip registers - even write only registers 
show actual track, Disk Sync, pattern etc. Dynamic Breakpoint handling 
ASCII, Assembler, Decimal

Write String to memory Jump to specific address 
Calculator Help command Full search feature 
Disk handling -

Show Ram as text Show 
Unique Custon Chip Editor

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....

ntâT/Ff »  m
GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND. 

FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324



FROM SILICA 
WITH EVERY

MTIONÌ
PACK J

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

(TOTAL FREE PACKAGE )

PHOTON PAINT 2.0 Ì 
GRAPHICS PACKAGE;

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 COQ QC 
surface mapping. IQviv J

(EDEEI 16 NIGHTS holiday! {rKKKS hotel accommodation]
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.

*

ARCADE ACTION PACK ■ £229.78:
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 Elite............................ £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 Microlllusions ..... £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”.

ILICA
SYSTEMS

I Postcode:........................................................................

TOTAL RRP: £319.73

£320
PLUS! FREE HOLIDAY ACCOMMODATION

MAH^RDER^^^^^^T^hSewsniatheriey^d^idcup^ent^AiT^D^Tfens^O^TT^
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

|"to: Silica Systems Ltd. Dept AMPOW-0991-60. 1-4 The Mews. Hatnerley Rd. Sidcup. Kent. DAU

g | PLEASE SEND FREE AMIGA COLOUR CATALOGUE 11

I Mr/Mrs/Ms:......... Initials:................... Surname: ..................................................................................

. Address: ............................................... ...............................................................................................................

Tel:........................................................................

I 
I
I 
I

LWhich computer(s), if any, do you own?...................................................................................
■ BWBB ■■ W MHB ■■■ ««Ml «■■■ MMi «M ■■■ HHK

E&OE - Advertised prices and specifications may change - please return the coupon for the latest information.
J



GAME REVIEWS Sliders + Sarakon

Welcome back to the game reviews. Budget, 
compilations and PD all have their own 

sections later on, but first, the full pricies...

SLIDERS
Publisher: Palace
Price: £25.99
Authors: Philippe Banwarth 
(game), Cedric Cazal & Franck 
Renard (graphics) at Microids 
Release: Out now

Oh dear, oh dear. I tried to like this, I 
really did. It’s another of those slightly odd 
puzzler/future sports-type games that crop 
up from time to time - often, but not » 
always, from French publishers - and tend 
to get at best a lukewarm reception, at 
worst a right slagging, in the pages of 
AMIGA POWER. It’s a real pain - the 

publishers tend to think we’ve really got it 
in for them, the programmers are likely to 
get a bit upset, but what can we say? A 
crap game’s a crap game’s a crap game. 
And here’s another one.

But just because a game itself is crap 
doesn’t mean its component parts are. 
Indeed, Sliders has a lot going for it. Take 
the graphics, for instance - a bit 
characterless, perhaps, but they’re clean 
and clear in a vaguely futuristic blueish 
sort of a way. The look, and some of the 
feel of the game, is that of early Amiga 
effort Marble Madness - the one where 
you had to roll a ball around a trap-filled 
landscape, looking for the way out.

Graphically they’re pretty much the 
same, but this is a far more impressive 
effort scrolling-wise, with the balls here 
literally zooming up and down the courses 
at pinball-like speeds, and the screen 
keeping up with their progress, no 
problem at all. Indeed, in the horizontally 
split screen two player mode it becomes 
positively remarkable, with the same 
action kept tabs on from different 
viewpoints with no discernable lack of zip.

All this comes to naught though when 
you take a look at the game. It just doesn’t 
work. You control one coloured ball, your 
opponent (either computer or human) the

3D rollins chaos in Palace’s Sliders,

other, and it’s your job to zoom off from 
your goal, try and collect the little puck 
thingie you’ll find somewhere in the 
landscape, and then herd it towards the 
other goal. Of course, he (or it) is trying to 
do the same to you, and so the game 
quickly becomes hectic, yes, but all but 
uncontrollable also, as the two balls and 
the puck bounce and zoom around the 
chequerboard play area. It all works on 
magnetism, you see - either attracting the 
ball to you and ‘running’ with it, or 
reversing the polarity and ‘kicking’ it away 
from you - giving the game an uncanny 
resembalance to a one-a-side Kick Off 2.

This has its upside - speed and a

Obsessed by Shanghai? Itching for Shanghai II? This snack won't spoil your appetite...

SARAKON
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Publisher: Virgin
Authors: Mills Heidorm (code and 
graphics),
Stefan Jeworowski (sound)
Price: £19.99
Availability: Out now

A
nyone foolish enough to have tried 
Activision’s Shanghai should beware of 
this clever little Oriental puzzler - it’s just 
as likely to have you virtually welded to your Amiga 

for a similarly ridiculously length of time.
Like Shanghai, the principles are easier to 

grasp in situ than to explain in words, but here 
goes anyway: you are presented with a tableau of 
stones laid both next to and on top of one another. 
Each displays a funny ancient symbol. Click on one 

symbol, find another replica stone, click 
on that, and see them disappear. Trouble 
is (and here’s the tricky bit) 
corresponding stones will only do your 
bidding if they have free edges, so if a 
stone is surrounded by loads of others 
you can’t get at it.

Thus, the puzzle is to clear pathways 
through the collection of square stones, 
so you can get rid of them all within the short time 
limit. Of course there are zillions of variables too 
complex to discuss here but, as is usual with good 
puzzles, the rules are easy-peasy to understand 
once you get started.

To win, all you’ll need is quick thinking and a 
lot of patience. Once you start playing there’s no 
time to think about trivia like the washing up, or 

where your next pint’s coming from - total 
concentration is essential. Thankfully 
though, this isn’t - unlike Swap say, also 
reviewed this issue - one of those games 
which need to be thought through before 
you get started. Everything has to be done 
on the move. If you clear a screen within the 
allotted time you’ll move onto another one, 
and beating it first time will be nigh on 
impossible unless you are gifted with a 
most uncluttered and analytical brain. As 
the timer counts down an audible beat 
becomes louder and more unnerving (like 
the one on Countdown on TV), and bouts of
Okay, okay, so it's not the most graphically 
spectacular game in the world...

...and yes, these Chinese shapes do all look the same 
to a layman. It doesn't make it a bad game.

panic can set in unless you fix your mind 
completely. My only complaint would be that some 
of the chinese-type symbols on the blocks look 
similar enough to each other for it to get a little 
confusing, but once you’re really into the thing 
your concentration level becomes such that 
distinguishing between one set of wiggly lines and 
another becomes pretty easy.

Sarakon is one of the most transfixing games 
around, and, although it can hardly be described as 
a spectacular piece of programming, it is a sure-fire 
way to lose all touch with reality. •
COLIN CAMPBELL

THE BOTTOM LINE
Another addictive puzzler from the Far 
East, which fans of Shanghai will find 
familiar, but still appealing in 
its own right. If you don’t 
already own something 
similar, buy this game...



Robin Smith’s International Cricket + The Executioner GAME REVIEWS

h gh degree of two-player-ability - and its 
: ownside, chiefly the old Kick Off problem 
of lack of controllability, made far worse 
nere because with only three moving 
objects on screen, a mere twelve small 
courses to explore and none of the 
emotional tug of computer football, Sliders 
nnds it very hard to hold the interest.

It’s true you’re given the ability to 
change everything about the game, from 
maximum speed of the balls to power of 
magnetic attraction - so it is possible to 
manipulate it into a form you find possible 
to play - but it’s unlikely it’ll hold your 
nterest long enough for you to be 
oothered to do it. The few people who 
'eckon they actually have some degree of 
control over Kick Off 2- rather than just 
enjoying it for its speed and pinball nature
- may find they get something out of this. 
We don’t.

So, Sliders joins Stormball, Disk, and 
the like in the ranks of not very playable 
and really not very interesting future sports 
simulations. That it’s a better game - 
particularly technically - than any other 
recent contenders doesn’t really count for 
very much I’m afraid. If you haven’t 
already got it yet, buy Speedball II instead. 
If you have,then why not go for the not- 
too-dissimilar Projectyle - now on budget
- and save yourself 15 quid? Or what 
about Spindizzy Worlds? That contains 
many of the same features. The point is, 
there are a lot of better ways to blow £25. • 
MATT BIELBY

THE BOTTOM LINE
Fast and perfectly well programmed two 
player ball game set on Marble Madness­
type landscape. Competent, but repetitive, 
uninspiring and for many likely to prove all 
but uncontrollable. Only 
funny in two player mode, 
where you’re both likely to be 
as bad as each other.

ROBIN SMITH'S 
INTERNATIONAL 
CRICKET
Publisher: Challenge 
Software
Price: £25.99
Authors: Astros Productions 
Release: Out now

Oh dear. I not at all sure where to 
start with this one, so I guess I’ll start with 
a question - who is this Robin Smith 
character anyway? Unfortunately, I don’t 
know how to follow that up (I certainly 
don’t know the answer) except with 
another question - like have there ever 
been any good computer cricket games?

And, indeed, have there ever been 
any good management games for that 
matter? (I’ve certainly not enjoyed many of 
them). When you realise that not only is 
international Cricket a) about cricket, b) a 
management game but c) endorsed by the 
utterly unfamous Robin Smith, you’ll begin 
to see the extent of my predicament in 
^viewing this. I really, really don't know 
where to start.

This is Robin Smith’s International Cricket - 
and, yes, he’s welcome to it

Well, let’s start at the beginning, with 
the cricket bit. You could hardly accuse 
the game of being well presented, but it 
does feature a neat little pad of cricket 
scorecards where you can keep all your 
averages or whatever they are marked 
down. Now I’ve forgotten how you’re 
meant to score cricket anyway - indeed, 
I’m not sure I ever really knew - so they’re 
not of much use to me, but they do, I feel, 
nicely symbolise my feelings about this 
game. It’s all about numbers, and 
statistics, and watching things you don’t 
really understand.

It’s certainly not about joining in the 
action, such as it is - once you’ve picked 
your opening batsmen or bowlers, laid out 
your fielders (if relevent) and watched your 
opponents pick the men they’ll use, all you 
get to do is watch one white ant-like figure 
‘run’ towards the wicket, bowl something 
that looks the size of a watermelon, and 
stand still as various other little ants flicker 
on and off screen haphazardly in their 
attempts to grab the melon and get it back 
towards the wicket. To point out that the 
batsmen don’t actually seem to have to 
move to score any runs, or that the ball 
always gets returned to the wicket keeper, 
then miraculously re-appears in the 
bowler's hand, seems almost churlish - 
this is only a representation of the game 
we’re watching, after all, not something 
you're intended to take part in and play.

As for the strategy/management side 
of things - which you are meant to play - 
this seems as dull and pointless to me as 
all straight management games. There are 
certainly a lot of names, figures and so on 
bandied around - though I haven’t the 
faintest idea if they’re really accurate or 
not, and no real way of finding out. I guess 
the best I can do is abandon any intention 
of reviewing this as a cricket game - it’ll no 
doubt sell almost exclusively to cricket 
fans, and there’s so little available for them 
they’ll probably lap it up - and treat it from 
the perspective of a normal computer 
game fan. For us, it’s as lethargic, 
mysterious, old fashioned and uninvolving 
as cricket itself.

(PS I’ve just found out who Robin 
Smith is - he’s a Hampshire and England 
batsman, and the guy who won us a test 
against the West Indies earlier this year. 
So sorry, it seems he is actually quite 
famous after all). • MATTBIELBY

THE BOTTOM LINE
Typically laughable graphics and lots of 
tables in this very average management
game. Fine for the more 
forgiving cricket fan but a 
complete and utter waste of 
time for the rest of us.

EXECUTIONER
Publisher: Hawk
Price: £25.99
Authors: Andrew Prime, 
Stoo Cambridge, 
Doug Boari
Release: Out now

T
he box for this debut 
release from new label 
Hawk claims that "The 
Executioner is a new concept in 

quality arcade games’. The 
justification for this patently 
untrue claim seems to be that it 
combines straightforward arcade 
action with a strategic element - 
well, pardon me if I don’t get the 
flags out and call the newspapers.

Cynicism aside, what have we 
got here? Well, the game consists 
of two main sections. One is the 
Thrust-style sequence where you 
pilot a spaceship around a series of 
planets collecting fuel and 
prisoners and looking for parts of a 
key which will allow you to find and 
kill some really nasty bad guy or 
other, the other is the much talked- 
about torture section where you 
beat up or electrocute your 
prisoners in an attempt to screw 
information about the locations of 
the keys out of them. You can also 
visit a shop to buy power-ups with 
the money you receive for selling 
prisoners as slaves - assuming of 
course that you haven’t tortured 
them to death...

So far so unsound then, but the 
most unsavoury aspect of The 
Executioner is the amount of 
entertainment it provides. Both of 
the individual sections are done 
perfectly adequately, but neither of 
them ooze excitement, and the 
amount of disk-swapping you have 
to do between them was almost 
enough to make me think that 
Cinemaware had come back from 
the dead already. The ‘Thrust’ 
section screams out for keyboard

Thrusting along, collecting prisoners 
and shooting baddies in trad style.

extra nastiness...

This gruesome looking screen is actually 
where all the torture takes place.

control, especially on some of the 
fiddly tougher planets, and the 
torture sequence is both superficial 
and slightly tastelessly executed 
(no pun intended).

There’s also an ‘entertainment’ 
option included on many of the 
menu screens, which when selected 
brings up a tempting-looking shot 
of a bar with music playing and a 
little arcade machine running an 
attract sequence in the corner. 
Sadly though, after being led on in 
this way, you aren’t allowed to 
actually play the little game, or 
indeed do anything else, which 
leaves me completely bewildered as 
to why the sequence was included 
when the disk space could clearly 
have been put to better use (like 
cutting down on swaps, for a start).

I’d only been playing The 
Executioner tor about 20 minutes 
before I started to be distracted by 
some of the more interesting things 
going on in the office. Pat the 
cleaner came in and moved a few 
coffee cups around, Mark cleared 
his throat a couple of times, Gary 
said something vaguely suggestive 
and my BMX Bandits tape ran out in 
the middle of one of my favourite 
songs, as it always does. Pretty 
soon I wasn’t paying any attention 
to the game at all, and if that 
sounds to you like I’m implying it’s 
a bit on the not-entirely-gripping 
side, then you’re not far off the 
mark. In the end, it’s all just too 
repetitive for me. •
STUART CAMPBELL

THE BOTTOM LINE
Not bad, if a bit repetitive, but p p 
you’re not going to need t t 
adrenalin transplants after Zj Z| 2 
playing it. A bit repetitive too. W —
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Amiga
Repairs

If something is wrong with your Amiga 
500 or C64, who better to turn to than 
The National Repair Centre.

For all repairs to your computer, one low 
payment covers diagnosis, repair 
(including parts and labour) and delivery 
back to you.

The experience and expertise of our 
technicians ensures that your computer 
is repaired to a high standard at a low 
cost. And each repair will be carried out 
within 12 working days!

To schedule a repair, simply call Michelle 
or Audrey on 0733 391234.

Please be ready to give your name, 
address, computer type, serial number 
and the type of fault.

The cost is £57.45 for an Amiga 500 
and £47.45 for a C64. Payment can be 
made by cheque, postal order or credit 
card.
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NATIONAL 

REPAIR CENTRE

0733 391234

FMG House
Newcombe Way, Orton Southgate 

Peterborough PE2 OSF

£57.45 
COVERS 

ANY 
REPAIRS



ARMALYTE + THE CHARGE OF THE LIGHT BRIGADE + METAL MUTANT GAME REVIEWS

THE CHARGE 
OF THE LIGHT 
BRIGADE 
Publisher: Impressions 
Price: £29.99
Author: Edward Grabowski 
Release: Out now

The Charge of the Light Brigade is set 
in 1853 and pits the British against the 
Russians. It uses the same control and 
oresentation system as its predecessors 
Rorke’s Drift and Cohort), one which 

completely dispenses with flashing 
squares, movement phases and lists of 
numbers in favour of little animated 
characters who march around the map 
beating each other up and generally 
looking very warlike. Call it gimicky, but 
the effect this achieves is superb, and 
shows most other wargames up to be the 
archaic crap they really are.

The action can be interrupted at any 
time, allowing you to assess the situation 
and give orders to your troops. 
Unfortunately this is the point at which 
Light Brigade loses most of the marks it

The Charge Of The Light Brigade - pointins 
the way forward for wargames, but flawed 
in terms of sameplay.

gains for presentation. Most of your orders 
will be concerned with moving troops, and 
over long distances this can only be 
achieved by giving the general direction 
(from eight possibilities) you want them to 
move in, hoping they pass somewhere 
near their intended destination and 
remembering to stop them when they 
reach it. There is an alternative method 
which works by pinpointing a specific 
destination, but this can only be done over 
very short distances, which isn’t much use.

The other main snag crops up when 
the two armies clash. As soon as the first 
unit in a group meets the enemy, it starts 
fighting while the rest either mill around 
looking confused or just stand there 
dumbfounded. You’re expected to tell

each individual unit exactly what you want 
it to do, a pretty time consuming task when 
you’ve got about 200 of the blighters to 
play with. Surely some form of artificial 
intelligence could take over when 
opposing units got within a certain 
distance of each other?

On top of all this there are numerous 
minor irritations, such as an erratic 
reponse to mouse clicks, and the hopeless 
method for scrolling around the map.

It’s a shame, because the frustration 
these problems cause just about ruins an 
otherwise innovative and entertaining 
game. It’s great fun to play around with 
and watch, but attempting to put serious 
battle plans into action sadly isn’t really 
feasible. This is definitely the way Amiga 
war games ought to be heading, and if the 
delightful presentation can be mixed with a 
more convincing style of gameplay, the old 
days of substandard wargames, could be 
coming to an end • JONATHAN DAVIES

THE BOTTOM LINE
Looks brilliant and has plenty of instant
appeal but falls down as a 
strategy game. Even so, it 
bodes well for the future 
of wargames.

8-bit shoot-’em-up days are here again. But do we want them?

ARMALYTE
Publisher: Thalamus
Price: £25.99
Authors Derrick Owens and Paul Michalak at 
Arc Developments
Release: Out now

Smack! Skillfully flyins into an Phew, time for a breather 
energy field. before the skies fill up again.

METAL I!
MUTAHT
Publisher: Silmarils (Palace)
Authors: In house
Price: 25.99
Release: Out now

Computers 
are a rum old 
bunch. No sooner 
have you spent a 
billion dollars 
developing them 
and sending them 
out into the big,

Cute and robotic - 
that’s Metal Mutant

wide world, then they cock up on you. Just 
like that. It’s a bummer. Hal did it in 2001,
closer to home Cybercon III did it in, erm, 
Cybercon III, and now Arod 7’s sniffing up 
the same tree - he started off okay, 
looking after lots of colonies like he was 
told to, but then all the power got to his 
circuit boards, he did a bit of a Maggie, 
and now he’s pitching for universal 
domination and all that.

So something’s got to be done. Cue 
Mr Mutant, who’s a much nicer chap. 
Except he’s not actually just one chap, but 
three. One minute he’s a cyborg, the next 
moment - ping! - he’s turned into a 
dinosaur, and the next moment after that - 
double ping! - he’s a tank. It’s a bloody 
good trick with the chicks...

Armed with different weapons, limbs, 
body armours, varying levels of 
intelligence, you-name-it-this-guy’s-got-it, 
Metal Mutant seems like the complete 
solution, adaptable to every conceivable 
situation, and completely rust-free to boot.

Silmarils’ latest title is a kick-blaster

A
nyone who finds traditional sideways scrolling 
blasters irresistable will probably have spent the 
last few weeks ploughing through Activision’s 
seemingly unsurpassable R-Type II. In comparison, it has 

to be said that Armalyte, based on a fairly ancient C64 hit, 
looks pretty sick. A surprise really, considering a) they’re 
essentially the same game, and b) the two were put 
together by the same team, the normally excellent Arc 
Developments.

The theory behind it is simple; take one space ship, 
steer it through a horizontally scrolling space-scape, 
tackle an assortment of deadly obstacles, and attempt to 
dismantle whole fleets of hostile enemy ships. Naturally, 
there's the obligatory selection of end-of-level guardians 
to negotiate. Armalyte also shares with the R-Type 
games the super blaster available by holding down the 

fire button. 
So where’s it 
gone wrong 
here? Well, 
whereas R- 
Type II was 
almost 
faultless, 
Armalyte is 
bugged by 
some lazy 
and 
thoughtless 
programming.

From the creators of R-Type II comes K’s pretty
something not very spectacular at all. enough, and

fairly tough - too tough from the outset, I’d say - but it’s 
about as user friendly as Quest For Glory II. At the end of 
each and every game you have to sit through both a still 
graphic of your trashed space cruiser, and then an 
(admittedly pretty) animation before it lets you get into 
the game again. This is, of course, infuriating - on the 
early stages (where you’re bound to make loads of 
mistakes) you’re watching this rubbish more than you’re 
actually playing the game! I'm sorry, but snail-like loading 
is just unforgiveable.

It’s also silly to insist on giving players only three 
lives with no chance to continue play. I know some 
people complain that continues make games too easy to 
complete, but their omission tends to suggest the game 
isn’t quite as large as it might be.

Still, if you can stand these irritations (and you’ll have 
to be pretty mellow not to lose your rag) then Armalyte 
isn’t all bad. It’s tough, so getting through each section is 
a satisfying experience, and graphics and animation are 
respectable enough, if a little two dimensional.

Even so, despite the irritations, it is a game I found 
myself coming back to again and again - not so much 
because it impressed me, or even bugged me, but 
because I’m such a hopeless sucker for sideways 
scrolleing 
blasters. That 
said, Armalyte 
isn't a total waste 
of time, just a bit 
of a waste of 
time. • COLIN 
CAMPBELL

THE BOTTOM LINE
Sloppy and inadequate shoot- em-up, but 
still appealing to die-hard 
fans of the genre. Pretty, but 
not nearly good enough to 
compete with the best.

arcade puzzler, set on a green planet 
called Kronox. There are three levels, 
kicking off on the surface, then moving 
through a sort of factory level into a space 
complex. Arod’s sitting at the end of 130 
screens. On each of these you’ll have 
specific tasks to attend to - killing baddies, 
picking up weapons, and squidging your 
grey matter around a trillion indy-dinky 
puzzles (basically).

It’s a simple concept, but it works well. 
After the first few screens (each with its 
own reptilian monster), you’re wondering if 
it’s ever going to pick up, when it does 
exactly that, and you suddenly realise 
you’ve actually just learnt quite a bit about 
which of the three ‘mutants’ to use in 
which situation, and how to juggle their 
skills. The learning curve reaches its dizzy 
peak at the end when you’re up against 
Arod - he has access to any one of 27 
weapons, which you must answer quickly. 
Playbility-wise, Metal Mutant comes up 
trumps. It’s also helped by some excellent 
presentation. The baddies are given 
enough space to really come alive and 
take on their own identities. But overall, its 
charm is its simplicity. Structurally, it’s 
dead straightforward. But it’s so jam- 
packed with good ideas,that it becomes 
terribly hard to resist • ANDY IDE
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THE BOTTOM LINE
Dainty arcade puzzler, with T ft
some very neat presentation. I U
Straightforward, but I 11
innovative at the same time. ■ V -«
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GAME REVIEWS LIUING JIGSHUJS + BATTLE CHESS II + CONFLICT MIDDLE EAST

LIVING 
JIGSAWS
Publisher: Miles Computing 
(The Software Business) 
Authors: Peter Fokos, Brian 
Dixon
Price: £24.99 
Release: Out now

I can’t help feeling that jigsaw puzzles 
are getting dangerously close to being 
museum pieces. Sure, they were suited to 
the days when people had nothing better 
to do with their leisure hours than listen to 
grim radio broadcasts, play cards, read 
books and generally ‘make their own 
entertainment’, but today? Somehow 
arranging colourful and eccentric shapes

A chess game with snazzy animated graphics? Well, yes. But...

BATTLE CHESS II 
- CHINESE CHESS
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Publisher: Electronic Arts
Price: £25.99
Author: Greg Christensen 
Available: Out now

T
he original Battle Chess 
made a name for itself as 
one of those programs you 
buy so you’ve got something 

impressive to show your friends. As 
a chess game per se it wasn’t really 
up to much, but the (optional) 3D 
view of the board with its little figures 
going through their pre-set battle 
routines when any piece took another 
one was cute - in look at least, the 
game was half way towards being the 
hologram version they played in the 
Star Wars flick.

A nice thing to own then, but of 
really of little more than novelty value 
- two years ago, when it was first 
released, defeated pieces going 
through ‘amusing’ little expiration 
routines involving the bishop’s head 
falling off (or whatever) were enough 
to have us rolling in our swivel chairs 
with mirth, but these days we’re less 
easily pleased, and a second Battle

©
The animations are faintly amusing, iff extremely repetitive. 
You can play in 2D, but that's not much fun either.

Picking up the pieces in Living Jigsaws. This 
jigsaw is almost complete, whereupon the 
car will drive down the road.

in the correct order looks rather less 
than thrilling.

The whole idea of jigsaws seems 
even sorrier - if that’s possible - on 
'computer. Like last month’s Tangram, it’s 

a form that works perfectly using little bits

One off our chums has been taken out

Chess game would have to deliver 
something rather more.

Electronic Arts know this of 
course, and have gone to some pains 
to make Battle Chess //a very 
different proposition to the first 

game. For a start, 
and most obviously, 
they’ve based it on 
Chinese chess, 
which is a very 
different game, with 
different pieces, 
different moves and 
even a river flowing 
down the middle of 
the board! They’ve 
also made sure you 
can play the game in 
straight overhead 
view mode too, with 
little counters 
instead of animated 

of wood or cardboard - it’s hard to see 
what you gain by putting the action onto a 
computer screen.

Actually, it’s not that hard to see as 
such - fairly obviously, the pictures you 
build up are animated, hence the ‘living’ 
part - it’s just hard to understand. Is 
seeing a rather sugary view of a hot air 
balloon float over an English landscape, or 
watching an ugly dinosaur’s last moments 
in the locality of a seriously irate volcano, 
really enough to justify spending 25 quid? 
Pleasingly, each individual piece is 
actually animated too, meaning objects 
passing through the main screen will also 
appear on loose pieces. This isn’t 
especially useful, but it is a kinda neat 
techie trick.

The game works like this. You’ve got 
a dozen picture puzzles, and using the 

sprites - ideal for when you’re bored 
with the new set of ‘amusing’ 
graphics and want to actually get 
down to playing the game.

They’ve succeeded too - Battle 
Chess II is a very different game, it’s 
just not a particularly good one.

Problem number one: clever little 
graphical routines are no longer 
novel, and while these are different to 
those in the first one, they’re still 
really only okay’. They can be 
painfully slow too - in normal use 
each graphical routine takes so long 
for the disk to access that by the time 
it’s finished you’ll have forgotten why 
you made the move in the first place 
- though this is less of a problem 
once you’ve installed the thing on a 
hard disk.

Problem number two: Chinese 
Chess itself isn’t that interesting - 
you’ll have no trouble working out 
why it’s never really established itself 
outside of the mother country. It’s 
nowhere near as flexible and 
challenging as ‘proper’ chess, and 
most people’s total unfamiliarity with 
the pieces makes it off-putting to 
get into.

Problem number three: The 
software is all over the place. It’s 
hard to get pieces to go where you 
want them, and trying to use the 
‘suggest move’ option is a 
nightmare. I played the computer and 
asked it for some advice, and the 
bloody thing beat me in three moves. 
Do you know what it’s like to be 
taken in and cheated by a piece of 
software? (If you spend £26 on this, 
you’ll find out soon enough).

No, sorry EA, but this just 
doesn’t cut it. If you want to play an 
alternative game of chess, we still 
suggest you try Exocet’s excellent 
Distant Armies. • COLIN CAMPBELL

THE BOTTOM LINE
Boring, slow and irritating. M fl
Only the most fanatical chess n II =« 
fiends will squeeze any real U O 
pleasure from this oddity. ■ W 

mouse you’ve got to move pieces from the 
storage screen to the puzzle screen, then 
place them the correct way round and in 
the right place. Each puzzle can be ‘cut­
up’ any way you like from a selection of 
different styles of piece, and there’s a 
selection of four difficulty levels, based 
mainly around how large and numerous 
the bits are. Manipulating the difficulty 
factor of the puzzles isn’t the only 
‘advantage’ Living Jigsaws has over table- 
top versions. You can also cheat. Pressing 
certain keys will actually place the pieces 
correctly, with the aid of a ‘Help Elf’, 
though why you’d want to do this I don’t 
know - it rather defeats the object of the 
game. Still, it’s not something you need to 
waste much time worrying about - unless 
you’re a bit simple you won’t be laying out 
a whopping £25 for such as this.
Quickly, then, two reasons why this is not 
a wise purchase:
1) Computer jigsaw as a concept is 
unbelievably limited and a bit of a non 
starter really.
2) This isn’t even a good computer jigsaw 
game - it’s slow, primitive, and lacks any 
charm or wit whatsoever. I could imagine 
someone under the age of six gleaning a 
smattering of fun from the pretty pictures, 
but little more than they’d enjoy from a 
normal jigsaw. The Amiga was made for 
better things - methinks this jigsaw puzzle 
should have been left in its box. •
COLIN CAMPBELL

THE BOTTOM LINE
Wrong-headed attempt to bring an 
unsuitable pastime to the Amiga. Badly 
executed from the start - it would probably 
be scorned by jigsaw fans ~ fl fl^ 
but perhaps an entertaining ■■ C SS 
alternative to shoot-’em-ups I] 
for the very young. If 1J

CONFLICT 
MIDDLE EAST 
Publisher: SSI/US Gold 
Price: £30.99
Author: Norm Koger 
Release: Out now

No problem guessing what this one’s 
all about really, is there? The game’s 
subtitle speaks volumes - ‘Arab-Israeli 
Wars: 1973-?’ In fact, the question mark is 
sort of irrelevant now - real-life events in 
the Middle East have already grimly 
overtaken the game’s pre-Operation 
Desert Storm ‘contemporary’ scenario.

Reality aside though, how does this 
work as a wargame? Well, for a start you 
must remember that wargames are what 
designers at SSI have traditionally been 
best at, and Conflict Middle East 
represents pretty much the state-of-the-art 
in that particular branch of gaming. The 
problem isn’t really with the game itself so 
much as with whether what passes for 
‘state-of-the-art’ in wargaming terms is 
really good enough any more.

But first, how does it work? Well, 
pretty much in traditional wargame terms. 
Units are displayed as icons on a 
hexagonally patterned terrain map and 
movement and combat are handled in a 
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series of controlled phases which make up 
a turn. You can play either against the 
computer or a human opponent, take 
either side, play out battles from the 73 or 
’90s war, pick the time of year and go for 
complete or limited intelligence. If you’re 
playing on your own you can choose to 
alter the opposition’s effectiveness.

One thing soon becomes clear - 
logistics, not just combat, are essential to 
grasp if you want to nick some Sinai while 
nobody’s looking. The most important 
thing to remember is not to over-reach 
yourself. Supply nets try to keep your 
frontline troops stocked up with fuel and 
ammunition as best they can, but if you 
stretch them too far you’ll soon start losing 
your front line armour en masse.

Don’t fret though - it’s not too 
complicated. Remember, in a game like 
this it’s perfectly acceptable to take your
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Conflict Middle East is traditional in almost 
every respect, right down to the hex map.

time with things. Time only passes when 
you tell it to - either by ending a turn or 
carrying out actions in a turn. This gives 
you the chance to skim the manual 
between moves (and thankfully, it’s a clear 
and easy one to read). To start with, I was 
confused to find that airborne cavalry units 
are identified as artillery units (because 
that’s what they’re most like in effect), but 
a quick flick through the manual and I’d 
worked out what was going on.

But back to my point about the validity 
or not of traditional wargames. This is 
without doubt a clever one - something as 
simple as the weather can hamper crucial 
air strikes - but although I’m still making 
progress, I reckon I’ll soon be able to 
defeat anything the program throws at me, 
and then the game will only be brought out 
when there’s a chance that the company I 
keep fancies a bash.

Wargames have been moving closer 
to simulations territory recently and I think 
they’ve been better for it. With stuff like 
M1 Tank Platoon, you get more of the feel 
of playing a 1/300th scale micro armour 
game - even as seen from the tabletop 
which is ideal. Playing the redundant 
1990s scenario, I couldn’t help feel that 
Conflict Middle East is already something 
of an anachronism. Historically, it’s a fine 
wargame. But in style and subject, it has 
little to offer those interested in what might 
unfold in another Middle East military 
crisis. Real wargamers have moved on. • 
SEAN MASTERSON

THE BOTTOM LINE
A fine traditional wargame, but it’s a form
that looks increasingly left 
behind by the more 
sophisticated wargame 
techniques now in use.

Just when good puzzlers seemed to have dried up, they did.
Publisher: Palace
Price: £25.99 
Authors: Microids
Release: Out now

O
h dear, oh dear, oh dear. It 
looks like we’re finally 
getting towards the bottom 
of the barrel as far as these puzzle 

thingies are concerned. We’re not 
quite there yet perhaps, but recent 
releases like Logical and (ugh!) 
Quadrel have looked increasingly ho- 
hum with each new game released, 
and while the software publisher’s 
legs aren’t exactly sticking out of the 
top of the container as they poke 
around inside for more, they do 
seem to be bending over at quite an 
alarming angle.

They’ve bent over quite a long 
way to bring us Swap, that’s for sure 
- an outrageously simple little 
puzzler which takes about two 
minutes to get the hang of, if rather 
longer to master. Perfectly 
respectable sounding so far for a 
puzzler, it’s true, but this does lack 
one important element - any sense 
of interest or intrigue at all. A good 
puzzle makes you really want to 
the game but frustrated that you 
can’t, and I suspect this is where 
Swap is going to have difficulties.

So what’s it all about? Well, 
you’re presented with a grid built up 
of loads of variously coloured 
shapes. These can be big squares, 
little squares, hexagonais, triangles 
- you know the kind of thing. In any 
one puzzle though, the shapes are all 
of the same type (and are 
therefore interlocking).

By clicking on any intersection 
between two shapes you can flip 
them around so each takes up the 
place formerly occupied by the other 
You want to keep doing this until 
shapes of the same colour meet, at 
which point - bingo! - they 
disappear. The object, then, is to 
clear the board in the shortest 
possible time, and with the smallest 
number of swaps.

A collection of differing shapes give the game some variety (but not much).

SWAP

All simple stuff - just click on those 
intersections, swap the shapes, and see 
them disappear.

When you’ve run out of ideas, hit the 
Cascade screen, and all the blocks 
tumble down to the bottom of the screen.

Drag over the spare blocks to kill off all 
those last little blighters.

That’s not ail though - there are 
a few little extras to help you along. 
For example, when you’ve run out of 
swapping ideas you can press a 
button and all the shapes left 
hanging about loose at the top of the 
screen will cascade down towards 
the bottom, landing in new heaps 
and hopefully offering new 
opportunities to disintegrate them.

That’s not the only piece of help 
you’re offered too - for instance, 
you’re presented with a small 
selection of extra shapes which you 
can place on the grid too, thereby 
cancelling corresponding shapes, 

a peek at the screen shots, 
get the general idea, 
course, as you progress 

through the levels these little extras 
become a rarity, so working out the 
best way of swapping shapes 
becomes mucho important.

However (you knew it was going 
to come, and yes, I’m afraid it’s a 
pretty huge ‘however’), the problem 
is simply that all this just isn’t 
terrifically captivating. For a start, 
you’re spending so much time 
swapping shapes that you’re making 
things disappear all the time, and it 
soon loses the little satisfaction it 

held. You also have to
remember that one mistake early in 

foul things up a treat,

complete solution to each screen ail 
the time before starting a puzzle?

that’s for sure.
The major problem with Swap is 

that it provides very little reward for 
quite a lot of work. I have to confess 
to being more than a little bored of 
the whole affair after a matter of a 
few hours, and to glean any extra 
enjoyment would mean becoming 
extremely proficient (not a prospect 
that fills me with excitement).

Even so, it’s the kind of game 
that’ll fill a few idle hours, and as a 
programming Job it’s at least 
satisfactory. Not great, not terrible, 
just a game that would make far 
more sense at a budget price. • 
COLIN CAMPBELL

THE BOTTOM LINE
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Entirely average shapes and colours 
puzzler which could only appeal to 
die-hard Solitaire types.
Strictly for those who’ve 
exhausted Puzznic, Plotting, 
Gem’Xet al.
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GAME REVIEWS INTERNATIONAL CHAMPIONSHIP ATHLETICS + STAIKEA 
MANAGER + BILLIARDS II SIMULRTOR

li STRIKER 
MANAGER
Publisher: D&H Games 
Price: £24.99
Author: John Atkinson 
Release: Out now

Football management games were 
born to be bad. Even the most respected 
seem to be either woefully inadequate 
(Football Manage/} or unbelievably tough 
(Player Manage/}. And the less said about 
the less known varieties, the better.

The only real exception seems to be 
Football Director II from D&H Games, so I 
warmly greeted the opportunity to test my 
minor league skills on the same 
publisher’s new Striker Manager. 
Unfortunately, this game reeks of all that is 
wrong with sports management affairs, so 
brace yourself for a pretty furious rant...

No matter how much you try it seems 
impossible to take any authority over 
Striker Manager. In the management 
sequences opportunities to actually make 
decisions are extremely rare, and anyway, 
whatever you do seems to be totally 
ignored. The short action sequences lack 
any direction or, for want of a better word, 
goal. The animation is too crap to be 
laughable, it’s just plain sad.

Playing games seems to be little more 
than watching text on the screen switch 
from ‘Defence’ to ‘Midfield’ to ‘Attack’ and 
back around again. The boredom is 
peppered with tiny goal-mouth shots 
wherein players seem to shoot the ball in 
just about any direction.

BILLIARDS II 
SIMULATOR
Publisher: Infogrames 
Price: £25.99
Release: Out now

Why spend £25.99 on Infogrames’ 
Billiards II Simulator when, for a pound 
less, you could pick up the renowned 
Jimmy White’s Whirlwind Snooker? Or, for 
a great deal less, why not plump instead 
for MicroProse’s 3D Pool on budget?

The answer is, because neither of 
these options would let you play ‘billiards’, 
of course. And in going for one of the other 
games you’d also miss out on some of 
Billiards II Simulators wackier, French 
features, such as the option to play ‘crazy 
pool’ on an octagonal table with one

Billiards II Simulator- fails dismally in the 
face of some pretty stiff competition.

pocket in the middle (it’ll do ordinary pool 
as well), and the slightly peculiar main 
menu screen with its pool hall 
sound effects. That being said though, 
taking up either of the other options would 
see you ending up with a much better 
game. Billiards Il’s main problem is the 
near impossibility of lining up a shot

properly. In 2D mode, even with the help 
of the rather cumbersome ‘ball path’ 
option, it’s very hard to tell where the ball’s 
going to go. It’s a bit easier in 3D mode, 
but the table rotates in such large 
increments that any level of accuracy is 
very tricky indeed. The shot-strength 
meter doesn’t help matters either. It 
wobbles up and down and you have to try 
to stop it in the right position - a very silly 
idea indeed. The whole game’s pretty silly, 
actually. It’s awkward to play, lacks any 
sort of coherent ‘feel’ and just doesn't 
make the grade. • JONATHAN DAVIES

THE BOTTOM LINE
Might just about be okay if 
there weren’t any other 3D 
pool/snooker games around. 
But there are, so it’s not.

We're all for 8-bit style games, but joystick waggling anyone?

INTERNATIONAL
CHAMPIONSHIP ATHLETICS
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Striker Manager. Nice options screen, 
shame about the rest of the game.

At the end of each match we are 
treated to a results service covering the 
first and second division results from 
almost every European country. This 
reveals the game’s aspirations as a pan­
European management extravaganza. 
John Atkinson, the game’s author, might 
claim that this is a ‘comprehensive’ 
service. In fact it’s almost totally irrelevant 
to the game, and worse, impossible to 
switch off - it goes on forever.

We look forward greatly to a 
revamped version of the two-year old 
Football Directorate within a matter of 
weeks). It’ll take quite some game to stop 
football management going the way it’s 
been threatening to for years - into 
oblivion. • COLIN CAMPBELL

THE BOTTOM LINE
I’m afraid it’s yet another 
terrible soccer management 
game. Look elsewhere for 
entertainment.

Publisher: Hawk
Price: £25.99
Authors: In-house 
Release: Out now

W
hen I suggested to 
fellow reviewers that 
this multi-event 
Olympiad would be getting a 

reasonably enthusiastic review 
there were cries of protest. After
all, they reasoned, aren’t the i don't believe it - I've actually r
graphics laughably appalling? Isn’t pUtt that shot straight for once! 
the game control useless and 
unwieldy? Aren’t the graphics way out of date? And isn’t 
the gameplay limited in the extreme?

Well, yes, all that is undoubtedly true, but apart from 
the pretty second rate presentation this really is a lot of 
laughs, and although my first impressions were derisive, 
I ended up playing for hours.

You have about a dozen events to take part in 
ranging from 100 metres sprint (waggle the joystick 
madly and press fire for extra bursts) to javelin (waggle 
the joystick madly and press fire to release the spear) to 
5000 metres (use the joystick to keep a balance between 

energy used 
and energy left). 
Yes, it’s all very 
simplistic, but 
after being 
beaten soundly 
a few times by 
computer 
athletes I got to 
practicing, and 
soon started 
getting fired up 
by the old 
competitive 
spirit. And when 
a few medals 
started coming 
in, I was hooked. 
Perhaps it is the 
hilariously bad

This slightly ridiculous-looking 
commentator pops up constantly. 
Thankfully a press of the fire button 
will soon send him packing.

Oh dear. Everyone's already finished 
the hurdles, but me... (Ahem).

presentation which 
adds to this game’s 
appeal. There is a 
commentator who 
pops up every now 
and again to reveal 
just which country is 
leading the medals 
table - the facial 
animations of this guy 
are so unrealistic, it 
looks as if the poor
chap is chewing an iguana.

And yes, it’s true that some of the events simply do 
not work - the 5,000 metres is far too long to retain any 
interest at all, and the pole vault is difficult to get the 
hang of. But, in the main, these dozen little games are a 
fun diversion. The only trouble is, who wants to spend 
£25 on something so off the wall? Especially when 
similar games like Daley Thompson’s Olympic Challenge 
are available on labels like The Hit Squad at less than 
half the price? 
Still, there are 
loads of events, 
lots of laughs, if 
not too much in 
the way of 
serious 
gameplay here. • 
COLIN
CAMPBELL

THE BOTTOM LINE
Terrible presentation, but lots of fun and 
not a little addictive. There’s hours of 
frenzied joystick waggling 
here, but even with the 
game’s good points, it’s hard 
to justify the asking price.
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GAME REVIEWS BUDGET TITLES TOP CAT + BEACH UOLLEV 
TRIUIA QUIZ + STACK UP

+flRCRDE 
+ BALLISTI H

THE BOTTOM LINE
It’s incredible that this was once £25. Don’t 
let the cartoon graphics trick 
you into buying this poorly- 
disguised variation on a poor 
tennis game.

The compilations are reviewed over the page
this month, so this spread’s pure budgies
including one remarkable game that scores

> I

more than any other in AMIGA POWER ever..!

TOP CAT
IN BEVERLEY HILLS
Publisher: Hi-Tec
Price: £7.99 
Release: Out now

We’ve been pestering Hi-Tec for 
months now, but they repeatedly failed to

The indisputable leader of the gang - and 
he's hurt by mice? Surely some mistake!

send us a copy of this. I wonder if there’s 
any reason why?

The first disappointment in Top Cat is 
the lack of the original theme tune, 
replaced for doubtless economic reasons 
by a crap and irritating jingle-type thing. 
The second disappointment is the absurd 
nature of the obstacles in the game. Top 
Cat (who is, remember, a cat) is damaged 
by mice, rats and birds, yet not by big 
growling dogs. The third disappointment is 
the dire movement of the inanimate 
obstacles (dustbins, beach balls etc), 
which makes it impossible to tell if they’re 
rolling, bouncing, gliding or whatever. 
Coupled with the pseudo-3D viewpoint this 
makes enemy-avoiding a very imprecise 
art. The fourth disappointment is the 
utterly, utterly bog-standard arcade 
adventure game design, and the final 
disappointment is the realisation that we, 
just like you, had to go out to the shops 
and fork out eight quid for this. (They 
STILL wouldn’t send us a copy you see). It 
wasn’t worth it. • STUART CAMPBELL

BEACH 
VOLLEY 
Publisher: The Hit Squad 
Price: £7.99
Release: Out now

This was one of the first Ocean games 
to be aimed squarely at the ST and Amiga 
market, although just why the Manchester 
software giants imagined that it would take 
16-bit processor power to produce this 
two-a-side volleyball game is anyone’s 
guess. Then again, the multiple frames on 
the beautifully-animated characters must 
have gobbled up bytes, as must the 
appalling ‘rock’n’roll’ tunes and the cute 
animated interludes between screens as 
your team travelled all over the world to 
jump around unfeasibly and occasionally 
knock a ball about a bit.

On the other hand, it’s difficult to 
imagine the barren gameplay being too 
memory-intensive, and programming lots 
of tricky moves and interesting extras 
clearly wasn’t a worry. Nope, I can’t see 
why this game couldn’t have been done on 
8-bit machines - indeed, I seem to 
remember there was some talk of it at the 
time, but the versions were too crap to 
release (or something). Whatever, as a 
reviewer of Amiga software, I don’t half 
wish it had. • STUART CAMPBELL

It may look good, with those big sprites 
and everything, but just try playing iU.

there are, a completely pointless or fairly

THE BOTTOM LINE
Undemanding stuff that 
might be okay for the under- 
12s, but that’s about all. Cute 
but totally vacuous.

ARCADE 
TRIVIA QUIZ 
Publisher: Zeppelin 
Price: £7.99
Release: Out now

Do software publishers know 
something we don’t? It’s the only feasible 
explanation for the constant stream of 
gambling games like this, where the only 
point of the original was to win money - 
something which the Amiga clearly can’t 
deliver. This particular release follows a 
pretty standard format, with loads of 
multiple-choice questions eventually giving 
the opportunity to win some cash by 
answering, er, some multiple-choice 
questions. There are six fairly broad 
categories of teaser to chose between, and 
up to three players are catered for. The 
questions are well-mixed for difficulty, but 
on only my second game I was already 
beginning to find them repeating. The 
format is remarkably similar to, but not as 
well designed as, Code Masters’ Pub Trivia 
Simulator from a year or so back, but this 
version does have a completely excellent 
piano soundtrack as some form of

Hmm. Well, at least the graphics are better 
than those in the average pub quiz game.

compensation. There isn’t really an awful 
lot else I can tell you about this one - if you 
can accept the concept this is a reasonably 
(but only reasonably) well-executed 
implementation of it, but as a one-player 
game it’s a waste of money which could be 
better spent on the real thing, where 
there’d at least be the chance of winning 
something tangible. If you regularly have 
chums round to play with your Amiga 
though, you’ll probably just about get your 
money’s worth from it. • STUART 
CAMPBELL

THE BOTTOM LINE
Depending entirely on how many of you

entertaining triv game. The 
brilliant music is a bit of a 
boon, but not exactly worth 
eight quid on its own.

BALLISTIX
Publisher: Sizzlers 
Price: £7.99
Release: Late September

When I was young (a long time ago, 
believe me), I actually had the privilege of 
owning a Crossfire set - you remember, 
the thing where you had to knock a puck, 
air hockey-style, into your opponent’s goal 
by firing lots of little ball-bearings at it. It

Ballistix! Interesting, but badly executed.

was always a sure route to hours of fun 
and blistered fingers, but somehow it didn’t 
seem like a very promising idea for a 
computer game. Nevertheless, with the 
addition of some power-ups and obstacles, 
that’s exactly what we’ve got here on 
Sizzlers, Psygnosis’ brand new budget re- 
release label.

Oddly, one thing that hasn’t been 
added is a computer opponent. In one- 
player mode you simply have the table 
tilted towards you, so that you have to 
shoot the puck uphill, which makes for a 
curiously unexciting feel. The game quickly 
becomes frustrating and pointless, and 
most of the dozens of levels will remain 
unseen by most people. Paradoxically, 
Ballistix is a game which is interesting (in 
concept) but boring at the same time. • 
STUART CAMPBELL

THE BOTTOM LINE
A nice idea which just 
doesn’t work due mainly to 
the lack of confrontation. 
Novelty value only.

STACK UP
Publisher: Zeppelin
Price: £7.99
Release: Out now

Playing with the ‘weather symbols' graphic 
set, one of many neat options in Stack Up,

Since Amiga fans are still waiting for a 
definitive Tetris conversion, this distinctly 
similar puzzle game may provide a 
worthwhile alternative.

Actually it’s not so much Tetris as a 
variant on the Sega game Columns, where 
sets of three coloured blocks fall from the 
top of the screen and by changing the 
order of the colours in the line, you can 
form rows of same-coloured blocks. These 
then disappear, allowing the blocks above* 
them to collapse K/ax-style, opening up 
possibilities for multiple lines and big 
bonus scores.

The major difference is that in Stack 
Up the blocks fall in rows rather than 
columns, but in most other respects this is 
much the same game. You can vary the 
speed and difficulty, there’s a practice



THE GAMES: SUMMER EDITION
+ HERD DUER HEELS

BUDGET TITLES GAME REVIEWS

mode to let you get the hang of the 
concept before you throw yourself into it 
properly, and there’s even an option to 
switch between four completely different 
(and rather appealing) sets of graphics.

The game is slickly presented and 
addictive (although the ‘continue’ seems a 
little out of place), with well-graded 
difficulty throughout and an absolutely 
gorgeous oriental tune accompanying the 
action. If you didn’t like Tefr/s there’s no 
point in you even thinking about it, but if 
you did there’s no reason why you 
shouldn’t love this little game to death - it 
does exactly what it sets out to do 
perfectly, and there are precious few 
games you can really say that about • 
STUART CAMPBELL

THE BOTTOM LINE
A lovely little puzzle game 
that’s probably the closest 
thing to a true Tetris 
sequel we've seen yet.

THE GAMES: 
SUMMER 
EDITION
Publisher: Kixx
Price: £7.99 
Release: Out now

Any game which attempts to represent 
absolutely loads of Olympic events is 
going to end up spreading itself terribly 
thin, and The Games: Summer Edition is 
no exception. It features eight very 
different sports jammed onto two disks, 
and^simply looks very old fashioned - 
people just don’t come up with this sort of 
thing anymore. The point is emphasised by 
the choice of sports - there are some 
seriously oddball events included which 
any sensible person would have kept well 
away from the ever-fussy computer game 
format in the first place.

Take Velodrome Cycling, for one. This

The event selection screen. And what a 
veried bunch of events they are.
is the one where you go terribly slowly for 
ages and ages, trying to force your 
opponent to make his break, then peddle 
(or in this case waggle) like crazy in his 
slipstream, hopefully just beating him over 
the line. Yes, you’re right, it doesn’t work at 
all. The Hammer Throwing is a similar 
dead loss - seeming to consist of ages 
spent trying to get the hammer flying in the 
vague direction of the pitch, followed by 
(when you’ve eventually succeeded) 
instant cudos as a master of the sport. I 
don’t think so. And then there’s diving, 

which, sad to say, is merely a case of 
learning the correct joystick movement 
combinations to use as you fall.

It’s all, to its credit, quite interesting in 
a weird, pointless sort of way. Any game 
which has martial arts, hurdling and 
archery on the same disk is worth a look 
merely for curiosity value, though you’ll 
probably decide a look is all it really 
deserves. The downers - like the 
chronically slow loading times, and that 
frantic joystick wiggling control method 
which immediately relegates it to antique­
status - are simply a bit too much 
nowadays. Even in 1988 this one had its 
long term playability severely questioned - 
today its little more than a novelty. • 
COLIN CAMPBELL

IS

THE BOTTOM LINE
Tries hard, looks quite good, but
gameplay-wise falls down all 
over the place. Strange, 
pretty, but not really a great

The highest rating yet in AMIGA POWER, and - hey! - it’s for a budget 8-bit conversion!

HEAD OVER HEELS

3D isometric days are here again, with the 92 percent(!) 
scoring Head Over Heels. It may look very 8-bit and 
unimpressive, but just you start playing it!

Publisher: The Hit Squad
Price: £7.99
Release: Out now

V
eterans of the 8-bit scene won’t need any 
introduction to this game, but for the 
benefit of everyone else they’re going to 
get one anyway. Head Over Heels was for many 

people the ultimate game in the genre spawned by 
Ultimate’s legendary Knight Lore, the 3D isometric 
arcade puzzle adventure. It featured two player 
characters, Head and - oh go on, take a guess. The 
twin heroes had different characteristics and 
capabilities, and could be combined into one 
super-character to negotiate some of the game’s 
trickier obstacles, although others would require 
Head and Heels to separate and take different 
routes. The ultimate objective was to retrieve five 

crowns from the evil Emperor 
Blacktooth, but that’s enough plot.

What you need to know is that 
Head Over Heels is likely to give you 
some of the greatest game-playing 
pleasure you’ve ever had from your 
Amiga, and lots of it too. The game 
design is of a quality rarely - if ever - 
seen in a 16-bit arcade game, and the 
level of addiction is almost frightening. 
Head and Heels start the game in 
different locations, and getting them 
together is a sizeable challenge in itself. 
The reward for this is a character with 
superb powers of speed and 
manoeuvrability, but after a few screens 
your bubble of confidence is burst when 
you reach one which can only be 
passed by splitting the two comrades 
up again. This, of course, simply makes 

you all the more determined to re-unite them, and 
the cycle of challenge followed by reward followed 
by frustration is just one of the things which makes 
this game so utterly compulsive.

It’s far 
from the only 
thing, 
though. The 
monstrous 
deviousness 
of some of 
the puzzles 
makes it all 
the more 
teeth- 
grinding 
when you 
lose a life (as 
you

Head and Heels are re-united - their talents now 
combine to form a stupid-looking but pretty 

formidable good guy. 

invariably do) on one of the embarrassingly simple 
ones immediately before or afterwards, and you’d 
be well-advised to have something soft 
strategically placed beside your computer to save 
you from punching goodbye to your warranty.

The game maintains a balance between 
addiction and frustration, though, by the use of the 
Reincarnation Fish, a novel gameplay device which 
acts as a RAMsave. On touching one of the fish, 
your game position is stored, and when you run out 
of lives you can restart the game from the last fish 
you reached, without all that boring techie 
knobbing around with actual save functions. This 
little touch is just one example of how much care 
has been taken to keep you locked up in Head Over 
Heels' little universe, and away from nasty 
computer talk. You’ll never see a ‘Decrunching 
Level Two’ message in this game, pal.

Still, this is supposed to be an objective review, 
not a meeting of the Head Over Heels Fan Club, so 
here’s a list of the game’s bad points: the graphics 
haven’t changed visibly from the original 8-bit 
versions; there aren’t any keyboard controls.

Pretty crap for bad points, weren’t they? The 
graphics are undeniably primitive for the Amiga, 
but they’re gorgeous and cute in their own right 
and anyway, in the final analysis they’re almost 
entirely irrelevant. As for the keyboard, it IS a pity 
(this is a game which was always meant to be 
played with keys), but the joystick controls won’t 
give you any problems after 30 seconds’ practice.

I’m running out of space now, and I haven’t 
even told you about the user-friendly front-end with 
adjustable sound and control sensitivity, or about 
how clever and funny the in-game obstacles and 
puzzles are, or about half of the things that make 
me love this game so much. If you didn’t believe 
that they used to write better games in the old days 
(creak creak), play Head Over Heels and eat your 
words. • STUART CAMPBELL

THE BOTTOM LINE
One of the best games in the world ever, 
and now it’s on your Amiga 
for eight quid! Are you going |1 M S 
to buy it, or am I simply U ! ”
going to have to kill you? V L *
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GAME REVIEWS COMPILATIONS TEST DRIUE II - THE COLLECTION + 
MAGNUM - THE COMPILATION

TEST DRIVE II 
THE COLLECTION 
Publisher: Accolade
Price: £29.99 
Release: Out now

At the heart of this rather inevitable 
compilation is The Duel: Test Drive II, 
which is a driving game (obviously) and 
the sequel to Test Drive (even more 
obviously). So everything’s going to 
depend on whether or not you like The 
Duel. That’s pretty obvious too. In case 
you’re not sure, here’s what it’s all about 
and what I think of it:

Despite all the hype and general 
American-ness, it’s actually a very 
straightforward driving game, in which 
you’ve got to negotiate the usual ‘road’ 
while keeping an eye open for other 
drivers (crash into them and you lose a 
life) and the police who’ll give you a ticket 
if they catch you speeding. Part of the 
game’s supposed appeal is the way it 
simulates the car you’re meant to be 
driving right down to its acceleration 
curves and engine sound. The Due/also 
builds on the original Test Drive by 
allowing you to race against an additional 
computer-controlled car (if you want).

And is it any good? Lots of people 
seem to think so, but I’m not entirely 
convinced. The roads are certainly

Test Drive II: The Collection. Also known as milkins a same for all it's worth« Not the best 
3D driving same ever, but a perfectly respectable compilation all the same.

impressive, especially the tunnels and 
cliff-edge bits. The bit-mapped graphics 
lead to a few spook effects, though — Jike if 
you spin off the road and end up at right­
angles to it you can see all the other cars 
driving past sideways! And if you get close 
enough to another car to crash into it, it 
turns out actually to be a 1/32 scale 
replica. But the main problem is the lack of 
an impression of speed, something 

common to most of these ‘old-style’ driving 
games which is only solved by the 
introduction of proper 3D graphics (a la 
Stunt Car Racer and Indy 500). All the 
same, The Duel is probably one of the 
best driving games around and has plenty 
of devotees.

And then there are the four add-on 
disks. Two of these contain extra cars to 
supplement the original game’s Ferrari

F40 and Porsche 959. There’s the Muscle 
Cars disk which contains five atrociously 
crap Sixties American ‘sports’ cars, and 
the Supercars disk which features things 
like the Lotus Esprit, the Lamborghini 
Countach and (oh dear) the Corvette ZR1. 
Strangely enough they all seem to suffer 
from the same wobbly steering system 
which, until you get used to it, means that 
the slightest twitch of the wheel sends you 
spinning off down a cliff. It also credits a 
4WD Porsche with similar handling to the 
crap American cars (ie not much).

The scenery disks are slightly more 
interesting. The European one takes you 
through all the key countries of our 
beautiful continent apart from, 
understandably, Britain. Curiously, our 
friend from the LAPD crops up a lot here 
too. And the California Challenge one 
takes you through several US states en 
route for the Mexican border.

Taking into account my earlier 
comments, then, this is a pretty safe bet 
as driving games go, but a bit samey even 
with all the extras. The price is worrying, 
though. • JONATHAN DAVIES

THE BOTTOM LINE
Test Drive //with all the trimmings. The 
game’s okay, but if you’ve fl fl 
already got it give this a miss L "  1 
as the trimmings don’t really || ! 2 
add up to much. W JL

MAGNUM:
THE COMPILATION
Publisher: Ubi Soft 
Price: £25.99 
Availability: Out now

So what have we here? Well, quite 
simply five very different action titles 
bundled together by France’s finest 
bundlers of games that have got so little 
to do with each other they can’t think of a 
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RVF Honda jolty

decent, all-enveloping title for the 
compilation...
RVF Honda - Jolly motorcyle racer with 
a nice line in gear changing and sound 
quality, originally published on 
MicroProse’s short lived MicroStyle 
label. Still manages to out-manoeuvre 
many of the two-wheeled coin-op 
conversions you might have been 
tempted by, and subsequently proves to 
be enormous fun - better looking than 
Super Hang On, more playable than 
Team Suzuki, it does everything quite 
well without really being a major stand-

After The War. ropey

out in any particular area.
Pro Tennis Tour- Direct from the Ubi 
Soft stable, it’s another plus sign for the 
complilation - oodles of gameplay and 
an interesting 3D presentation make it 
perhaps the the best tennis game 
currently available. The ‘tour’ takes you 
around the world playing top seeded 
tennis stars until you’re good enough to 
make it into the elite, and most will find it 
challenging enough to be worth coming 
back to again and again. Nicely timed for 
a re-release too, just when we’re still 
glowing from an over-exposure of tennis 
games on the telly.

Pro Tennis Tour, nicely timed

After The War- Things start to get a bit 
ropier around this point. This Dinamic- 
originated, post-apocalyptic beat-’em-up, 
set in and around familiar inner-city 
mean streets, looks good but proves 
rather too simple to make any real 
impression. There are plenty of fighting 
maneovres and all the usual devil dogs, 
punks and robots to see to too - one bit 
sees you touting giant guns in a scene 
very reminicent of Aliens-but really 
nothing out of the ordinary. Safe and 
entertaining enough to justify its

Oriental Games: bovver boy

existence in this package, but that’s 
about as far as it goes.
Oriental Games - Another bovver boy 
game but this time of a more 
sophisticated nature. This, the last 
Firebird product ever released, 
contains a whole bunch of martial arts 
- kendo (the one with sticks), karate 
and sumo, among others - set in some 
kind of Far East Olympics stadia, and 
as such score points for novelty value, 
at least. Joystick movements take 
some getting used, and while it suffers 
from typical beat-’em-up sameyness, a

fairly agreeable (if rather limited) 
experience nonetheless.
Satan - Wizards and warriors get it on in 
underground caverns and ancient 
castles. There’s lots to do in this 
sideways scrolling arcade fantasy, and 
plenty to see, but all too samey for most 
of us. Graphics are a little out of the 
ordinary, but gameplay is most definitely 
not - in fact, much of it seems 
suspiciously heavily based on US Gold’s 
Black Tiger coin-op conversion.
COLIN CAMPBELL

THE BOTTOM LINE
A pretty decent collection, and at a nice 
price (just over a fiver a game), even if it 
lacks any real stand out products. It’s a 
personal thing, but I find these varied, 
themeless compilations actually more 
satisfactory than straight thematic 
attempts - at least you’re not 
being asked to play umpteen 
variations on basically the 
same gameplay all the time.



UIRTURL WORLDS + UIRTURL REALITV COMPILATIONS GAME REVIEWS1

VIRTUAL 
WORLDS 
Publisher: Domark 
Authors: Incentive 
Price: £29.99
Release: Out now

My first experience of Freescape 
involved Driller on the Spectrum, and 
wasn’t one I’d wish to repeat, but I have 
to admit they’ve steadily got better.

Indeed, Incentive’s three 3D games 
have proved to be hits across all formats 
(although they only really come into their 
own on the Amiga, of course) and, I 
must admit, deserve it too. Freescape 
may not exactly be state of the art these 
days (you won’t find yourself flying over 
smoothly scrolling Hunter landscapes, or 
under pressure from waves of Cybercon 
III baddies), but the atmosphere, 
invention and spirit of adventure 
Incentive have managed to incorporate 
into their games make up for any 
technical deficiencies like jerky screen 
updates and lack of proper animation. 
Good stuff, that’s for sure, and - blimey! 
- here are all three original games 
(Driller, Total Eclipse and Castle Master) 
on one compilation, together with a

Spacebound, in the slightly 
aging 'classic* Driller.

Total Eclipset I Sphinx 
therefore I am Freescape.

Castfe ¿faster shows how 
effective Freescape can be.

completely new one called The Crypt. 
Driller’s first, chronologically 

speaking, and already you’re a planet’s 
only hope of survival. You’ve got to save 
it by driving a probe around one of its 
moons, Collecting energy crystals and 
drilling for gas. There’s a flying thing you 
can use too, if you can find it, and 
fearsome defences to watch out for. 
Following that is Total Eclipse, which is 
similar but kicks off in Egypt, outside a 
pyramid. It's the Earth that needs saving 
this time, so you’ve got to go into the 
pyramid and not come out until you’ve 
destroyed a shrine to stop some curse or 
other. There’s a very Egyptian feel to it, 
but don’t expect all the locations to look 
as nice as the first one.

Castle Master makes substantial 
improvements over the first two games. 
The puzzles are a lot more varied thanks 

to the addition of an ‘action’ key which 
means you can move things, eat things 
and open things whereas before you 
could only shoot them. It also cuts down 
a bit on the large number ‘sudden 
deaths’ that made the others slightly 
annoying. Having said that, you’ve still 
got to be pretty careful, though.

And then there’s The Crypt, a 
completely new game, though showing 
less of an advance over previous 
Freescape than the others did. It carries 
on from where Castle Master left off - 
you’re trapped in a Crypt, having failed 
to defeat the baddy in Castle Master, 
and you’re obviously quite keen to 
escape. Luckily there are lots of keys 
lying around, but you’ll have to solve 
puzzles to get them. Watch out for all 
the scary coffins, too. It might be a bit 
smaller, but it’s just as good as Castle

Master and so therefore a bit of a must.
So Domark have got you by the 

short and curlies, really. If you haven’t 
tried Freescape before you’ve absolutely 
got to buy Virtual Worlds, no doubt about 
it - there's a big chunk of gaming history 
here alright. And if you have, well, this is 
the only way you’re going to be able to 
get The Crypt, isn’t it? It just goes to 
show what you could achieve with 3D 
Construction Kit if you put your mind 
(and fifty quid) to it. • 
JONATHAN DAVIES

THE BOTTOM LINE
Measured in hours of playing 
time per pound, this one has 
‘essential purchase’ stamped 
all over it. In red.

VIRTUAL
REALITY 1
Publisher: Elite
Price: £34.99 
Availability: Out now

Elite have gone for the ‘grand old 
men’ approach with five fairly creaky but 
undeniably classic solid 3D games in one 
package at a not entirely attractive price. If 
you already own two or three of these 
games you’d have to think twice, but for 
new Amiga owners this is an almost 
unmissable colpilation. I mean, just look at 
the pedigree...

Stunt Car Racer- Geoff Crammond’s 
two-and-a-bit-year-old high powered 3D 
driving sim puts you in a, erm, ‘stunt car’, 
on a selection of elevated courses
peppered with nasty turns, stomach 
churning drops and suicidal leaps. One 
mistake and you’re flipped over the edge 
of the elevated, roller-coaster like track -

a real race 
- while a 
two Amiga 
link-up 
option for 
taking on 
pals 
proves to 
be the 
ultimate

fun. Quite simply, Stunt Car\s still one of 
the best - if not the best - games of its 
genre, and a worthy number 10 in our All- 
Time Top 100 Games. The only downside 
is that compilation makers seem to have 
started regarding this as a bit of a banker, 
and it’s starting to make more 
appearances than Michael Caine.

Midwinter- Another golden oldie but, 
again, well worth a look - interest in it 
should be at a peak, with the sequel

Certainly this arcade/adventure-style tale 
of near-future freedom fighters defending 
their frozen island from a tin-pot dictator 
looks impressive - if only it didn’t have so 
many ludicrous gameplay flaws. Despite 
problems though, it still made our Top 100 
- at number 66.

Carrier Command- Not surprisingly, 
this places you in command of a futuristic 
aircraft carrier, on a mission to take control 
of a group of islands and eventually defeat

the only problem with the game really, as 
by the time you’re winched back on any 
race will be as good as lost.

Quite possibly the most original 
driving game ever, it’s important to get 
your driving skills just perfect before 
tackling the impressive computer

Starglider 2

International Soccer Challenge

Stunt Car Racer

opponents 
- this is 
one of 
those rare 
games 
that’s 
actually as 
much fun 
in practice 
mode as in

(Flames Of Freedom) just weeks away 
from release. Here we have a huge mish­
mash of strategy and action with a 
multitude of screens, options, characters 
and vehicles - Mike Singelton has 
updated his old Lords Of Midnight idea, 
but this time set in a JG Ballard-like post 
apocalyptic world, and it almost works.

an enemy carrier lurking somewhere 
about. This game - part flight sim, part 
tank sim, part strategy game and wholey 
original - has proved a massive influence 
on all sorts of games (even if it hasn't 
spawned all that many direct imitators) 
and remains an all-time classic three 
years on. Slightly slow and dated looking 
nowadays you might say, but undeniably 
still a classic - something confirmed by its 
number 15 (15!) placing in our All-Time 
Top 100.

Starglider 2 - Another one from 
Arganaut Software and possibly Gust 
possibly) the best of the bunch. It’s a lush 
3D space adventure starring oodles of 
enemy ships, more planets and moons 
than you could hope to explore, various

odd bits of 
space 
wildlife 
and a 
delicious 
line in 
space 
pirates. It’s
the sort of Midwinter
game that 
people live inside, and, once you’ve got 
the hang of it, it’s hard not to get sucked in 
- definitely a game due a critical rethink, 
especially as Empire’s largely similar Eye 
Of The Storm, programmed by some of 
the same people, is due soon.

International Soccer Challenge - Oh 
dear. This is where the compilation lets 
itself down - this MicroProse soccer sim 
(sequel to MicroProse Soccer) what with 
its first player perspective and lovely 3D- 
ness, was originally billed as a real 
advance for the genre, but in practice 
proved to be a huge yawn. It’s far too 
easy, and the sound (in particular) is 
abysmal. Time we skipped straight past it 
really, and got to... • COLIN CAMPBELL

THE BOTTOM LINE
Ignoring the footie game, a quite incredible 
compilation - there’s enough gameplay in 
here to keep you going for months, with 
some of these unadulterated classics. At
£7 a game this is a must for anyone who 
hasn’t had the chance to explore these 
landmark - the only downer really has to 
be the high price. You may be better off 
buying the four true 3D 
games as they become 
available as stand alone 
budget releases instead.
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QOFTWARE CITY
Unit 4, B.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304

Call us on: 24 Hour Credit Card Hotline 0902 25304

AMIGA SELLERS COMPILATIONS
3D Construction Kit........New 34.99
3D Pool...................New Price 9.99
688 Submarine Sim....................17.50
1943.........................New Price 7.99
20,000 Leagues Under the Sea ..7.99 
A10 Tank Killer...........................24.99
A.M.O.S. The Creator................34.99
A.M.O.S. Compiler................... 21.50
A.P.B................................................7.99
Advanced Destroyer Sim......... 17.50
Advanced Fruit Machine.............6.99
Africa Korps............................... 21.50
Ant Heads (It Came From
Desert add-on)..........................10.99
Arkanoid - Revenge of Doh........ 7.99
Armalyte................... “
Armour Geddon....
Arnhem....................
Atomic Robokid.....
Atomino...................
Awesome.................
Back to the Future 3.
Bandit Kings of Ancient China..27.99 
The Ball Game............................ 17.50
Barbarian 2....................................7.99
Bards Tale 3.................................17.50
Batman The Movie .Special Offer 6.99 
Battle Chess.................................17.50
Battle Chess 2.................. New 17.50
Battle of Britain (Their Finest Hour)21.50 
Beach Volley...........New Price 7.99
Bill and Teds Excellent Adven. 17.50 
Billiards 2 Sim..................New 17.50
Bionic Commando.......................7.99
Blade Warrior...................New 17.50
Blinky's Scary School................... 6.99
Blue Max......................................21.50
Boulderdash..................................4.99
Brat............................................... 17.50
Brian Clough's Football Fortunes .9.99 
Bridge Player 2150....................21.50
Budokan........................................ 9.99
Burger Man........................New 6.99
Cadaver - The Pay Off.............. 10.99
California Games..........................7.99
Captive.........................................17.50
Car-Vup and Torvak the Warrior .17.50 
Cardinal of the Kremlin............. 17.50
Carrier Command.........................9.99
Centrefold Squares..................... 9.99
Centurian..................................... 17.50
Champion of Raj.........................17.50
Champions of Krynn (1 Meg)...21.50 
Charge of the Light Brigade..... 21.50
Chase HQ 2.................................17.50
Chess Champion 2175 ...New 21.50 
Chuck Rock..................................17.50
Chuck Yeager A.F.T. 2................17.50
Chuckie Egg 1 or 2.......................9.99
Cloud Kingdoms.... New Price 7.99
Cohort Fighting For Rome.........21.50
Colorado....................................... 7.99
Colossus Bridge.........................17.50
Colossus Chess 10......................17.50
Conflict Middle East.................. 21.50
Continental Circus........................7.99
Corporation + Mission Disk......17.50
Crazy Cars......................................7.99
Cricket (1 Meg)...........................21.50
Cricket Captain...........................17.50
Crystals of Arbórea.....................17.50
Curse of Azure Bonds
(1 Meg only)................................21.50
Cybercon 3.................................17.50
Daily Double Horse Racing........9.99
Daley Thompsons Olympic
Challenge......................................7.99
Deadline (Infocom)...New Price 7.99 
Defender of the Crown....
Deluxe Strip Poker............
Demoni^k..........................
Denaris...............................
Devpac 2............................
Disney Animation Studio. 
Donalds Alphabet Chase. 
Double D-agon..................
Dragon Spirits....................
Driller..................................
Duck Tales.........................
Dungeon Master...............
E-Motion. 
Elite........
Emlyn Hughes Int. Soccer. 
Enchanter (Infocom).........
Escape Planet Robot Monsters ..9.99 
Eye of the Beholder..........
European Super League....
F15 Strike Eagle 2 (1 Meg). 
F16 Combat Pilot......
F19 Stealth Fighter.... 
F29 Retal iator............
Fantasy World Dizzy. 
Final Whistle.............
Flight of the Intruder. 
Flood........................“
Football Manager.. 
Football Director 2 
Football Manager 2 + 
Expansion Kit.................
Footballer of the Year 2.

.New 17.50

...........17.50

...........13.99

...........17.50

...........17.50

...........17.50

...........17.50

...9.99

...9.99

.21.50

...7.99

.39.99

.69.99

.17.50

...7.99

...7.99

...7.99
..17.50
..17.50

.Special Offer 3.99
.17.50
.17.50
...9.99

.21.50

.17.50

.24.99
..17.50
..21.50
..17.50
....6.99
....8.99

.New 24.99 
.New Price 9.99 
..................... 4.99 
....................13.99

.9.99

.7.99

Frenetic............................. New 17.50
Full Contact..................................9.99
Future Basketball Special Offer 9.99 
Galdragons Domain................... 6.99
Games Summer Edition New Price 7.99 
Gary Linekers Hotshots.
Gauntlet 2.... 
Geisha..........
Gettysburg.. 
Gods...........
Golden Axe.
Goofy's Railway Express 
Grand National................
Gremlins 2.......................
Gunboat...........................
Halls of Montezuma.......
Hard Drivin'.....................
Harpoon (1 Meg)...........
Heart of the Dragon........
Hero Quest.....................
Hill Street Blues..............
Hitch Hikers Guide to the Galaxy .9.99 
Hong Kong Phooey......................6.99
Hostages....................................... 7.99
Hydra...........................................17.50
I Play 3D Soccer.........................17.50
Impossamole..........New Price 7.99
Impossible Mission 2 New Price 7.99 
Indianapolis 500........................17.50
Interceptor.........Special Offer 9.99
International 3D Tennis................9.99
International Karate+................... 7.99
It Came From The Desert (1 Meg).21.50 
Jack Nicklaus Int. Courses-Add on.8.99 
Jack Nicklaus Champ
Courses 1990................................8.99
Jack Nicklaus Vol 4 Courses.......8.99
Jack Nicklaus Vol 5 Courses.... 10.99
Jack Nicklaus Unlimited Courses 
(1 Meg)....................................... 21.50
Jahangir Khan Squash................17.50
James Pond.......Special Offer 9.99
Jet....................... Special Offer 16.99
Jockey Wilson's Darts..................6.99
Kenny Dalglish Soccer Manager.7.99 
Kick Off + Extra Time................... 7.99
Kick Off 2....................................13.99
Kick Off 2(1 Meg)......................17.50
Kick Off 2 The Final Whistle........ 8.99
Kick Off 2 Winning Tactics......... 7.99
Kid Gloves.............. New Price 7.99
Killing Cloud................................17.50
Kindwords 2 (Wordprocessor) .34.99 
League Challenge... ‘’ z "
Leather Goddesses 
Leisuresuit Larry 3...
Leisuresuit Larry Triple Pack. 
Lemmings.............................
Life and Death......................
Little Puff................................
Lombard R.A.C. Rally...........
Loopz....................................
Lords of Chaos.....................
Lotus Esprit Turbo Challenge ...17.50 
Man. United................................17.50
Man. Unt. Europe...........New 17.50
Manhunter In San Francisco.... 24.99
Mega Traveller 1........................ 21.50
Mercenary Compendium 
Mercs.....................
Metal Mutant........
Midwinter.............
Midwinter 2..........
Mighty Bombjack. 
Monopoly............
Moonbase............
Moonshine Racers 
Moonwalker.........
Multi Player Soccer Manager.... 17.50 
Navy Seals........................New 17.50
NAM.............................................21.50
New Zealand Story..Special Offer 6.99 
Nightbreed.........Special Offer 9.99
Night Shift...................................17.50
North and South..........................7.99
Obitus......................................... 24.99
Operation Harrier.Special Offer 9.99 
Operation Wolf............................7.99
Outrun............................................7.99
P.G.A. Tour Golf..........................17.50
Panza Kick Boxing (1 Meg).......17.50
Passing Shot............ New Price 9.99
Phantasie.....................................21.50
Platoon...........................................7.99
Player Manager........................... 13.99
Police Quest 2............................24.99
Pool of Radiance (1 Meg only) 21.50 
Populous/Sim City........
Populous New Worlds 
Ports of Call........
Powermonger.... 
P.P. Hammer........
Predator 2...........
Prehistorik...........
Prince of Persia... 
Pro Boxing Sim...
Pro Tennis Tour 2 
Proflight... 
Projectyle. 
Pub Trivia.

.............7.99

.............7.99

.New 17.50

...........21.50

...........17.50

...........17.50
..........17.50
...........13.99
...........17.50
...........21.50
...........17.50
.............7.99
...........21.50
...........17.50
...........17.50
...........17.50

.New 6.99
...9.99 
.31.99 
.49.99 
.17.50 
.17.50
...6.99
...7.99
.17.50
.17.50

.9.99
.17.50
.17.50
.21.50

.New 24.99

...........17.50

...........13.99

...........24.99

...........17.50

............. 7.99

Puzznic..................
Quest For Glory 2. 
Question of Sport 
R.B.I.2....................
R-Type....................
Railroad Tycoon... 
Rainbow Island.... 
Rambo 3................
Red Heat......... ......
Renegade Legion (1 Meg).. 
Robin Smith's International
Cricket..........................................17.50
Robocop 2..................................17.50
Rock Star Ate My Hamster.......... 6.99
Rocket Ranger................................9.99
Rorkes Drift..................................17.50
Run The Gauntlet.New Price 7.99
Running Man..................................7.99
Sarakon............................. New 13.99
Search For the King................... 24.99
Secret of Monkey Island (1 Meg).17.50 
Secret of Silver Blades (1 Meg) ..21.50 
Shadow Dancer.........................17.50
Shadow of the Beast 2..............24.99
Shadow Warrior........................ 17.50
Sharkeys Moll........................... x.,7.99
Sherman M4..................................7.99
Shinobi....................New Price 7.99
Shufflepack Cafe.... New Price 7.99
Silkworm....................................... 7.99
Sim City/Populous.....................21.50
Sim City/Architecture 1............ 11.99
Sim City/Architecture 2.............17.50
Skull and Crossbones................17.50
Skychase..........
Snowstrike.......
Sorcerer...........
Space Quest 3 
Speedball.......
Speedball 2.... 
Spindizzy Worlds.....
Sporting Triangles.......
Spy Who Loved Me... 
Stellar 7.......................
Steve Davis Snooker... 
Storm Across Europe. 
Stormball.....................
Strike Force Harrier....
Strip Poker... 
Super Cars...
Super Cars 2 
Super Monaco Grand Prix.....
Super Off Road Racer...........
Switchblade............................
Switchblade 2.........................
SWIV.........................................
Team Yankee............................
Teenage Mutant Hero Turtles 
Tennis Cup................... “
Thunderblade............
Three Stooges............
Toki...............................
Toobin.............. ...........
Tower Fra.....................
Toyota Celica GT Rally 
Treble Champions.....
Trivial Pursuit................
Turf Form/System 8 
(Racing & Pools)..........................9.99

Turrican.............. Special Offer 9.99
Turrican 2..................................... 17.50
T. V. Sports Football.New Price 9.99
Typhoon of Steel (1 Meg)........21.50
Typhoon ThompsonNew Price 7.99
U. M.S. 2(1 Meg)........................21.50
Ultima 5....................................... 21.50
Ultimate Darts.........New Price 7.99
Violator...........................................7.99
Wacky Darts...................................6.99
Warhead............ Special Offer 6.99
Warzone...................................... 13.99
Waterloo................. New Price 9.99
Wings of Fury......... New Price 7.99
Winning Tactics............................ 7.99
Wolfpack (1 Meg)..Special Offer 12.99 
Wonderland................................21.50
World Champ. Soccer

Special Offer............................. 9.99
World Class Leaderboard............7.99
Wreckers...........................New 17.50
Xenon.............................................7.99
X-Out..................Special Offer 6.99
Xenon 2......................................... 9.99
Zork 1 or 2 or 3............................9.99

.................... 17.50

....................31.99
......................9.99
................... 21.50
......................7.99
................... 24.99
................... 17.50
.New Price 7.99
.New Price 7.99

.24.99

..... New Price 9.99 
.Special Offer 9.99 

.New Price 9.99 
..24.99 
....9.99 
..17.50 
..17.50 
..13.99 
..13.99 
..17.50 
...9.99 
..21.50 
..17.50 
...9.99 
...7.99 

.New Price 7.99 
.17.50 
.17.50 
.17.50 
...7.99 
.17.50 
.17.50 
.21.50 
...9.99 

.New 7.99 
............7.99 
............9.99 
..........17.50 
............7.99 
..........17.50 
..........17.50 
............6.99 
..........13.99

DOUBLE DOUBLE BILL
T.V. Sports Football, Wings, Lords of the 

Rising Sun & T.V. Sports Basketball 
£24.99

THE WINNING TEAM 
A.P.B., Klax, Vindicators, Cyberball & 
Escape-Planet of the Robot Monsters 

£21.50

VIRTUAL REALITY VOL. 1 
Midwinter, Carrier Command, Stunt Car Racer, 
Starglider 2, & International Soccer Challenge 

£24.99

MAGNUM
RVF Honda, Oriental Games, Satan, Pro 

Tennis Tour & After the War 
£17.50

TEST DRIVE 2 COLLECTION
Test Drive 2 (The Duel), Musclecars, 

European Challenge, Super Cars & California
Challenge. Disk only £17.50

PREMIER COLLECTION 
Flimbo's Quest, Last Ninja, Tusker 

& Int. Karate+
£17.50

PRO SPORT CHALLENGE
J. Nicklaus Golf and Championship Courses, 

Cycles & Powerboat U.S.A.
£21.50

WHEELS OF FIRE
Turbo Outrun, Chase H.Q., Hard Drivin1 

& Powerdrift
£17.50

T.N.T.
Toobin, Hard Drivin*, A.P.B., Xybots 

& Dragon Spirit 
£17.50

POWER UP
Rainbow Islands, Turrican, Chase H.Q., 

X-Out & Altered Beast 
£21.50

COIN OP HITS 2 
Dynasty Wars, Ninja Spirit, Vigilante, 

Hammerfist & Ghouls and Ghosts 
£21.50

CLASSIC 4 (RENAISSANCE) 
Invaders, Asteroids, Galaxion 

& Centipede 
£7.99

FIST OF FURY
Double Dragon 2, Shinobi, Ninja Warriors 

& Dynamite Dux
£21.50

SPORTING WINNERS
Daily Double Horse Racing, Steve Davis 

Snooker & Brian Clough's Football Fortunes 
£17.50

SPORTING GOLD
California Games, The Games Winter & 

Summer Editions
£21.50

FINALE
Paperboy, Space Harrier, Overlander & 

Ghosts and Goblins 
£17.50

CHALLENGERS
Fighter Bomber, Superski, Kick Off, Pro Tennis 

Tour & Stunt Car Racer
£21.50

SOCCER MANIA
Football Manager 2, Microprose Soccer, 
Football Manager World Cup Edition & 

Gazza's Super Soccer. £17.50

POWER PACK
Xenon 2, T.V. Sports Football, Bloodwych &

Lombard R.A.C. Rally
£17.50

HOLLYWOOD COLLECTION
Robocop, Batman The Movie, Ghostbusters 2 

& Indiana Jones The Last Crusade.
£21.50

ORDER FORM AND INFORMATION
All orders sent FIRST CLASS subject to availability. Just fill in the 

coupon and send it to:- Software City 
Unit 4, BDC, 21 Temple Street, Wolverhampton WV2 4AN.

...............ORDER FORM (Block Capitals)

.21.50

...9.99

.17.50

.21.50

.17.50

.17.50

.17.50

.17.50
.New 7.99
..........17.50
..........27.99

.New Price 9.99
..................... 4.99

3.5" Double Sided, 
Double Density with labels

1 £0.59
10 £5.50
25 £12.50

40 Piece 31/2 Disk Box......
80 Piece 3 1/2 Disk Box......
120 Piece 31/2 Disk Box....

.... £6.99

.... £7.99

.... £9.99
Midi Connector + 2 Midi
Cables....................................
Mouse Mats..........................
ST & AG Extension Leads...

...£14.99

.... £2.99

.... £5.99
Amiga 1/2 Meg Expansion 
with or without clock........ ...£29.99

Name of game Computer Value
i

i

Postage
TOTAL

■ POSTAGE RATES - Please add 50p for post and packaging on all orders under £5. EEC countries add £1 per item. Non 1 
EEC Countries add £2.50 per item

Paying By Cheque - Cheques payable to Software City
! CARD TYPE EXPIRY DATE AMP09

□□□□□□□□□□□□□□□□□□□□
EUROPEAN

^SIGNATURE DATE accepted



G A M E  R E VI E W SV E L P  +  S P E C C V  E M U L A T O R  +  MI S SI L E  C O M M A N D  +  L A M E R  
E H T E R M  I N R T O R

T
hi s  m o nt h ’s  s p e e d y  littl e e x pl a n ati o n  o n  ‘J u st  

w h at  i s t hi s P D  b u si n e s s  a n y w a y ? ’ f or p e o pl e  

w h o  still  ar e n ’t q uit e  s ur e:  P D,  or  P u bli c  

D o m ai n,  i s fr e e s oft w ar e  b a si c all y,  st uff  

w hi c h  n o b o d y  h ol d s  t h e c o p yri g ht  o n.  T h at  m e a n s  y o u  

c a n  d o  w h at  y o u  li k e wit h  it - c o p y  it, gi v e  it t o y o ur  

p al s,  sti c k  it o n  a  m a g a zi n e  c o v er  di s k,  e v e n  st art  y o ur  

o w n  P D  li br ar y, c o m pili n g  w h at e v er  bit s  y o u  s e e  fit t o 

cr a m  o nt o  a  di s k  a n d  t h e n s elli n g  it f or a  n o mi n al  

p o st a g e,  p a c ki n g  a n d  d u pli c ati o n  f e e. T h at ’s  w h y  y o u ’ll 

s e e  s o m e  of  t h e s a m e  pr o gr a m s  cr o p  u p  i n diff er e nt  

c o m bi n ati o n s  o n  diff er e nt  di s k s  all  t h e ti m e - t h er e ar e 

a n  a wf ul  l ot of  p e o pl e  o ut  t h er e di stri b uti n g  P D  i n all  

s ort s  of  w a y s,  w hi c h  t h e y’r e p erf e ctl y  e ntitl e d  t o d o  a s  

l o n g a s  t h e y d o n ’t a)  c h a n g e  it or  b)  c h ar g e  f or t h e 

a ct u al  pr o gr a m  it s elf. S h ar e w ar e  ( w h er e y o u  ar e  a s k e d  

t o m a k e  a  c o ntri b uti o n  t o t h e a ut h or  if y o u  li k e t h e 

pr o gr a m),  

E x cl u si v e w ar e  ( w hi c h 

i s si mil ar  t o P D  b ut  

o nl y  c o m e s  fr o m o n e  

li br ar y a n d  a ct u all y  

e ar n s  t h e a ut h or  a  c ut  

of  t h e pr ofit s)  a n d

Li c e n c e w ar e  ( w h er e t h e a ut h or  r et ai n s c o p yri g ht  - s o  

it’s  n ot  r e all y a n yt hi n g  li k e P D  at  all)  ar e  e xt e n si o n s  of  

t h e s a m e  t hi n g. Y o ur  h o st  i s, a s  e v er,  Mr  St u art  

C a m p b ell.  ( O n e fi n al t hi n g: t h e a d dr e s s e s  w e  pri nt  o n  

t h e s e p a g e s  ar e  m er el y  w h er e  w e  g ot  o ur  di s k s  fr o m.

T h er e  ar e  pl e nt y  of  ot h er  pl a c e s  t o o - c h e c k  t h e 

a d v ert s.  O n e  of  t h e j o y s of  P D  i s t h at it’s  s o  c h e a p  t h at 

y o u  c a n  aff or d  t o t a k e a  ri s k a n d  or d er  s o m et hi n g  y o u  

k n o w  a b s ol ut el y  n ot hi n g  a b o ut.  Ni n e  ti m e s o ut  of  t e n 

y o u ’ll b e  m or e  t h a n pl e a s a ntl y  s ur pri s e d).

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

S P E C C Y  
E M U L A T O R  
VI R U S  F R E E  P D
Aft er  t h e a m a zi n g  s u c c e s s  of  s o m e  of  t h e 

8- bit  c o n v er si o n s  w e ’v e  s e e n  r e c e ntl y 

( Fr a nti c Fr e d di e,  Gri dr u n n er,  P h ar a o h ’s  

C ur s e),  I w a s  w ell  e x cit e d  w h e n  t hi s 

dr o p p e d  t hr o u g h t h e l ett er b o x. C o mi n g  

wit h  1 5  cl a s si c  S p e c c y  g a m e s  o n  t h e di s k,  

e v er yt hi n g  l o o k e d s et  f or h o ur s  of  c ol o ur ­

cl a s hi n g  f u n a n d  l ar k s. W h at  I a ct u all y  g ot 

w a s,  w ell,  h o ur s  of  sitti n g  ar o u n d.  T hi s  

pr o gr a m  e m ul at e s  t h e S p e ctr u m  p erf e ctl y,  

b ut  t h er e’s  o n e  dr a w b a c k.  F or  s o m e

M o o n  Al ert  g et s  e m ul at e d,  S p e c c y- st yl e.

u nf at h o m a bl e  r e a s o n, C o m m o d or e ’s  st at e-  

of-t h e- art  1 6- bit  b a b y  j u st c a n ’t k e e p  u p  

wit h  Si n cl air ’s  1 0- y e ar- ol d  r u b b er- k e y e d 

di n o s a ur.  I n f a ct, it r u n s at  s o m et hi n g  

u n d er  h alf  t h e s p e e d,  a n d  t h at’s  if y o u  

s wit c h  t h e i nt err u pt s a n d  c ol o ur  off.  T hi s  

m a k e s  pl a yi n g  a n y  of  t h e g a m e s  t o all  

i nt e nt s a n d  p ur p o s e s  i m p o s si bl e, a n d  

r el e g at e s t h e e m ul at or  fr o m t h e r e al m s of  

s o m et hi n g  p ot e nti all y  i n cr e di bl e i nt o t h e 

p ur e  n o v elt y  v al u e  st a k e s.  T h e  A mi g a  

C A N  e m ul at e  a  S p e ctr u m,  a s  S oft w ar e  

Pr oj e ct s ’ ol d- st yl e  c o n v er si o n  of  M a ni c  

Mi n er  s h o w s,  b ut  I s u s p e ct  t h at w a s  a  

c o m pl et e  r e- writ e of  t h e g a m e,  r at h er t h a n 

a n  att e m pt  t o g o  t hr o u g h t h e R O M- c o p y  

r o ut e. I’d  l o v e t o s e e  s o m e  ol d  S p e c c y  

g a m e s  r u n ni n g o n  t h e A mi g a,  b ut  t hi s i s n’t 

t h e w a y  t o d o  it.

V E R DI C T:  A n  al m o st- brilli a nt  pr o gr a m,  

c o m pl et el y  s c u p p er e d  b y  t h e i m m e n s e 

sl o w n e s s  of  t h e a ct u al  e m ul ati o n.

O k a y  a s  a  n o v elt y,  b ut  c o m pl et el y  

u n u s a bl e  i n pr a cti c e.

★

Y E L P
St art
T hi s  i s a n ot h er  v ari ati o n  o n  t h e P ai nt er  

t h e m e ( si mil ar t o t h e w o n d erf ul  Dri p,  

r e vi e w e d i n i s s u e t w o), b ut  t hi s ti m e m u c h  

cl o s er  t o t h e ori gi n al  i d e a. Y o u  c o ntr ol  a  

p ai nt br u s h,  r u n ni n g ar o u n d  a  gri d  a n d  

tr yi n g t o fill s q u ar e s  wit h  c ol o ur  b y  

e n cl o si n g  t h e m wit h  p ai nt e d  li n e s. T h er e  

ar e  v ari o u s  b a d di e s  r u n ni n g ar o u n d  tr yi n g 

t o st o p  y o u  b y  st e ali n g  y o ur  p ai nt  a n d  

g etti n g  i n t h e w a y  g e n er all y,  a n d  a  f e w 

p o w er- u p  d o o bri e s  t o h el p  y o u  o ut.  T h er e ’s  

r e all y n ot  m u c h  el s e  t o s a y,  e x c e pt  t h at it’s  

s m o ot h  a n d  f a st, t h er e ar e  l ot s of  s cr e e n s  

a n d  a  c o u pl e  of  diffi c ult y  l e v el s t o t e st 

y o ur s elf  o n.  If P ai nt er  i s y o ur  ki n d  of  t hi n g 

t h e n t hi s’ll b e,  er,  y o ur  ki n d  of  t hi n g.

V E R DI C T:  E nj o y a bl e  e n o u g h  cl o n e  - 

n ot  q uit e  i n t h e s a m e  l e a g u e a s  Dri p  b ut  

still  p erf e ctl y  r e s p e ct a bl e e nt ert ai n m e nt.  

★ ★ ★

L A M E R  
E X T E R MI N A T O R
S e v e nt e e n  Bit
T hi s  i s t h e ki n d  of  g a m e  y o u  u s u all y  g et  f or 

fr e e w h e n  y o u  b u y  a  li g ht g u n.  Littl e  f a c e s 

a p p e ar  i n t h e wi n d o w s  of  a  v ari et y  of  

b uil di n g s  a n d  y o u  h a v e  t o s h o ot  t h e m. If 

y o u  l et o n e  g o,  or  s h o ot  a n d  mi s s,  y o u  l o s e 

a  lif e, a n d  w h e n  ni n e  li v e s ar e  g o n e  it’s  

G a m e  O v er  ti m e. T hi s  m a k e s  f or v er y  

s h ort  a n d  s w e et  g a m e s,  a n d  it’s  i d e al f u n 

w h e n  y o u ’v e  g ot  a  f e w fri e n d s r o u n d a n d  

y o u  f a n c y a  q ui c k  s p ot  of  c o m p etiti o n.  N ot  

b ei n g  a bl e  t o s e e  y o ur  s c or e  aft er  y o u  di e  

k n o c k s  t h at i d e a o n  t h e h e a d  a  bit,  a n d  

L E  - pl e nt y  of  vi ol e n c e  f or y o ur  8 9 p.

t h e, er,  li mit e d n at ur e  of  t h e g a m e  m a k e s  it 

a  r e al dr a g  if y o u ’r e pl a yi n g  o n  y o ur  o w n,  

b ut  8 9 p  i s a  f air e n o u g h  pri c e  f or t h e 

a m o u nt  of  f u n y o u ’ll g et  o ut  of  it.

V E R DI C T:  Si m pl e  t hr o w a w a y f u n of  

t h e ki n d  t h at P D  d o e s  b e st.  A  c h u c kl e  

wit h  s o m e  c h u m s,  b ut  n ot  w ort h  

b ot h eri n g  a b o ut  b y  y o ur s elf.  ★ ★

MI S SI L E  
C O M M A N D
St art
A ct u all y,  f or g et Mi s sil e  C o m m a n d.  Of  

d o n ’t, b e c a u s e  it’s  a  q uit e  a c c e pt a bl e  (if a  

t o u c h b a si c)  c o p y  of  t h e v e n er a bl e  c oi n ­

o p,  it’s  j u st t h at it’s  pr o b a bl y  t h e l e a st

r e m ar k a bl e t hi n g o n  t hi s di s k.  S o  w h at ’s  

t h e c o m p etiti o n ?  W ell  f or a  st art,  t h e di s k  

al s o  f e at ur e s A m o e b a  I n v a d er s, t h e 

w o n d erf ul  c o n v er si o n  of  t h e gr a n d a d d y  of  

vi d e o  g a m e s  t h at w e  g a v e  y o u  o n  o ur  

i s s u e t hr e e c o v er  di s k.  T h e n  t h er e’s  Girl  

A cti o n s,  a  pr ett y  a v er a g e  G al a xi a n s  cl o n e  

w hi c h  i s n o n et h el e s s  r e m ar k a bl e f or t h e 

c o m pl et el y  h ei n o u s  p u n  i n it s titl e. Y o u  c a n  

al s o  fi n d M a z e  G a m e,  w hi c h  a s  w ell  a s  

h a vi n g  a n ot h er  r e m ar k a bl e titl e (if f or 

diff er e nt  r e a s o n s) h a s  t o b e  t h e m o st  

u nf at h o m a bl e  3 D  m a z e  g a m e  I’v e  e v er  

s e e n  ( a n d I’v e  s e e n  pl e nt y,  b eli e v e  m e)  

a n d  B all y  2,  t h e s e q u el  t o t h e P D  Qi x  

g a m e  B all y  ( g et a w a y...)  w hi c h  i s 

r e m ar k a bl e f or b ei n g,  a s  f ar a s  I c a n  s e e,  

C O M P L E T E L Y  I D E N TI C A L t o t h e fir st 

v er si o n.  Fi n all y,  t h e di s k  f e at ur e s T hi n k  

A h e a d,  a  o n e  or  t w o- pl a y er b o ar d/ mi n d  

g a m e  w hi c h  c all s  f or s o m e  m aj or  str at e g y  

a n d  t a cti c s, e s p e ci all y  a g ai n st  t h e 

c o m p ut er  a n d  i s, o n  t h e w h ol e,  r e m ar k a bl y

c h all e n gi n g.  O h,  a n d  of  c o ur s e  t h er e’s  t h e _  

r at h er l o v el y pr of e s si o n al  pr e s e nt ati o n  of O  

t h e w h ol e  t hi n g, wit h  pr ett y  i ntr o s cr e e n s >  

a n d  a  u s er-fri e n dl y  m e n u  s y st e m.  N o p e, T  

I’m  afr ai d  i n t h e ‘r e m ar k a bl e’ st a k e s,  q

Mi s sil e  C o m m a n d  j u st d o e s n ’t c ut  it. G o o d g  

g a m e,  t h o u g h. m

n

V E R DI C T:  R e m ar k a bl y  i nt er e sti n g di s k  

c o nt ai ni n g  l ot s of  r e m ar k a bl y 

r e m ar k a bl e st uff.  A  bit  of  a  mi x e d  b a g, m  

b ut  still  a  r e m ar k a bl y g o o d  b u y.  ★ ★ ★ ★ t



G A M E  R E VI E W S P A C M A N  8 7  +  C HI N A  C H A L L E N G E  +  A FI R E  +  S C U M  H A T E R S  +  
J U M P V  +  T H E  A D U E N T U A E S  O F  N O R AI S

P A C M A N  8 7
B yt e b a c k
A  c uri o u s  titl e f or t hi s r e w or ki n g of  t h e 

ar c a d e  m a z e  cl a s si c  t h at I’v e  o nl y  n oti c e d  

a p p e ari n g  i n P D  li sti n g s q uit e  r e c e ntl y, b ut  

m a y b e  I’m  j u st n ot  v er y  o b s er v a nt.  I n a n y  

c a s e,  P a c m a n  8 7  diff er s  fr o m t h e c oi n- o p  

g a m e  i n a  f e w w a y s,  t h e bi g g e st  o n e  b ei n g  

t h at it t a k e s pl a c e  o v er  a  n u m b er  of  

diff er e nt  m a z e s,  a n d  y o u  d o n ’t h a v e  t o 

cl e ar  all  t h e d ot s  fr o m e a c h  o n e  b ef or e  y o u  

c a n  m o v e  o nt o  a n ot h er.  T h e  m a z e s  al s o 

i n cl u d e t h e o c c a si o n al  d e a dl y  tr a p, b ut  

t h at’s  b a si c all y  it a s  f ar a s  n e w  f e at ur e s g o.  

A s  f or t h e a ct u al  g a m e,  t h e m a z e- c h a n gi n g  

i s c o nf u si n g,  t h e g h o st s  ar e  pr ett y  d u m b,  

t h e d e at h  tr a p s ar e  r a n d o m a n d  a n n o yi n g,  

a n d  b a si c all y  all  t h e c h ar m  of  t h e ori gi n al  

g a m e  i s l o st, l e a vi n g a  f airl y d ull  m a z e ­

tr e k ki n g aff air  t h at’s  j u st a  bit  t o o 

‘a d v a n c e d ’ f or it s o w n  g o o d.  I g u e s s  

s o m eti m e s  t h e si m pl er  t hi n g s i n lif e A R E  

t h e b e st.  T h e n  a g ai n,  if it r e all y w a s  writt e n  

i n 1 9 8 7  y o u  c a n ’t r e all y k n o c k  it, t h o u g h f or 

1 9 9 1  it’s  n ot  m u c h  f u n.

V E R DI C T:  Pr ett y  p o or  P a c M a n  v ari a nt  

t h at’s  t o o u nf o c u s s e d  t o b e  v er y  

e nt ert ai ni n g.

★ ★

P a c M a n  - t h e s a m e  t h at l a u n c h e d a  

t h o u s a n d ri p- off s. A n d  h er e ’s  a n ot h er.
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C HI N A  
C H A L L E N G E
B yt e b a c k
Aft er  t h e s u c c e s s  of  Til e s  (t h e S h a n g h ai  

cl o n e  w e  g a v e  a w a y  o n  o ur  i s s u e t hr e e 

c o v er  di s k  al o n g si d e  A m o e b a  I n v a d er s), 

w h at  s h o ul d  c o m e  al o n g  b ut  t hi s, a n ot h er  

v ari ati o n  o n  t h e s a m e  t h e m e. C hi n a  

C h all e n g e  diff er s  fr o m Til e s  i n t w o m ai n  

w a y s.  O n e  i s t h at it’s  all  a  bit  sli c k er  - wit h  

pr etti er  gr a p hi c s,  m or e  s p e e d,  a n d  m or e  of  

t h e ori gi n al  g a m e ’s  frill s (li k e n e st e d  m o v e  

r etr a cti o n) - a n d  t h e ot h er  i s t h at it d o e s n ’t 

a ct u all y  f e at ur e t h e ori gi n al  til e l a y o ut. T hi s  

i s i n f a ct a  g o o d  t hi n g, a s  it m e a n s  p e o pl e  

w h o ’v e  alr e a d y  g ot  Til e s  c a n  still  g et  a  

sli g htl y  diff er e nt  c h all e n g e  i n t h e s a m e  

v ei n,  wit h o ut  h a vi n g  t o g et  t h e s a m e  

t hi n g t wi c e f or t h e s a k e  of  ni c er  

gr a p hi c s.  T h e  di s k  al s o  f e at ur e s a  

n ot- b a d  T etri s  cl o n e  c all e d  Q u attr o,  

t h e f oll o w- u p W elltri x  (r e vi e w e d i n 

i s s u e t hr e e), a n d  a  c o u pl e  of  ot h er  

g a m e s  b e si d e s,  m a ki n g  it a n  e x c ell e nt  

b u y  f or p u z zl e  f a n s.

V E R DI C T:  T hr e e  r e all y g o o d  p u z zl er s  

a n d  a  c o u pl e  of  ar c a d e  g a m e s  t hr o w n 

i n f or g o o d  m e a s ur e.  ★ ★ ★ ★

C hi n a  C h all e n g e  - s a m e pl a y  S h a n g h ai- e d  

fr o m a n  A cti vi si o n  titl e.

0 0  , 
o ctìBl
« y

X FI R E
B yt e b a c k
T hi s  g a m e  b e ar s  a  f e w si mil ariti e s  t o a  

r e all y a n ci e nt  ar c a d e  g a m e  c all e d  T ar g,  

b ut  wit h o ut  all  t h e c o m pli c at e d  st uff  (littl e 

j o k e t h er e f or T ar g  f a n s). Y o u  a p p e ar  i n a  

s q u ar e  m a z e  f ull of  littl e s q u ar e  b uil di n g s,  

fr o m w hi c h  b a d  g u y s  l o o ki n g n ot  u nli k e  

P a c M a n  m o n st er s  p o p  o ut  a n d  s h o ot  at  

y o u.  T h e  o bj e ct  of  t h e g a m e  i s t o s h o ot  

t h e m fir st. E xtr a  f e at ur e s i n cl u d e, ur n...  

w ell,  a s  it h a p p e n s  t h er e ar e n ’t e xtr a  

f e at ur e s at  all.  N ot  t h at t h e si m pli cit y  

m a k e s  it e a s y  - t h e s m all  s cr e e n  ar e a  

m e a n s  y o u ’v e  n e v er  g ot  a  s p ar e  s e c o n d  

t o c at c h  a  br e at h,  a s  t h er e’s  al w a y s  a  

b ull et  or  s e v er al  c o mi n g  at  y o u  fr o m o n e  

dir e cti o n  or  a n ot h er.  A d d  t o t h at t h e f a ct 

t h at y o u  c a n  o nl y  st a n d  still  w h e n  y o u ’r e at  

a  j u n cti o n a n d  y o u  h a v e  a n  e xtr e m el y  

d e m a n di n g  littl e g a m e.  T h e  gr a p hi c s  ar e  

f u n cti o n al b ut  t h e m u si c  i s r e all y q uit e 

gr o o v y,  a n d  wit h  s e v er al  ot h er  g a m e s  o n  

t h e di s k,  i n cl u di n g y et  a n ot h er  g o o d  

P ai nt er  g a m e  a n d  a  Fr o g g er,  t hi s i s 

a n ot h er  gr e at  d e al  f or c h e a pi e  f a n s.

V E R DI C T:  A  t o u g h a n d  a d di cti v e  

g a m e  w hi c h  d o e s n ’t s uff er  fr o m b ei n g  

j u st a b o ut  t h e si m pl e st  t hi n g I’v e  e v er  

s e e n.  ★ ★ ★
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X Fir e  - h e  m o st  pri miti v e  P D  s a m e  y et ?

J U M P Y
St art  ( di s k G a m e s  G al or e  6)  
A n d  t al ki n g of  t o u g h... J u m p y  i s a  pr ett y  

b a si c  pl atf or m  g a m e,  p utti n g  y o u  i n c o ntr ol  

of  a n  e xtr e m el y  b o u n c y  r u b b er b all  wit h  a  

mi s si o n  t o c oll e ct  b o n e s  ( ?) fr o m a  s eri e s  

of  s cr e e n s  si m pl y  s w ar mi n g  wit h  e vil  

e n e mi e s  a n d  p er pl e xi n g  pl atf or m  p att er n s  

( s orr y a b o ut  t h at, b y  t h e w a y).  It’s  a  

d e vi o u sl y  d e si g n e d  g a m e,  a n d  y o u ’ll n e e d  

t o b e  bl e s s e d  wit h  a  f airl y c al m  di s p o siti o n  

if y o u ’r e n ot  g oi n g  t o e n d  u p  p utti n g  y o ur  

f o ot t hr o u g h t h e s cr e e n  i n fr u str ati o n. Still,  

if it g et s  t o o m u c h,  y o u  c a n  al w a y s  tr y y o ur  

h a n d  at  o n e  of  t h e ei g ht  ot h er  g a m e s  o n  

t h e di s k,  i n cl u di n g a  Br e a k o ut  cl o n e,  a n  air  

tr affi c c o ntr ol  si m ul at or,  a  ti n y littl e 

W or k b e n c h  b a s e b all  g a m e,  a  s p a c e  s h o ot-  

’e m- u p  a n d  a n  i ntri g ui n g b o ar d  g a m e  

c all e d  P a p s,  w hi c h  i s b a si c all y  a  m u c h  c ut ­

d o w n  dr a u g ht s-li k e  g a m e  i n v ol vi n g s o m e  

s eri o u s  t a cti c al t hi n ki n g f or s o m et hi n g  s o  

sli g ht.  It’s  o n e  of  t h e m o st  f a s ci n ati n g littl e 

s ni p p et s  of  P D  I’v e  c o m e  a cr o s s,  a n d  

t o g et h er wit h  all  t h e ot h er  st uff  m a k e s  t h e 

di s k  t o o m u c h  of  a  b ar g ai n  t o mi s s.

V E R DI C T:  A  wi d e-r a n gi n g  mi x  of  

g a m e s,  all  of  w hi c h  ar e  at  l e a st 

pr e s e nt a bl e  a n d  a  c o u pl e  of  w hi c h  ar e  

v er y  g o o d.  Y et  a n ot h er  P D  b ar g ai n.

B o u n ci n g  ar o u n d  t h e r at h er si m pli sti c,  b ut  

n o n et h el e s s  c h all e n gi n g,  s cr e e n s  of  J u m p y.

T H E  A D V E N T U R E S  O F  N O R RI S
Vir u s  Fr e e
A n ot h er  g a m e  i n Vir u s  Fr e e ’s  

‘E x cl u si v e w ar e ’ s eri e s  of  n o n- P D,  N orri s  

i s a  pl atf or m  g a m e  i n t h e st yl e  of  J et  S et  

Will y,  i n v ol vi n g m u c h  j u m pi n g ar o u n d,  

c oll e cti n g  k e y s,  a n d  a v oi di n g  b a d  g u y s.  

It’s  v er y  pr ett y,  a n d  c ert ai nl y  a  bi g  st e p  

u p  fr o m t h e l a st E x cl u si v e w ar e  eff ort  (t h e 

pr ett y  h o p el e s s  X- S y st e m),  b ut 

t h er e’s  still  a  bit  l a c ki n g f or it t o 

j u stif y t h e tr u m p eti n g a n d  dir e  

a nti- c o p yi n g  w ar ni n g s  a d or ni n g  

t h e fr o nt e n d.  T h e  m u si c  i s 

p arti c ul arl y  dr e a df ul,  a n d  t h e 

g a m e  i s p er h a p s  j u st a  littl e d ull  

a n d  u ni n v ol vi n g.  H a vi n g  s ai d  

t h at, it’s  still  w ell  u p  t o t h e 

q u alit y  of  m o st  P D  st uff,  a n d  

pr o b a bl y  t h e b e st  g a m e  i n t hi s 

p arti c ul ar  g e nr e  a v ail a bl e  i n t h e 

g e n er al  ar e a  of  P D.  A  bit  of  a  

s p ar k  w o ul d  h a v e  h el p e d  it n o

S C U M  H A T E R S
A mi g a n ut s

I m a gi n e K ni g ht  Ri d er  wit h  g e n o ci d al  

t e n d e n ci e s, a n d  y o u ’v e  g ot  S c u m  H at er s.

A n ot h er  S h o ot- ’E m- U p  C o n str u cti o n  Kit  

eff ort,  t hi s v erti c all y- s cr olli n g  s h o ot- ’e m- u p  

( n o w t h er e’s  a  s h o c k er)  s et s  y o u  b e hi n d  

t h e w h e el  of  a  c ar  cr ui si n g  t hr o u g h E a st  

L o n d o n  o n  a  mi s si o n  t o s h o ot  a b s ol ut el y  

e v er yt hi n g  wit h  t h e t e m erit y t o b e  

o c c u p yi n g  t h e s a m e  str e et s  a s  y o u,  a n d  a  

f e w tr ai n s i nt o t h e b ar g ai n.  It’s  a  bit  tri c ki er 

t h a n it l o o k s at  fir st gl a n c e,  a n d  t h er e’s  

e n o u g h  v ari ati o n  i n t h e s c e n er y  t o k e e p  

y o u  i nt er e st e d i n g etti n g  j u st a  littl e bit  

f urt h er i nt o it. T h er e  ar e  s o m e  ni c e  t o u c h e s 

of  t h e ki n d  m or e  u s u all y  s e e n  i n 

pr of e s si o n al  s oft w ar e,  b ut  p arti c ul arl y  

s e n siti v e  ki d di e s  s h o ul d  w at c h  o ut  f or t h e 

e x cl a m ati o n  y o ur  dri v er  e mit s  w h e n  a  lif e i s 

l o st. S c u m  H at er s  i s n’t g oi n g  t o c h a n g e  

y o ur  lif e at  all,  b ut  it’s  w ort h  a  l o o k f or t h e 

titl e al o n e.

V E R DI C T:  E nj o y a bl e  littl e bl a st er  

t h at’ll k e e p  y o u  pl a yi n g  f or a  bit  l o n g er 

t h a n y o u  mi g ht  i niti all y t hi n k.

★ ★ ★

S T O P  P R E S S:  X Fir e  i s gi v e n  a w a y  o n  

t hi s m o nt h' s  c o v er  di s k.  H urr a h!

e n d,  b ut  f or t hr e e q ui d  it’s  f ar fr o m a  b a d  

b u y.

V E R DI C T:  N ot  all  t h at li v el y, b ut  sli c k  

a n d  q uit e  di str a cti n g  f or a  w hil e  at  

l e a st. Still,  it s h o ul d  h a v e  b e e n  

r el e a s e d a s  pr o p er  P D  wit h o ut  all  t h e 

f affi n g ar o u n d.  ★ ★ ★

T h er e' s  n o  d e n yi n g  it - N orri s  h a s  r at h er g or g e o u s  

gr a p hi c s  f or a  pi e c e  off  ( al m o st) P D.

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:  VI R U S  F R E E  P D,  2 3  El b or o u g h  R o a d,  M or e d o n,  S wi n d o n,  Wilt s  S N 2  2 L S  «  0 7 9 3  5 1 2 3 2 1 • A MI G A N U T S  U NI T E D,  1 6 9  D al e  V all e y  

R o a d,  H oll y br o o k,  S o ut h a m pt o n  S O 1  6 Q X  ®  0 7 0 3  7 8 5 6 8 0  • S O F T Vi L L E  P D,  U nit  5,  Str atfi el d  P ar k,  El ettr a  A v e n u e,  W at erl o o vill e,  H a nt s,  P O 7  7 X N  ®  0 7 0 5  2 6 6 5 0 9  • 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  • 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 F 1  1 X X  ®  0 9 2 4  3 6 6 9 8 2

B Y T E B A C K,  6  M u m b y  Cl o s e,  N e w ar k,  N ott s  N G 2 4  1  J E «  0 6 3 6  7 9 0 9 7



A MI G A  R E P AI R S
J U S T  £ 4 4. 9 5  i n c. a  ■I'

★  C o m m o d or e  r e gist er e d
★  O v er  1 0  y e ars  e x p eri e n c e  wit h  C o m m o d or e  c o m p ut ers
★  2 0  q u alifi e d  t e c h ni ci a n e n gi n e ers  at  y o ur  dis p os al
★  W e  will  u n d ert a k e  t o r e p air y o ur  A mi g a  5 0 0  c o m p ut er  f or j ust £ 4 4. 9 5  i n cl u di n g 

p arts,  l a b o ur, V A T  a n d  p ost  &  p a c ki n g
★  M ost  c o m p ut ers  s h o ul d  b e  r e p air e d wit hi n  2 4  h o urs  of  b o o ki n g  i n.
★  Pri c es  i n cl u d e f ull s er vi c e c h e c k,  o v er h a ul,  s o a k-t est a n d  r e pl a c e m e nt of  p o w er  

s u p pl y u nit  if n e c ess ar y
★  R e p airs  t o k e y b o ar d  a n d  dis k  dri v e  als o  i n cl u d e d ( £ 2 5 e xtr a  if t h es e u nits  ar e  

u nr e p air a bl e  a n d  r e q uir e c o m pl et e  r e pl a c e m e nts)
★  All  r e p airs c o v er e d  b y  a  9 0  d a y  w arr a nt y

U p gr a d e  y o ur  A mi g a  fr o m 5 1 2 K  t o 1 M b  of  m e m or y  f or j u st £ 2 5. 0 0  

S P E CI A L  E X C L U SI V E  O F F E R:
If y o u  s u b mit  y o ur  c o m p ut er  t o o ur s el v e s  f or r e p air, e n cl o si n g  t hi s 

a d v ert  al o n g  wit h  j u st a n  a d diti o n al  £ 2 5,  w e  will  s u p pl y  a n d  fit a  5 1 2 K  
— — - 3 m e m or y  e x p a n si o n  at  n o  e xtr a  c o st.

H o w  t o t a k e a d v a nt a g e  of  t his e x c e pti o n al  off er:  si m pl y s e n d or  h a n d  
d eli v er  y o ur  m a c hi n e  t o t h e w or ks h o p  a d dr ess  d et ail e d  ri g ht, e n cl osi n g  
p a y m e nt  a n d  t his a d v ert  a n d  w e  will  d o  t h e r est. (If p ossi bl e  pl e as e  
i n cl u d e a  d a yti m e  t el e p h o n e n u m b er  a n d  f a ult d es cri pti o n).
*  If y o u  r e q uir e 2 4  h o ur  c o uri er  t o y o ur  d o or,  pl e as e  a d d  £ 5  els e  y o ur  
c o m p ut er  will  b e  s e nt b a c k  b y  c o ntr a ct  p ar c el  p ost.

W T S  E L E C T R O N I C S  L T D
S T U DI O  M A S T E R  H O U S E

C H A U L  E N D  L A N E  
L U T O N,  B E D S,  L U 4  8 E Z  

T el e p h o n e  ( 0 5 8 2) 4 9 1 9 4 9  - ( 4 li n es)
W T S  r e s e r v e t h e ri g ht t o r ef u s e m a c hi n e s  t h at i n o u r  o pi ni o n  a r e  t a m p e r e d wit h,  t o a n  e xt e nt  b e y o n d  

r e a s o n a bl e r e p ai r

A mi g a  M o u s e T A X K P «

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:

T o  o bt ai n  pr o b a bl y  t h e m o st  d et ail e d  

c at al o g u e  di s k  ar o u n d,  w hi c h  al s o  f e at ur e s 

s o m e  fr e e P D  e v er y  m o nt h,  s e n d  5 0 p  (i n c P  

&  P)  or  alt er n ati v el y  s e n d  y o ur  o w n  bl a n k  

di s k  wit h  a  s uit a bl e  S. A. E.

W h at  c a n  y o u  l o s e, s e n d  t o d a y a n d  s a v e  

£ £ £ £ ’s o n  y o ur  A mi g a  P D.  W h y  d o n ’t y o u  

g et  h ol d  of  s o m e  ot h er  c at al o g u e s  fr o m 

s o m e  of  t h e ot h er  li br ari e s a n d  c o m p ar e  t h e 

c o v er a g e  a n d  pri c e s  a n d  t h e n d e ci d e  t o b u y  

fr o m w hi c h  y o u  c o n si d er  t h e b ett er ?

6 0 p
i ■ i

P E R  
DI S K

+
5 0 P  P & P  

T O  
T O T A L  
O R D E R

M A K E  C H E Q U E S/ P. O  M A D E  P A Y A B L E  T O:  J.  F O R D
T A N K  P D,  4  C H A N D O S  R D,  R E D L A N D,  B RI S T O L  B 5 6  6 P E

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

All  l at e st A mi g a  titl e s a v ail a bl e  - £ 1. 0 0  p er  di s k,  p o st a g e  a n d  p a c k a gi n g  fr e e.

F R E E  m e m b er s hi p  wit h  1 st  p ur c h a s e,  
i n cl u di n g o ur  v er y  o w n  Ki c k  Off  L e a g u e.

B el o w  i s a  s m all  s el e cti o n  of  titl e s a v ail a bl e  
fr o m o ur  l ar g e st o c k.

R e g ul ar  c m m p ^ î c m s  h el d,

Di s c o u nt s  f or 
or d er s  o v er  £ 2 0. 0 0  -

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  — -I
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

C h u b b y  Br o w n  ( 1 Di s k)  - C o m e d y Fl a s h  Q u e e n  ( 2 Di s k s)  - M u si c  S a m pl e  
D efi nit e  D o c kl a n d s  ( 1 Di s k)  - A  m u st  f or ' J arr e' f a n s

Gr o o v e  I s I n T h e  H e art  ( 1 Di s k)  - M u si c  S a m pl e  
H ol y  S m o k e  ( 1 Di s k)  - L o a d s  of  Utiliti e s

K yli e  Mi n o g u e  ( 2 Di s k s)  - E x c ell e nt  s a m pl e s  a n d  Sli d e  D e m o s  
M a d o n n a  ( 4 Di s k s)  - V o g u e  S a m pl er  

N ot  t h e 9  O ’cl o c k  N e w s  ( 2 Di s k s)  - G orill a  S k et c h
S a m a nt h a  F o x  2  ( 1 Di s k)  - Sli d e s h o w  ( 1 8 +) St ar  Tr e k  Tri vi a  Q ui z  ( 1 Di s k)  - G a m e

W e  al s o  s u p pl y  s o u n d  tr a c k er s a m pl e s,  T- B a g  di s k s  a n d  o ur  o w n  di s k s  a n d  d e m o s.  
S e n d  S. A. E.  f or c at al o g u e  or  bl a n k  di s k  f or di s k  m a g a zi n e.

Pl e a s e  s e n d  t o:- K. L ar ki n,  X- Pr e s s  P D,  1 2  H at h a w a y  C o urt,  C h erit o n  R o a d,  
Gilli n g h a m,  K e nt,  M E 8  0 E S.
T el:  0 6 3 4  3 0 6 3 8



FIRST NEWS • FIRST REVIEWS • BEST BUYS • YOUR WEEKLY GUIDE

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 Amiaa ***■*'

^^ugalfews, 
previews, reviews - 
and all the best prices! 
■ Public Domain 
round-ups, techie 
twiddly-type pages, 
readers7 letters and, 
er... much, much more!

_everyThursday, all 
year round
• It's packed with juicy 
goodness!
• You get quite a bit of 
change out of a quid

GIVE IT A GO - YOU NEVER KNOW, YOU MIGHT EVEN LIKE IT!
■



WIN! A COMPLETE TV, B 
VIDEO AND

‘Hands off, these are mine man!’
It’s a pretty nifty looking prize, eh? Not only do you get a Grundig colour TV, 
complete with an 15 inch screen and remote control, you get a Saisho video recorder 
and a Ferguson satellite dish thrown in too! The complete set up is worth a massive 
£800 and is sitting here in the office just itching to be won by some lucky reader.

IN THE AMIGA POWER/OCEAN SIMPSONS GIVEAWAY!

But why the generosity? What are we celebrating? Well, simply this - the release of Ocean’s version of The 
Simpsons (or The Simpsons - Bart Versus The Space Mutants, to give it its full title), as sure-fire a contender for all­
formats Christmas Number One as you could possibly hope for. Check out the review earlier in this issue for complete 
details (it’s actually a very characterful and appealing scrolling shoot-’em-up cum cutesy game) because it’s all but 
certainly going to be one of the most talked about games of the year - not only is it going to be bought in its droves as 
a stand alone product, it’s also the star of Commodore’s new Cartoon Classics A500 pack (so thousands of new 
Amiga owners will get a copy). Now, with our prize, you can REALLY have The Simpsons coming out of your ears - 
not only can you play the game with your Amiga linked up to your new TV, you can check out Bart’s cartoon antics on 
the B Sky B television show too!

So what do I have to do?

RULES AND REGULATIONS

• The closing date for this is 
September 30th. After that, 
it's Wastebin City.
• The editor s decision is 
absolutely, completely and 
utterly final.
• Employees of Future 
Publishing and Ocean are not 
eligible to enter this 
competition.

We want you to write us a new Bart Simpson rap, in the style of the chart topping ‘Do The Bartman’. We’ve given you 
the opening lines - now just complete the verse (or go on for longer if you’re feeling particularly inspired). Extra points 
MAY be given for any ‘witty’ references you can get in there to Ocean, the AMIGA POWER ‘posse’ or, indeed, 
anything with a vague game relevance (but we’re not guaranteeing anything). We fully expect to be reading 
thousands of these Bart-style raps over the next few weeks, so you’re going to have to be either a) incredibly witty 
and clever or b) unbelievably (and excruciatingly) bad to get a look in.

The rhyme begins: ‘Yo, hey dudes, what’s happening, man?
This here’s young Bart’s master plan...’

(Hey, we never said we’d give you much to go on!)

So, get scribbling! Send your entries, filled out on the back of a postcard or envelope (or on a separate piece of 
paper INSIDE an envelope if it’s particularly long) to: It Wasn’t Me (Nobody Saw Me Do It And You Can’t Prove 
Anything) Compo, Amiga Power, 29 Monmouth Street, Bath, Avon, BA1 2BW. Remember to include your name and 
address, and be sure to get your entry in before September 30th!
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Ml PRICES INCLUDE VAT & DELIVERY TO TOUR DOOR!

Select any 3 game titles valued 7.99 or less and you pay only £20

BO FT WABE

The following games titles are limited 
offers at thetime of going to press 

Please order early to avoid 
disappointment!

We stock all the latest and currently 
available tides which we offer at 

OOM OFF of recommended retail price!

GAMES

30 Construction Kit 
30 Pool
Afterburner 
Anarchy 
Antheads 
Atomic Robokid 
Balance of Power 
Barbarian (Palace) 
Batman 
Batitemaster 
Bionic Commando 
Blitzkrieg (1 Mb) 
Boulderdash CorVWt 
Cape 'n' Carnage 
Captain Rzz 
Carrier Command 
Centrefold Squares 
Chaos Strikes Back 
Chase HQ II 
Chuckle Egg

Colossus Chess X 
Corporation & Mission Disk 
Cosmic Pirate 
Datastorm
Defender of the Crown 
Deluxe Strip Poker 
Double Dragon 
Double Dragon II 
Oregon Breed 
Drivtn Force 
Dungeon Quest 
Dynasty Wars 
E-Motion 
Elite 
Enchanter 
Eswat 
ExoIon 
FA-f 8 Interceptor 
Falcon Missions Vol I 
Fantasy World Dizzy 
Fast Food Dizzy 
Fast Lane 
Fernandez Must Die 
Ferrari Formula One 
Full Contact 
Gauntlet 2 
Grand Monster Slam 
Hard DrMn’ II 
Heroes (correlation) 
Hitchhikers Guide to the Galaxy 
Hong Kong Phooey 

lmpo«sfole Mission II 
Indiana Jones + Zak McKraken 
James Pond 
Jumpln Jackson 
Keeftoe Thief 
Last Nlnta 2
Leather Goddesses of Phobos 
Legend of Djel 
Line of Rre
Lombard RACRafiy 
Loom 
Monty Pytoons Hying Qrcus 
Neuroma reer 
3 Rabbit

Remix 
Spirit 

uveriander 
’acland 
Pac mania 
PtOTetfail 
’owerdrome 
’owerplay 
Yedator 
Pro Boxing Simulator 
Pub Trivia

Roadblasters 
Ruff *n* Ready 
Shu fiep ack Gate 
Shadow of the Beast 
Sikworm 
Skate of the art 
Sporting Triangles 
Steve Davis Snooker 
Super Scramble Simulator 
Steel 
Subbuteo 
Super Grand Prix 
Super League Soccer 
Super Off Hoad Racer 
Swords of Twilight 
Teenage Mutant Hero Turlies 
Tennis Cup 
Terrorpods 
The Deep 
The Spy Who Loved Me 
Thunderblade 
TNT (compilation) 
Treasure Island Dizzy 
Trivial Pursuit 
Turrican 
Tusler 
Vigilante 
Vindicators
Viz
Voodoo Nlghtnare

Wacky Dart«
Warhead
Wheel« of Rre (completion) 
White Death (1Mb)
Wind Waiter
Wlerd Dreams 
Winning Tactics 
Wishbnnger
World Class Leaderboard
World Cup Year 90 Compfiation 
Xenon
Xenon II
Yo^'s Great Escape

Zork III
SERIOUS

7.99
5.99
7.99

6.99
499

14.99
7.99
8.99
4.99
899
7.99
5.99
5.99
4.99
4.99
7.99
7.99

VIDEO
Photon Video (Cel Animator) 
Deluxe Video III
Aegis Anlmagic 
Broadcast Titer 2 
AmigaVision
Scan
TV Text Professional 
TVShow2
Video titter 1.5 3D 
WORDPROCESSING 
Scribble Platinum 
Kindwords 2 
Interword 
Penpal
Excelence2 
Protext 4.2 
Protext 5.0 
ProWriteS.1 
Word Perfect 4.1 
Word Perfect Library 
Wordworth
SPREADSHEET 
Advantage 
DGCalc
DATABASES 
Infoile
Superbase Personal 2 
Superbase Professional 
Superbase Professional 4 
MTEGRATED (WP/SS/DB) 
The Works Plalnum 
Gold Disk Office
OTP 
Pagesetter 2.0 
Pro Page 1.3 
Pro Page 2 
Pro Draw 2 
Ouline fonts 
Gold Disk Fonts 1-4 
Structured Clip art 
Edip« 
Proclps 
Deluxe Print II

12.90
899
7.99
5.99
7.99
7.99
6.99
7.99
7.99
7.99
7.99
4.99
6.99
6.99

7.99
699
7.99
699
999
699
7.99
699
7.99
7.99

14.90
50 90
50 90 

174.90
80 90

174.90
80 90
40 90
60 90

30.90
30 99

74.99
100.90
90 99

150.90
79.90
80.90

79 90
28.90

34.90
60 00

149.90
290 90

50.90 
100.00

52.90
90.90

190.90

AFFIXED PRICE 
COMPUTERREPAIRS 

AMIGAS (Excl. DiskDrive, 
Keyboard & FAT Agnus).. .£45 
Atari STs (Excl. DiskDrive & 
K ......................... £45
C (Excl Keyboard).£35 
Prices Include return postage!

CAD
X-CAD Designer 
X-CAD Professional 
Aegis Draw 2000 
ACCOUNTS 
Home Accounts 
Cashbook/Hnal Accounts 
Personal Tax Planner 
tersonal Finance Manager 
Smal Business Accnts Cash 
Smal Business Accnte Xtra 
GRAPHICS
JeiuxePaint3 

Photon Paint 
Deluxe Photolab 
Real Things Birds 
teal Things Humans 
Real Things Horses 
ProFlls 
Piwnate
Me her 
he Art Department

The Ari Department Pro.
Kara Anlm Fonts 1 
Kara Ankn Fonts 2 
Kara Ankn Fonts 3 
K&a Fonts Headfines 1 
Kara Fonts Headfines 2 
Kara Fonts Sub Headlines 
30 MODELLMG A RENDERING 
Sculpt 30XL
Sculpt Animate 4D 
Vista
Vista Professional 
Imagine 
30 Professional 
Real 30 Beginners 
Real 30 Professionai/Turbo 
PROGRAMMING 
AMOS
AMOS Compiler 
Devpac 2 
Lattice C
Hisoft Basic 
Hisoft Basic Extend 
MUSIC
Deluxe Music Const Set 
Juartet
Mastersound sound sampler

74.90
150.90
90.90

24.99

84.90
229 90
42.90
60.90

180.90 
340 90
100.90 
290.00

32.99
20.40
49.90

219.99
57.90
14.49

49.90
35.99
20.90
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BAD Disk Oplmiser
Cross Dos 4 
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Disk Master 
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icon Paint 
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Game Set and Math 
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Hooray tor Henrietta (5-12) 
Junior Typist (5-10) 
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Math Talk Fracions 
Mavis Beacon Teaches Typing 
Mix! Match 
Prof Hunts for Words 
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Prof Plays a New Game 
Puzzle Book 
Puzzle Book II 
Puzzle Storybook 
Sesame Street Letters 
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Spelbook
Things to do with Numbers 
Things to do with Words

HARDWARE 
AMIGA!
Amiga 500 Basic 
A500 Screen Gems 1Mbyte 
A500 Cartoon Classics 
A500 Class of 90 s Pack 
A1500 Including Monitor 
A1500 No Monitor 
A2000 40Mb H/Disk 
A3000 16Mhz/40Mb 
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COTV 
10% OFF all COTV software

i A500 20Mb Hard Drive
i A500 20Mb H/Drive> 2Mb RAM 
i Trumpcard 500 40Mb HAJrive 

Trumpcard 2000 40Mb HAJrive
I 45Mb Hardcard A2000/A1500 
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135Mb Hardcard A2OOO/A15OO 
173Mb Hardcard A2000/A1500 
45Mb SCSI Had Disk (Bae) 
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173Mb SCSI Had Disk (Bare) 
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CBM 3.5* Internal Hoppy Drive 
512k Ram Expansion no dock 
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1.5 Mb Ram Expansion 
A2000/1500 8Mb Ramcad 
256kx4 RAM chips per Mb 
iMbxl DRAM chips per Mb 
C8M 68030/98862 25Mhz 
Colour Sdution(VidkRG8splt) 
Sharp JX100 A6 Col Scanner 
Sharp JX300 A4 Col. Scanner 
Golden Image Hand Scanner 
Podscat Graphics Tablet 
Zydec Mteroswitehed Mouse 
Naksha Mouse 
Turbo Mouse 
Mouse Mat
50 Blank Disks 
MONITORS
Philips 8833-II 
Commodore 1084s 
Commodore 1950 Mullsync 
PRINTERS
All printers include leads rid AMIGA PRINTER DRIVERS 
Sta LC200 Colour . 
Sta LC24-200 Mono 
Sta LC24-2OO Colour 
Often Swift 9 Colour 
Often Swift 24 Colour 
Canon Bubblejet Portable 
HP Pakittet Colour Inkjet 
Panasonic 4420 Laser

74 90
79 90

174 90

34 90

17
19
12
4

20

ZX
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499
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290
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280
825
849
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Well, we asked for it. ‘Send us fewer letters of praise,’ we 
said. ‘Let’s hear from people who’ve really got something to 
complain about.’ And we did. (We should have kept our big 
mouths shut really, shouldn’t we?). Hold on tight then, as we 
take a two page journey into the land of the miserable, the 
confused and the just plain angry...

• Address your letters to AMIGA POWER, Beaufort Court, 30 Monmouth Street, Bath, Avon, BA1 2BW

Dear AMIGA POWER,
I am writing concerning the way you seem to 
be marking games. I’ve compared your 
scoring of 10 randomly picked games to the 
reviews of the same 10 games in Amiga 
Format, which I’m sure you know is also 
made by Future Publishing, and it makes for 
quite interesting reading. The 10 games and 
marks were as follows (There followed a long 
and uninteresting list of 10 games which we
- shock horror! - didn’t mark exactly the 
same as Amiga Format. Ed).
Average: Amiga Format 80 per cent, AMIGA 
POWER 69 per cent.
So I have to ask myself, who am I to trust? I 
realise that each reviewer is entitled to his 
own opinions but what are you telling the 
people who buy these games? I mean, I 
myself could easily find a good game, say it’s 
bad (which I may well think to be true), print 
this in an international magazine and thus 
prevent the game from being bought. 
Looking at the two magazines’ marks for 
Quest For Glory II: Trial By Fire - which were 
very different indeed -1 feel that some sort 
of system is needed to ensure the mark for 
each game is as accurate as possible. Here 
is what I suggest: along with the statements 
in ‘Who Do We Think We Are?’ you should 
put a word or two showing which type of 
game that reviewer prefers, and an example
- probably his favourite. Then, after The 
Bottom Line, you should put what each 
reviewer gives the game. This way there 
would be much less arguing and no letters 
such as this.

As another example, just look at the 
review of Brat. There was a 19 percent 
difference between Stuart Campbell’s overall 
mark and Matt Bielby’s - and it appeared to 
be mainly due to the fact that one liked the 
way the main character was portrayed and 
the other didn’t. The thing about different 
reviewers’ opinions becomes really 
noticeable here; after all, does the look of the 
hero affect the mark THAT much?

Apart from this I think the magazine is 
great, and hopefully you’ll think about my 
idea, or another similar.
Yours faithfully,
Gerred Blyth, Bath.

Make your mind up, Gerred! First you want 
lots of different reviewers marks on every 
game, then when we do exactly that (on 
Brat/ you actually complain about the 
difference!
There are two things to bear in mind here 
really:
1) Despite the fact that there’s only one mark 
and one name on most reviews, we all see 
every game that comes into the office and 
the score tends to represent a broad 
consensus of our opinions. If any of us 
strongly disagrees with the main reviewer’s 
mark, we use an 'On The Other Hand..’ box, 
but, as you’ll have noticed, that isn’t very 
often. Usually everyone here will agree to 
within a couple of percent how good a game 
is - to be honest, most of the time it’s just 
plain obvious.
2) We’re all getting a little bit bored of people 

complaining that we give games different 
marks to Amiga Format. We’re a different 
magazine, produced by a completely 
different set of people, and there's no reason 
whatsoever why we should have the same 
opiniQns as them. (Though if you read both 
magazines you’ll see that most of the time 
we actually do pretty much agree - it’s just 
that we tend to use a wider range of marks 
than they do, dipping right down into the 
twenties and below). If it’s total conformity 
you want, why not buy two copies of the 
same magazine?

The indicating what sort of game each 
reviewer likes is a good idea though - that’s 
why we’re now doing exactly that on the ‘Just 
Who Do We Think We Are?’page.

Dear Amiga Power,
I am writing to complain about the appalling 
mark for 3D Construction Kit. Sadly I missed 
the main review of it but seeing The Bottom 
Line in the July edition I was amazed at the 
three stars you gave it! It should have had 
five black stars at least! In The Bottom Line 
you said ‘making anything worthwhile gets 
very complicated’. What a load of rubbish! 
Methinks that you have just flicked through 
the manual! I’m far from a programmer and 
find the easiest of programs hard, but 
already I’ve mastered 90 percent of the 
Freescape Command Language and the 
Animation Controller is a cinch!
You probably think that I am some kind of 
whizz kid who enjoys constructing tangents 
and loves bisecting angles, but, using 3D 
Construction Kit, creating 3D objects (or 
even 2D for detail) is easy! So the price is 
hefty, but it’s ideal for a birthday or Crimbo 
present. If there’s any justice there should be 
hundreds of 3D PD games (yes, you can 
make your own game autobooting and can 
share it!). My only gripe is that this kit is 
unsuitable for young children and don’t 
expect to make a Castle Master c\or\e in a 
day (it takes at least a fortnight!). And that’s 
not all - if you get stuck with it there’s a 
brilliant club where like-minded people can 
get together and share the techniques, and 
there’s also a helpline! There, is that enough 
for you?

Whoever reviewed it should be dragged 
out into the street and shot! Right, now I’m 
off to do a bit more design work on 3D 
Construction Kit). Addictive? It should carry a 
health warning!
Yours constructively,
Andrew (3D Fan) Herbert, Stockport.

P.S. I know you won’t print this!

Are you sure about this dragging the 
reviewer out into the street and shooting him 
business? For the record, the guilty 3D 
Construction Kit reviewer (Jonathan Davies) 
said, amongst other things, it’s ‘a pretty 
potent piece of software’; ‘there’s something 
for everyone’; it ‘achieves what it set out to 
do very well’; ‘the only limit is your 
imagination’; ‘it’s very flexible, and once 
you’ve worked out what’s going on it should 
theoretically be possible to program just 
about anything’ and it’s ‘an investment that’ll 

really pay off in terms of enjoyment per 
pound’. Hardly a slamming, I think you’ll 
agree, especially when he marked it at 80 
percent - very high in AMIGA POWER 
terms. (What a pity you missed the original 
review, eh?)

Oh, and by the way, from now on, any 
letter which includes the words ‘I know you 
won’t print this’ will be consigned 
immediately to the bin. It’s a completely 
knobby thing to write and there’s nothing big 
or hard or clever or grown-up about it at all.

Dear Gary Penn,
Hmmm...0kay, here we go. I think you are 
the best games reviewer in the gaming 
industry and you are really cool! Phew! Now I 
have expressed my feelings we can get 
down to the nitty gritty. But before that, there 
are a few questions I need to put to your 
expert brain:
(a) Has Stuart Campbell ever had any hair 
(he looks a tad queer), and
(b) Is Andy Ide Jewish?
Right, I was very impressed with the first, 
second and third issues of AMIGA POWER 
(and I thought Amiga Format was good!!) 
and I am continuing to get my dad to dish out 
the wad for it. At last the Amiga has a games 
magazine with style! My mum took one look 
at the use of ‘crap’ and ‘bloody hell’ and went 
off muttering about ‘not for his age group’ 
(I’m only 12!), but - hey! - it’s got more 
action than crappy ‘Prima’, ‘Best’, ‘Bella’, 
‘Woman’ or ‘Chat’ (which she gets) and has 
less swear words and sex scandals than all 
the sex novels she gets. I especially liked the 
reviews on Exile, Deuteros and The Bottom 
Line at the back. I also enjoy playing Kid 
Gloves, Bombuzal, and the demo of Exile. I 
would be grateful for some tips.
Matt Bielby is cool. 
Stuart Campbell is a prat.
Andy Ide is, well...all right. 
The rest are cool as well.
Please print the letter as I think loads of 
people are stuck on Exile.
Yours hmmedly,
Chris Milkins, Dartford.

P.S. Stuart Campbell is a loss.

Erm, quite.

Dear AMIGA POWER,
I wish that everyone would get off Stuart 
Campbell’s back. He gives harsh marks, but 
so what?! With him doing this at least I know 
that a game is really going to be excellent 
when he gives it a high score.
I also feel obliged to enter the great cover­
mounted disk debate. I simply don’t see what 
harm they can do. I know I speak as a keen 
gamesplayer but - hey! - surely cover 
mounts would mean that the quality of 
software on sale would rise.

Let me explain. If software developers 
realise that they are going to have to 
compete with cover mounted games then 
they will be given the incentive to make their 
game the best available. Such a move would 
cut down on the crap that is currently on the 
market. It may also mean the end of your ‘Oh 

dear...’ slot, fun as it is, but that’s really little 
great loss, is it?
Michael Biddle, Leamingtom Spa.

Sorry, Michael, but your argument doesn’t 
actually make much sense. If magazines are 
putting high quality games on their covers - 
things like Bombuzal or Interphase (Amiga 
Format) - for software house to, as you say, 
‘compete’ with cover mounted disks they’re 
going to have to make sure that every 
product they bring out is of a quality higher 
than that! Erm, how? At the very least your 
scenario would mean 90 percent of todays 
product wouldn’t be released at all, simply 
because it wouldn’t be good enough to 
compete with these top-notch freebies, and 
you wouldn’t want that surely, would you?

Dear Amiga Power,
I would like to congratulate Lucasfilm Games 
for probably the best end screens to any 
game to date with their conclusion to The 
Secret Of Monkey Island. It is clear to see 
that this was done by a film company. If only 
others would follow suit, games would be 
worth completing. I wait with baited breath for 
the follow-up and more of the same.
J.A. ‘Jaws’ Wilson, Berwick Upon Tweed.

Fans of end of game sequences will be 
pleased to know that we’re working on a 
feature on just that subject for a future issue 
- quite possibly the next one.

Dear Amiga Power,
I have just bought the July issue of your 
magazine, mostly because the coverdisk 
looked so good. When I got it home, I stuck it 
in the disk drive, chose Frantic Freddie and 
got a nasty surprise. For a start there was no 
game to play, just loads of writing from ‘DR. 
FX’. As if this wasn’t enough, I was greeted 
by a number of swear words.

If this is what you, AMIGA POWER, call 
‘The Best Of PD’ then I feel very sorry for 
you. As in reference to Mr. Palmer who said 
of June’s issue, ‘I hope I don’t have to censor 
the next edition before my children can read 
it’. Well, you no longer have to worry about 
the magazine - it’s the disks that cause the 
problems!

Come on AMIGA POWER, get your act 
together and stop using such filth. This is 
meant to be a family magazine, not one that 
needs censoring before you can give it to a 
young child. Don’t get me wrong, I am not 
condemning the use of swearing in its rightful 
place, but when I spend £2.95 of my pocket 
money on a magazine, I don’t expect to be 
sworn at. At 15 years of age I hear enough of 
this language anyway. 
Please don’t do this again.
Yours sincerely,
Tania Dodd, Colchester.

Hundreds of apologies for the swearing that 
appears on the front end screen of Frantic 
Freddie. The problem is this: the swearing 
only appears if you sit and watch the 
programmer’s immensely dull scrolling 
message for about five minutes instead of 
pressing a mouse button to actually start
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the game. If you’d actually done that and 
started playing this incredibly fun (and foul­
language free) platform and ladders romp 
you wouldn’t have seen the message at all 
and thus wouldn’t be offended - in fact, we 
ourselves didn’t see it until we’d already 
gone quite a long way towards putting the 
game on the disk. That left us with a 
dilemma - should we run with the game as it 
is (remember, you aren’t allowed to modify 
PD programs in any way, so we couldn’t 
have taken the swearing out) or should we 
drop it, and thus deny thousands of readers 
the pleasure of playing one of the best little 
PD games in ages? You know what we went 
with. What IS our fault though is that we 
forgot to mention that you have to press a 
mouse button to start the game - it honestly 
didn’t occur to us, as it seemed patently 
obvious that this was what you should do, 
but we should have made it clearer, and for 
that we apologise sincerely. We’ll try even 
harder to make sure it doesn’t happen again.
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Dear AMIGA POWER, 
Firstly, may I congratulate you on your 
brilliant section concerning the ins and outs 
of Rainbow Islands, showing each item and 
their effects to the full. After reading this two 
part article, I actually found out what the 
whole game was all about - how very 
different to the few sentences in the 
original instructions!

But now from the praise to the groans 
which I feel mainly concern your ‘100 Games 
Of All Time’. Starting from number one, I was 
happy to read the aforementioned game 
taking pride of place, though I wouldn’t 
personally say it should have ranked tops 
(whatever happened to Electronic Arts’ 
Wasteland?) Then Lemmings appeared at 
number two, which again is one of those 
completely ludicrous games that once 
loaded proves impossible to turn off! And so 
I read on, nodding accordingly to titles such 
as Speedball 2 and Sim City, when suddenly 
- Cough! Whoops! Err? Excuse me? - what 
game should rear its flamin’ head than one 
that I’m ashamed to own for my computer. 
Yes, none other than your number seven, 
Kick Off 2.

This is probably the worst software 
purchase I’ve made ever! It’s just so 
undoubtedly stupid beyond stupidness that 
I’ve had serious (very serious) thoughts of 
formatting the disk and using it to put saved 
games on from other products, such as the 
excellent Powermonger. (Talking of which, 
shouldn’t Powermonger be placed higher 
than Populous? I think so).

Reading further dragged me into 
hysterical fits of laughter. Spindizzy Worlds? 
I mean, come on - the idea might have been 
great when VIC-20S were all the rage, but in 
1991? Unfortunately I had the ‘privilege’ of 
playing the original Spindizzy on the C64 
and thought it was crap then - despite what 
would have been called excellent graphics. 
I must say it took a good 10 minutes to 
compose myself to continue reading, then 
what should happen but for me to come 
across, at number 51, Wingsl This had got to 
be untrue! I know, I know, there’s disk 
swapping left, right and centre, but if you’re

Dear Sir,
In response to your All-Time Top 100 Games, here’re my All-Time Top 20 WORST Amiga Games...
1) Kick Off 2 - I've a horrible feeling that about a month before this, er, thing was released, all the games mag 
writers in the world had a huge meeting and decided to play a trick on the game playing public by writing silly and 
thoroughly over-enthusiastic reviews about it. It is, in reality, a complete disgrace. At first I thought I was doing 
something wrong because the ball was bouncing all over the place as if on some kind of ping pong table, but no - 

it's meant to be like that. Dire.
2) Turbo OutRun - The arcade classic makes it onto the Amiga, though where it went in between remains a 
mystery because this is monumentally abysmal. If we ignore the haphazard, jerky graphics, the painful music, the 
relentless ‘hmm’ that the ‘car’ spews out, its ability to glide through buildings and trees, the laughable repetition and 
the fact that this is one of the worst EVER coin-op conversions, Turbo OutRun is, indeed, a damn fine game.
3) Zombi - Hailed as ‘a massive arcade adventure’, Zombi is actually ‘a massive pile of crap.’ Ubi Soft have tried to 
combine an arcade game with an adventure, and it's very boring and rather pointless. The whole thing is just awful.

4) Plexu - Oh dear, the less said about this the better, if you don’t believe me, try it yourself or read the Amiga 
Format review, which gave it one of their lowest marks ever, 21 percent. A complete and utter disaster.
5) Gremlins 2 - If you want to spend five minutes sitting in front of your monitor doing next to nothing, why don’t you 

load up Gremlins 2? You won’t be disappointed.
6) Atomino -1 love a good puzzle game. A shame, then, I had the misfortune to play this nonsense. The only good 
points are it’s got lots and lots of levels, boring though they are, and it’s got ‘Psygnosis’ on the front.
7) Beast Busters - Well, the coin-op was pretty awful, and the Amiga version is sadly much worse. If you’re 
tempted to play it more than three times I’ll be more than a little surprised because this is seriously unentertaining. 
About as two-dimensional as the receipt you’ll hopefully get with it. (Hang onto the receipt by the way, you’ll need it).
8) Skull And Crossbones - ‘Whatever you do,’ warns Domark, ‘don’t show it to your grandmother!’ My advice is not 
to show it to ANYONE (unless, of course, you enjoy being laughed at).
9) Gravity - ‘Gravity almost made the Top 100, but not quite,’ AMIGA POWER cautiously warns its readers. This is 
a cunningly concealed code which means, ‘If you buy Gravity you are guaranteed to waste lots of time and money.’
10) Ghouls’n’Ghosts - I’m a platform freak myself, so I thought I might like this - but no. The graphics were very 
poor, the sound annoying and the gameplay itself dull and ultimately non-existent (because I haven’t played it since).

11) Archipelagos - Now don’t get me wrong -1 can see why many people like this. It may have very, very slow and 
poorly updated 3D graphics, repetitive gameplay and dreadful sound, but - hey! - many people like that sort of 

thing! ‘A genuine 3D classic?’ It’s about as classic as Kick Off 2\
12) Bombuzal - Oh dear. I may well make myself very unpopular with the AP lads but I have to come clean. To be 
fair, the graphics are cute (but only in the unplayable 3D mode), and the sound effects are nice, but the controls are 
just an incy wincy bit over-sensitive (by a mere several hundred times) and the lack of in-game music seems crazy.
13) Moonwalker - Read the ‘Oh dear...’ in issue three for the full run-down on all this game’s bad points - for me, 
the mind-boggling animation just has to rate amongst the worst ever. It’s even worse than Quest For Glory II.
14) Dick Tracy - Clearly very little (and I mean VERY little) time was put into designing this hopeless shoot-’em-up. 
There’s no two ways about this - it’s really very stinky and should be avoided at ALL costs.
15) Exile - We all know about Gary Penn and the dog food, but I’m convinced he’s a bit of a dipsomaniac - he must 
have drunk a ton of whisky before writing this review. The graphics are very 8-bit esque and the game lacks action. I 
bet Audiogenic couldn’t believe it when it saw such a rave review in the best selling Amiga games magazine, 

normally so brilliantly critical. I have great respect for you Gary, but stay off the alcohol mate.
16) Monty Python - Sadly only worth buying for the manual. The graphics are not very colourful for a cute platform 
game, but I could have lived with this if the game itself had been any good. Frankly, it’s just too hard to be addictive.
17) Warzone - Core let themselves down with this scrolling shoot-’em-up that’s just too repetitive to be any good. 
The crass overhead 3D view doesn’t really help at all, but it’s the monotonous gameplay that kills it after the first two 
goes. A tad too much hidden danger too and a total lack of original ideas. Sick to platforms, Core.
18) Viz - What can you say? If it’s a choice between this or the comic you’d be down the newsagents faster than 
you’ll put the game back on the shelf and reach for the Hollywood Collection instead.
19) Moonshine Racers - If it’s a laugh you’re looking for then play this, because the jerky graphics make for a few 
chuckles. If as much time had been spent on the scrolling as on the great music the game would have been super.
20) Brat - Actually, I was going to put Gods here, but I decided that this was worse. Much worse. Okay, so it’s very 
cute, and for the first few goes you think ‘Hey! This is great!’ But that’s before you keep dying and sent back to the 
beginning time and again. Hasn’t Image Works heard of restart points? Far too close to Lemmings for comfort too.
Well, there you have it. I realise that some of my opinions may seem a touch outlandish, but these are my 
true feelings and I’m sticking by them.
Yours
Gary Taphouse, Old Coulsdon, Surrey.



fortunate to own a second drive then many 
of the problems are solved, and if you load 
up the 60 Hertz program from the June 
edition of Amiga Format’s coverdisk the 
gameplay is increased 10 fold.

I could go on for ages, but to let your 
eyes have a rest I’ll just mention two more 
games. Golden Axe at number 96 is about 
as hard as blended water to complete, but 
the sheer humour of seeing your player 
mount a dragon and fry the living daylights 
out of your partner, who’s trying frantically to 
knock you off, is enough to bring anyone out 
of the deepest depression and into screams 
of laughter - especially when he/she is on 
their last block of energy! Ha!

Finally, number 100 - Grand Monster 
Slam. What the hell is this doing in the Top 
100?! It’s not as bad as Kick Off 2, but it's 
not a Top 100 game. (Er, and by the way, is 
Electronic Arts going to publish Wasteland 
on its budget label soon? Could you please 
find out for me? Pretty please?)
Yours faithfully, 
Darren Smith, Ashton-under-Lyne.

Well, Darren, you’ll be pleased to know that 
at least as far as Kick Off 2 is concerned, 
you’ve got a couple of allies. Ranged against 
the 100,000 or so raving fanatics on the side 
of Anco’s footballing mega-success are 
yourself and our own Stuart and Mark, who 
cried and shouted and pleaded and sulked in 
an attempt to prevent Kick Off 2 appearing in 
our Top 100 at all, but to no avail. As for all 
the rest, you’re on your own (well, except for 
regarding Grand Monster Slam which ex­
Amiga Format editor Bob Wade just sneaked 
in when no-one else was looking). Oh, and 
with regard to Wasteland, EA say its re- 
release is ‘possible’, but they don’t have any 
concrete plans for it at the moment. Sorry.

And now onto a letter from one of our regular 
correspondents...

Dear Sir,
I recently discussed with a friend the games 
available for his elderly C64 compared to 
those on my Amiga. While having to agree 
that the Amiga is far superior in the loading, 
graphics and sound departments, it does 
tend to suffer as far as the playability and 
lastability of its games is concerned.

These were the strong point of nearly all 
the legendary ‘classics’ on the C64, and 
while I’m not sure which ingredients are 
missing, many of the elderly C64 titles 
certainly beat their Amiga counterparts in the 
staying category. While browsing through my 
friend’s game collection, I must admit that 
some of the really old stuff (which is sadly 
very difficult to find) was a pleasure to play! 
For example, PSI-5 Trading Company had a 
real ‘Star Trek’ feel to it which has yet to be 
captured on the Amiga. The English version 
of Aliens was perhaps the pioneer of the 
Dungeon Master-type environment and was 
as such highly atmospheric. An arcade 
adventure named Shogun had a unique 
system of randomizing character attributes 
and object locations to ensure no two games 
were ever the same. Perhaps the first ‘great’ 
flight sim, ACE, had air-to-air refuelling via 
tanker (sadly not included in modern games 
of this genre) and the enemy armoured 
divisions you shot at weren’t just for show 
but could actually conquer your homeland! 
The shoot-’em-up Sanxion was a split- 
screen affair which gave speed and height 
details of your ship - this made judging 
distances much easier than in most modern 
games of this type.

The above are just a few of the 
excellent games which have now sadly

disappeared over the years. All are very 
different, each received rave reviews when 
first released over two years ago and did the 
8-bit machines proud! It’s just a pity none of 
them were never converted to the Amiga. 
The sound and graphics could have be 
improved upon, while more characters, 
levels and a larger playing area would 
increase depth. The lastability and 
playability, however, should remain identical 
to the original versions.
It may be the programmers have completely 
mastered the C64 while the Amiga gives 
them more memory than they really know 
what to do with, I don’t know. What is 
obvious is that many of the newer games 
cannot contend with the ‘Golden Oldies’ on 
improved sound and graphics alone. 
What are your views on this subject?
Yours faithfully,
Stuart Hardy, Wales, Sheffield.

Well, you won’t find much disagreement here 
at Nostalgics Anonymous on how good 
some of the old 8-bit games used to be, but I 
think you’re being a little bit hard on the 
Amiga. What about Lemmings, Speedball 2, 
Populous, Exile and so many more for 
games that have real lasting appeal? As for 
Star Trek, have you checked out Tobias 
Richter’s PD version on the Amiga? Indeed 
the Public Domain could be just the place for 
you in general. We’ve already featured some 
great 8-bit classics on our own cover disks 
and hopefully there’ll be more to come, but if 
you check out a few PD libraries you’ll find 
that many programmers seem to share your 
feelings. Just stick with us, and you’ll get the 
best of both worlds!

(And Stuart, please don’t write the same 
letter, word for word, to three or so different 
computer mags again. It isn’t big or hard or 
clever, you know).

Finally, it’s that old ‘favourite’, the cover­
mount debate again. This reader, however, 
has a rather different view to most...

Dear Sir,
I write in reply to a letter which was printed in 
your third issue from ‘A worried fan of 
AMIGA POWER’. The letter in question puts 
forward an opinion on the subject of cover 
mounted games, and the ban on them, but it 
seems to me that whoever wrote it is slightly 
mixed up. He/she writes: ‘Cover mounted 
games start appearing, quality titles such as 
Interphase, Balance Of Power, E-Motion, 
Gravity, Bombuzal and Kid Gloves, so there 
is no longer a need to pirate games’ - but 
surely if there is no longer a need to pirate 
games there can no longer be a need to buy 
games, so where do the software houses go 
from there? (Don’t entirely follow that one, 
actually. Ed) Mind you, having said that I 
don’t believe that cover-mounted games 
affect piracy anyway. Just because 
somebody has, say, Kid Gloves, it will not 
stop them wanting, say, Gods, will it?

So at the end of the day the simple fact 
is, if you want a magazine buy a magazine, if 
you want software buy software. After all, we 
have no right to expect both.
Regards,
Craig O’Mahony, Northfield, Birmingham.

Come on Roger, we’d know your handwriting 
anywhere... Seriously though, an interesting 
(if slightly muddled) angle on the debate, 
Craig, but one that puts you in a minority of 
about one amongst the vocal portion of our 
readership so far. Still, if anyone else out 
there thinks magazines are magazines and 
software is software and never the twain 
shall meet, why not write in and let us know?

AINA GAMEBIA
10 GAMEBOYS TO BE WON

CALL OUR QUIZ ON

0898 805 507
Remember, these calls costs 34p per minute, cheap rate and 45p 
per minute at all other times inc. VAT. Average call lasts 3 minutes. 
Please ask the person who pays the phone bill before calling. 
BCM Box 5374, London WC1N 3XX.

II

Super Summer Savers From BCS

Disks & boxes 2 for 1 disk 
guarantee

50 disks + 80 cap box......£24.00
100 disks + 80 cap box......£36.00
150 disks + 80 cap box......£51.00
200 disks + 2 x 80 boxes......£65.50
400 disks + 4 x 80 boxes....£138.00 
500 disks + 5 x 80 boxes....£155.00

Price includes VAT & P&P

C 40 cap box.........£4.10 1
O 2 80 cap box..........£4.50

Bulk Buyers 2 for 1 disk guarantee
50 3.5" DS/DD........................... £21.00

100 3.5" DS/DD........................... £33.00
150 3.5" DS/DD........................... £49.00
200 3.5" DS/DD........................... £62.00
400 3.5" DS/DD......................... £125.00
500 3.5" DS/DD......................... £139.00

31/2" DS/DD

5.25" DS/DD...21 p
5.25" DS/HD..39P

Philips CM8833
MKII monitor 
£205

Now in stock

20 Sony 
branded + box

3.5" DS/DD

£14

TDK 3.5" HD 
box 10

£10.50

100 Sony 
bulk inc. VAT

& p&p

£40

Z -----------------------------------------------------
Star LC-200 colour printer

£205
now in stock

X.

ATARIS

AMIGAS
Amiga 500..................... ....£299 Class of the 90's........ ........£475
Cartoon Classic 1Mb.... ...£360 First Steps................... ........£510
Screen Gems 1Mb........ ....£360 Cumana drive............ .......... £65
Amiga 1500................... ...£650 ?Mb no clock............ ..........£28
Amiga 1500 + monitor.. ...£895 ?Mb + clock.............. .......... £31

....£265

....£365

....£349

.£95.00

STE Discovery Pack.......
Family Curriculum Pack. 
Turbo Pack.....................
Sega Game Gear..........

Trade/Government/School orders 
welcome

Add £3.65 p&p, add £4.00 for 3 day 
delivery, add £8.00 2 day, 10.00 next 

day (from despatch) 
Cheques will be held for clearance.

Call or send cheques/postal orders to

ACCESSORIES
Mouse mat............ ........... £2.75 Printer lead.................. ..... £8.50
Zipstick.................. .........£11.50 Naksha mouse............ ....£28.00
Jetfighter............... .........£12.50 Dust cover......................... £5.50
QS Turbo III........... ...........£8.00 External drive............. ....£72.00
Cheetah 125+...... ..........£8 00 Amiga/Atari mouse.... ....£14.50
1000 labels........... ...........£8.00 1,000 Tractor Fed Labels..£9.00

y

BCS Ltd,
349 Ditchling Road, 

Brighton,
E. Sussex, BN1 6JJ 
Tel: (0273) 506269 
or (0831) 279084
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PREMIER MAIL ORDER
Titles marked * are not yet available and will be sent an 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. SSI 3 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 *...............
Awesome...................................
B.A.T............................................
Back to the Future 3..................
Bards Tale 2..............................
Bards Tale 3..............................
Batman Caped Crusader.........
Batman The Movie....................
Battle Chess 2............................
Battle Command........................
Beach Volley..............................
Beastbusters *............................
Betrayal......................................
Big Game Fishing *.................
Billy 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).... 
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 *................
Cruise For A Corpse *.............
Curse of Azure Bonds (1 Meg) 
Cybercon 3...............................
Daley Thompson Challenge.... 
Darkman *.................................
Das Boot....................................
Defender of the Crown.............
Deutros *...................................
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) .... 
Fl6 Combat Pilot.....................
Fl9 Stealth Fighter...................
Fantasy World Dizzy...............
Ferrari Formula 1 .....................
Final Fight *..............................
First Samuari *..........................
Flight of the Intruder *..............
Flood...........................................
Football Director 2....................
Ford Q8 Rally *........................
Forgotten Worlds.......................
Fun School 2 (6-8)....................
Fun School 2 (over 8) ..............

....24.99 

....20.99 

....16.99 

....32.99 

...... 7.99 

....16.99 

....16.99 

....16.99 

...... 6.99 

...... 9.99 

....22.99 

....29.99 

....24.99 
s... 19.99 
...... 6.99 
....16.99 
...... 6.99 
....16.99 
....16.99 
....14.99 
....19.99 
....16.99 
...... 8.99 
....16.99 
...... 6.99 
...... 7.99 
....16.99 
.....16.99 
...... 6.99 
.....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 
....... 7.99 
.....19.99 
.....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 
.....19.99 
.....16.99 
....... 6.99 
.....16.99 
.....19.99 
....... 7.99 
.....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 
.....16.99 
.....22.99 
....... 8.99 
.....13.99 
.....16.99 
....... 6.99 
.....13.99 
.....13.99

Fun School 2 (under 6)........................... 13.99
Fun School 3 5-7)............... 16.99
Fun School 3 over 7)......  16.99
Fun School 3 (under 5)........................... 16.99
Future Wars.............................................. 16.99
Gauntlet 2...................................................6.99
Gauntlet 3 *.............................................16.99
Gods..........................................................16.99
Golden Axe..............................................16.99
Gremlins 2................................................. 9.99
Gunboat................................................... 16.99
Gunship.....................................................14.99
Hard Drivin...............................  6.99
Hqfoquest..................................................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
Indy Jones Adv.........................................11.99
Indy Jones-Atlantis Adv........................... 19.99
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
James Pond................................................9.99
Jungle Book................................................6.99
Keef the Thief..............................................8.99
Kick Off...................................................... 7.99
KickOff 2 (1 Meg)..................................14.99
Killing Cloud.............................................16.99
Kings Quest 4 (1 Meg)...........................26.99
Knights of the Sky *................................ 19.99
K.O 2 - Final Whistle................................8.99
K.O 2 - Giants of Europe *......................7.99
K.O 2 - Return to Europe *......................7.99
K.O 2 - Super League *...........................9.99
K.O 2 - Winning Tactics...........................5.99
Kristal..........................................................9.99
Last Ninja 2................................................6.99
Last Ninja 3 *.......................................... 16.99
Leather Goddess....................................... 7.99
Legend *...................................................16.99
Leisuresuit Larry 3 (1 Meg)................... 26.99
Leisuresuit Larry 2....................................26.99
Lemmings..................................................16.99
Licence to Kill..............................................6.99
Lombard Rally............................................ 6.99
Loom......................................................... 11.99
Lord of the Rings *...................................16.99
Lords of Chaos.........................................16.99
Ml Tank Platoon..................................... 19.99
Magnetic Scrolls Coll *.......................... 19.99
Magnum 4............................................... 19.99
Man Utd Europe *..................................16.99
Master Golf *.......................................... 19.99
Mega-Lo-Mania *....................................16.99
Mega Traveller 1..................................... 19.99
Mega Twins *.......................................... 16.99
Mercs........................................................ 16.99
Miami Chase..............................................6.99
Midwinter..................................................14.99
Midwinter 2 *..........................................22.99
MIG 29 ....................................................22.99
Monster Pack 1........................................19.99
Myth *.......................................................16.99
NAM......................................................... 19.99
Navy Seals..............................................16.99
Nigntbreed................................................16.99
Nightbreed RPG.......................................16.99
Nightshift....................................................9.99
Obitus........................................................ 14.99
Off Road Racer........................................16.99
Operation Stealth.................................... 16.99
Operation Wolf..........................................6.99
Outrun.........................................................6.99
Outrun Europa *..................................... 16.99
Pang...........................................................16.99
PGA Tour Golf......................................... 16.99
Pitfighter 2 *.............................................19.99
Platinum.....................................................16.99
Platoon........................................................6.99
Player Manager.......................................1 2.99
Pool of Radiance (1 Meg)...................... 19.99
Police Quest 2 (1 Meg)..........................26.99
Populous................................................... 16.99
Populous 2 *..................... ......................19.99
Populous Promised Lands......... ...............7.99
Powerdrome...............................................8.99
Powermonger.......................................... 19.99

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 *...................
Realms *....................................
Red Baron *..................................
Red Heat........................................
Rick Dangerous 2.........................
Rise of the Dragon *....................
Robin Smith's Cricket *...............
Robocop 2 ....................................
Robocop 3 *.................................
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 *.....................
Shuttle *.........................................
Silent Service.................................
Silkworm........................................
Sim City + Populous.....................
Sim Earth *....................................
Skull and Crossbones...................
§ly Spy...........................................
Space Ace......................................
Speedball.......................................
Speedball 2...................................
Steven Hendry *..........................
Stratego *......................................
Strip Poker 2 + Data....................
Stunt Car Racer.............................
Subbuteo........................................
Super Cars 2.................................
Super Hang On............................
Super Monaco GP........................
Supremacy....................................
Switchblade...................................
Switchblade 2...............................
Sword of Sodan............................
SWIV..............................................
Team Suzuki..................................
Team Yankee.................................
Teenage Mutant Turtles................
Terminator 2 *..............................
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).............................
Utopia * ........................................
Viz..................................................
Walker *........................................
Warlords (1 Meg)........................
Wheels of Fire..............................
Wings (1 Meg).......................... .
Winning Team * ..........................
Wizball..........................................
Wizkid *........................................
Wolf Pack (1 Meg).......................
Wonderland (1 Mea)...................
World Class Leaderboard...........
Wrath of the Demon....................
Xenomorph 2 *.............................
Zak McKraken..............................
Z-Out..............................................

......9.99
...14.99
...19.99
...16.99 

......6.99
...16.99
...16.99
...19.99

......8.99 
...16.99 

......9.99 

......9.99
...22.99 
...16.99 
......6.99 
....19.99
...16.99
....19.99
.'...26.99 
......6.99 
....16.99
...26.99
....16.99
....16.99
....19.99 
....16.99 
...... 7.99 
...... 4.99 
....16.99 
...... 6.99 
....16.99
....26.99
....16.99
....19.99
....16.99
....26.99
....19.99 
....19.99 
...... 9.99 
...... 6.99 
....19.99 
....19.99 
....16.99 
....16.99
....26.99 
...... 7.99 
....16.99 
....16.99 
....16.99 
...... 6.99 
...... 9.99 
...... 6.99
....16.99
...... 6.99
....16.99
....19.99
...... 6.99
....16.99
...... 9.99
....16.99
....16.99
....19.99
....16.99
....16.99
....16.99
....16.99
....19.99
....19.99
....14.99
....16.99 
...... 6.99 
....12.99 
....16.99 
....16.99 
....16.99 
....16.99 
....16.99 
....19.99 
...... 7.99 
....19.99 
....19.99 
....16.99 
....16.99 
....19.99 
....12.99 
....19.99 
....19.99 
...... 6.99 
....16.99 
....19.99 
....19.99 
...... 6.99 
....19.99 
....16.99 
...... 9.99 
....13.99

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 1 25 + - £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



Amiga for 
Business

To advertise in the biggest selling Amiga 
games magazine call Susanne Mansfield 
on 0225 442244 (or fax her on 0225 
480325) now!

Intronic Software
The Midlands Premier Mail Order Software House

* PRINTER * MONITOR * TELLY ‘....EVEN A BIONIC WELLY
* to WE CAN SUPPLY IT !

< • AMIGA SPARES * AMIGA ADD-ONS ' AMIGA REPAIRS
* FIXED PRICE REPAIRS e.g..AMIGA PSU - £20 * RINGUS FORAQUOTE! 1 BBCO sincla?r>-MnintendoJ

COLLECTION AND DELIVERY SERVICE WEST MIDLANDS AND NORTH WALES

FLIGHT OF THE INTRUDER .............................................................................£18.50
MIDWINTER II ..........................................................................................................£19.50
CRUISE FOR A CORPSE.....................................................................................£16.50
SPEEDBALL ...............................................................................................................£8.50
Please add £1.50 for postage and packing. UK mainland only.

SEN D FOR OUR LATEST LIST y
R/0 236-240 Stafford Street WALSALL West Midlands

Telephone (098«) 725832__________

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

DISKS DISKS DISKS
QUANTITY 25 50 100 500

3.5" DS/DD 135 tpi 0.39 0.38 0.37 POA
3.5" DS/HD 1.44Mb 0.79 0.78 0.77 POA
5.25" DS/DD 48 tpi 0.29 0.28 0.27 POA

All prices include VAT, label and P&P. 
Cheques payable to Severn Software.

Allow 7 days for delivery.
OfW Severn Software, 55A High Street, *■■■ 
lw \ wl Bridgnorth, Shropshire, WV16 4DX

Telephone (0746) 767519

ADVERTISERS INDEX
21st Century.............................20
Amiga Mouse...........................85
BCS.............................................91
Byte Direct................................. 88
Core Design............................ IBC
CYB.............................................88
Datei............................................68
FMG...................................... 72
G3................................................91
Intronic........................................93
Media Edge...............................77
Mindscape....................................9
Mirrorsoft....................................39
New Age.....................................94
Ocean........ IFC-3, 13, 15, 16, 52
PCS............................................93
Post Haste.................................88

Premier Mail Order...................92
Qualsoft....................................101
Renegade...................................31
Richards Developments.........93
Severn Software....................... 93
Silica Shop................................ 69
Software City.............................82
Storm....... ...................................65
Tank PD......................................85
Tronsoft......................................91
US Gold................................. OBC
Virgin....................................18, 42
Virgo Developments................ 94
Voiceline.....................................19
WTS.................................. 85, 101
Xpress PD................................. 85

PCS INTERNATIONAL PD
THE NORTHWEST'S BIGGEST PD LIBRARY
33 CHAPEL GREEN ROAD, HINDLEY, WIGAN WN2 3LL
VISA 0942 521577

SUPPLIERS OF AMOS, AMICUS, FISH, TBAG, SD-DISKS 
SNAG, AMIGOS AND PCS PD

PUBLIC DOMAIN GAMES
WE HAVE OVER 100 GAMES AVAILABLE

PCG 1 Learn and Play (not Amos)
PCG 2 Treasure Trap
PCG 3 Pipeline
PCG 4 Breaker Construction Set
PCG 5 Seuk Games
PCG 6 The Computer Conflict
PCG 7 Games Comperlation
PCG 8 Star Trek Game
PCG 9 Tennis
PCG10 Train Construction Set
PCG11 Castle Of Doom
PCG12 'Pseudo Cop
PCG13 Mechforce
PCG14 BoardGames
PCG15 The Golden Fleece
PCG16 Marble Slide
PCG17 PD Games
PCG18 Blizzard
PCG19 Drip
PCG20 Card Games

UK ORDERS ONLY SEND TO 
PCS INTERNATIONAL PD 
FREEPOST WN5157F 
HINDLEY
WIGAN pDG
WN2 3BRr

PCG60 LarnV1.2
PCG62 Moria (RPG)
PCG63 Track Record
PCG64 Paranoid
PCG65 Pacman 87
PCG66 The Lost Occrest
PCG67 Cave Runner
PCG68 The Holy Grail
PCG69 The Golden Fleece
PCG70 Xenon 8
PCG71 Master Of The Town
PCG72 Chess Etc
PCG73 Master Mind
PCG74 Tanx
PCG75 Seven Tiles
PCG76 Magaball
PCG77 Wheel Of Fortune 
PCG78 Auto Bahn 3000+ 
PCG79 Wet Bever Tennis
PCG80 Star Trek

Next Generation

ALL CHEQUES MADE PAYABLE TO PCS INTERNATIONAL. 
WE ALSO TAKE CREDIT CARDS, EUROCHEQUES ETC.

OVERSEAS ORDERS TO THE ADDRESS AT THE TOP

> 
z 
o

3J 
co

o I”  
>

(J) 
u 
o 
cn

EUROPE ADD 25p REST OF THE WORLD ADD 50p.

A
M

IG
A 

PO
W

ER 
SEPTEM

B
ER 

1991



= Vir g o =
D E V E  L  O  P  M  E  N  T  S

T a k e  it u p  t o 2 xä  m e gs
A mi g a  A 5 0 0  2  m e g  e x p a nsi o n
H er e  at  l ast is t h e m e m or y  e x p a nsi o n  b o ar d  y o u  h a v e  
b e e n w aiti n g  f or! T h e  V 2 0 0 0  will  gi v e y o u u p t o 
2  m e g a b yt es  of  a d diti o n al  f ast R A M.
T h e  V 2 0 0 0  c a n b e  e x p a n d e d  i n V 2  m e g  st a g es, fr o m 
V 2  m e g  t o 2  m e gs,  a n d  it r e pr es e nts t h e b est  v al u e  f or 
m o n e y  a v ail a bl e.

*  C o m p ati bl e  wit h  Ki c kst art  1. 2  a n d 1. 3
*  R e al-ti m e  cl o c k/ c al e n d ar
*  T o p- q u alit y  g ol d- pl at e d  c o n n e ct or
*  M e m or y  dis a bl e  f a cilit y
*  Pl u gs  i nt o sl ot u n d er  y o ur  A 5 0 0

( n o s ol d eri n g r e q uir e d)
*  C o m es  wit h  f ull i nstr u cti o ns
*  H el pli n e  a v ail a bl e

A  U K  C O M P A N Y

£ 1 0 4. 9 5  I ntr o d u ct or y pri c e  f or 
i n c V A T  P & P f ul 1 - m e 8  e x p a nsi o n

V 5 0 0  5 1 2 K  e xt e n si o n  wit h o ut  cl o c k  £ 2 4. 6 1
V 5 0 1  5 1 2 K  e xt e n si o n  wit h  cl o c k  £ 2 8. 6 1

( c hi p R A M  c o nfi g ur a bl e  wit h  F att er  A g n u s)

Als o  a v ail a bl e  ( p h o n e f or f ull r a n g e):

V 2 0 0 0  b o ar d o nl y  £ 3 7. 9 5
V 2 0 0 0  +  0. 5 m e g  £ 5 3. 9 6
V 2 0 0 0  +  1. 0  m e g  £ 7 0. 9 5
V 2 0 0 0  +  1. 5  m e g  £ 8 7. 9 5

R A M  c hi ps  p er  */ 2  m e g  s et £ 1 8. 5 9

★  S E N D  F O R  Y O U R  F R E E  

C A T A L O G U E  N O W!  ★

( c o m p ati bl e wit h  A 5 9 0)

S o u n d  D e m o n  £ 4 4. 9 6
( q u alit y st er e o fr o m y o ur  A mi g a)

Ki c kst art  1. 3  £ 2 8. 4 0
Dis ks  ( 3. 5 " & 5. 2 5 ")  3 5 p  e a c h (+  P & P)
F ull  r a n g e of  s oft w ar e a v ail a bl e.
P h o n e  f or d et ails.

Y es.  Pri c es  i n cl u d e V A T  &  d eli v er y

Vir g o  D e v el o p m e nts  Lt d,  S a p p hir e  H o us e,  Fis h p o n ds  R o a d,  W o ki n g h a m,  
B er ks hir e,  R G 1 1 2 QJ. T el:  0 7 3 4  8 9 0 5 8 8 F a x:  0 7 3 4  8 9 1 6 4 6

S a m e  d a y  dis p at c h.  2 4- m o nt h  g u ar a nt e e.  C o m m o d or e-r e gist er e d  A mi g a  d e v el o p er

VI S A

cr e dit  c ar d 4- 3. 5 %

N E W  A G E  C O M P U TI N G
★

★

★

★

A MI G A  D E A L S
W h er e  st at e d  o ur  e x cl u si v e  N e w  A g e  p a c k  

c o nt ai n s,  o n  t o p of  t h e st a n d ar d  p a c k s:  

A  fr e e m o u s e  m at

A  di s k  h e a d  cl e a ni n g  kit

1 5  Pr of e s si o n all y  P a c k e d  P u bli c  D o m ai n  

Di s k s

A  c o m pli m e nt ar y  i s s u e of  C o m p ut er  L Y N X  

m a g a zi n e,  gi vi n g  y o u  t h at e xtr a  i n si g ht i n 

t h e n e w  w orl d  of  A MI G A  c o m p uti n g!

B A S E  A 5 0 0  5 1 2 k  N e w  A g e  P a c k ..... £ 3 1 9. 9 5
B A S E  A 5 0 0  5 1 2 k  B A R E .....................£ 3 0 9. 9 5

B A S E  A 5 0 0  1 M e g  +  N e w  A g e  P a c k... £ 3 4 4. 9 5

B A S E  A 5 0 0  1 M e g  B A R E ....................£ 3 3 4. 9 5

A 5 0 0  1 M e g  S cr e e n  G e m s  +  P a c k ......£ 3 6 5. 0 0

A 5 0 0  1 M e g  S cr e e n  G e m s ...................£ 3 5 5. 0 0

A 5 0 0  1 M e g  C art o o n  Cl a s si c s  +  P a c k  . £ 3 7 5. 0 0

A 1 5 0 0  B A S E  M a c hi n e  +  N e w  A g e

P a c k .........................................................£ 6 7 5. 0 0
A 1 5 0 0/ 1 0 8 4 S  St er e o  M o nit or  +  P a c k. . £ 9 1 9. 9 5

3. 5 "  B U L K  DI S K S
B e n c h m ar k  br a n d e d  b ul k  di s k s  

wit h  f ull r e pl a c e m e nt g u ar a nt e e

2 5  di s k s  wit h  l a b el s............................ £ 1 6. 0 0

5 0  di s k s  wit h  l a b el s............................ £ 2 8. 0 0
1 0 0  di s k s  wit h  l a b el s........................... £ 4 0. 0 0
2 0 0  di s k s  wit h  l a b el s............................£ 7 4. 0 0
5 0 0  di s k s  wit h  l a b el s.........................£ 1 6 2. 0 0

Hi g h  d e n sit y  di s k s  ( e a c h)
mi ni m u m  5 0  ............................................ £ 0. 9 5

★ ★  Or d er  5 0 0  di s k s  a n d  g et

2 5  e xtr a  fr e e ★ ★

R oll  of  1 0 0 0  l a b el s..................................£ 6. 9 9

H A R D  D RI V E  O P TI O N S MI S C E L L A N E O U S
Al  5 0 0/ 2 0 0 0

G V P  or  X E T E C  S C SI  H D  c o ntr oll er  wit h  8 

m e g  R A M  u p gr a d e  o pti o n  o n  b o ar d.  

N E X U S  c ar d s  o ut  n o w  - a d d  j u st £ 2 0  t o t ot al! 

C ar d  ( 0 k) - pl e a s e  st at e  G V P/ X et e c  £ 1 9 9. 9 9  

C ar d  +  5 2  M e g  h ar d  dri v e .................... £ 4 2 9. 9 5

C ar d  +  1 0 5  M e g  h ar d  dri v e ..................£ 5 8 1. 9 5

C ar d  +  1 7 0  M e g  h ar d  dri v e ..................£ 7 8 7. 9 5

2  M e g a b yt e  R A M  ( w h e n b o u g ht  

wit h  dri v e) .................................................. £ 7 9. 0 0

4  M e g a b yt e  R A M  ( w h e n b o u g ht  

wit h  dri v e) ...............................................£ 1 5 7. 5 0
8  M e g a b >i e  R A M  ( w h e n b o u g ht  

wit h  dri v e) ...............................................£ 3 1 4. 0 0

A 5 0 0
C o m m o d or e  A 5 9 0  c o ntr oll er  a n d  2  m e g  r a m 

u p gr a d e  o pti o n  o n  b o ar d

A 5 9 0  +  2 0  M e g  dri v e

( st a n d ar d b u n dl e) .................................. £ 2 8 5. 9 5

A 5 9 0  +  5 2  M e g  H ar d  dri v e ..................£ 4 8 9. 9 5

A 5 9 0  +  1 0 5  M e g  H ar d  dri v e ................£ 6 4 5. 9 5

A 5 9 0  +  1 7 0  m e g  H ar d  dri v e ................£ 8 5 5. 9 5

2  M e g a b yt e  R A M  ( w h e n b o u g ht

wit h  dri v e) .................................................. £ 7 0. 0 0

All  dri v e s  a n d/ or  R A M  fitt e d b y  u s  r e a d y  

f or y o u  t o j u st pl u g  i n a n d  g o!  If y o u  n e e d  

m or e  st or a g e,  c all  f or a  q u ot e.

C O M P U T E R  L Y N X  
M A G A ZI N E

O ur  e x cl u si v e  a cti o n  p a c k e d  m a g a zi n e  O N  A  

DI S K!  D e m o s,  n e w s,  i nt er vi e w s, r e vi e w s a n d  

m u c h  m or e!  W E  C A N' T  E X P L AI N  I T A L L  

H E R E;  S E N D  F O R  A  T A S T E R!

C o m p ut er  L Y N X  (l at e st i s s u e)..................£ 1. 5 0

1 4  I s s u e s u b s cri pti o n  - i n cl u di n g P & P  ... £ 2 2. 0 0

P R O F E S SI O N A L  P U B LI C  
D O M AI N

A s  f e at ur e d i n N E W  C O M P U T E R  

E X P R E S S!!

T h e s e  ar e  m or e  t h a n j u st st a n d ar d  di s k s,  

t h e y c o m e  wit h  pr o p er  c a s e s  a n d  

i nl a y/ d o c u m e nt ati o n

F U L L  LI S T  O F  TI T L E S  I N O U R  F R E E  

C A T A L O G U E

1  di s k:

N oi s e pl a y er  4  wit h  d o c u m e nt ati o n ........£ 1. 5 0

I c e m e g a d e m o .......................................... £ 1. 5 0

Pi x el e d  Pl e a s ur e s  ( T urri c a n II r e mi x).... £ 1. 5 0 

Sil e n c e  of  t h e D e m o s  ( v ari o u s d e m o s)  . £ 1. 5 0 

M y sti c al  T u n e s  ( Cl a s si c C HI P  m u si c)  ... £ 1. 5 0 

S u b st a n c e  - Q u art e x' s  fir st d e m o! ......... £ 1. 5 0

2  di s k:

Bl u e s  H o u s e  - T hr u st  g a m e  &  m u si c  .... £ 2. 5 0

Virt u al  W orl d/ Alf a  O m e g a  T wi n  P a c k. ... £ 2. 5 0

3. 5 "  DI S K  S T O R A G E
4 0  C a p a cit y  L o c k a bl e  B o x ......................£ 4. 5 0

8 0  C a p a cit y  L o c k a bl e  B o x ......................£ 5. 0 0

P O S S O  1 5 0  c a p a cit y  dr a w er

( st a c k a bl e)...........................

B A N X  9 0  c a p a cit y  dr a w er

( st a c k a bl e).................................................. £ 8. 0 0

★  Or d er  a n y  5  b o x e s  a n d  g et

2 0  di s k s  F R E E  ★

. £ 1 6. 0 0

A 5 0 0  0. 5  M E G
M E M O R Y  U P G R A D E

E x p a n si o n s  wit h o ut  a  cl o c k  ar e  j u st 

a  w a st e  of  ti m e!!

F R E E  O N E  M E G  D E M O!  -

" E NI G M A" b y  P h e n o m e n a  

A 5 0 0  M e m or y  U p gr a d e  wit h  

cl o c k  +  di s k . £ 2 5. 0 0

N a k s h a  M o u s e  +  O p er ati o n  St e alt h

( 2 8 0 d pi).....................................................£ 2 3. 0 0

Vi n yl  m o u s e  m at s ..................................... £ 1. 9 9

F o a m  m o u s e  m at s .................................... £ 2. 9 9

T ur b o  6 8 0 0 0  r e pl a c e m e nt c hi p

( 7/ 1 4 M h z).................................................£ 3 9. 0 0

- N B:  C hi p  r e q uir e s R e vi si o n  5. 2

A mi g a/ a b o v e

T hi n gi  III A 4  c o p y  h ol d er s ....................... £ 3. 9 9

F a str a c k  II di s k  h ol d er s ............................£ 1. 9 9

Pl a sti c  li br ar y C a s e s  ( 1 0 di s k s) ............ £ 0. 9 9

U ni v er s al  Pri nt er  St a n d s ......................... £ 6. 9 9

3. 5"  di s k  h e a d  cl e a ni n g  kit ......................£ 1. 9 9

M o u nt ai n  Br e e z e  C o m p ut er  Air

i o ni s er......................  £ 2 5. 0 0

P RI N T E R  RI B B O N S

St ar  L C- 1 0 ....................................................£ 3. 0 0

St ar  L C 2 4- 1 0/ 2 4- 2 0 0 ................................£ 4. 5 0

E p s o n  M X/ F X  8 0/ 8 0 0 ................................£ 3. 5 0

E p s o n  L X 8 0/ 8 6 .......................................... £ 3. 0 0

P a n a s o ni c  K X P  1 1 2 4 ................................£ 4. 7 5

P a n a s o ni c  K X P  1 0 8 0/ 1 0 8 1/ 1 1 8 0 ...........£ 4. 5 0

★  C all  f or y o ur  pri nt er  n o w!!*

D U S T  C O V E R S

A mi g a  5 0 0 ....................................................£ 4. 5 0

St ar  L C- 1 0 ....................................................£ 5. 5 0

M o nit or  ( P hili p s or  ot h er  1 4") ..................£ 6. 5 0

DI S K  D RI V E S
All  dri v e s  wit h  fr e e i s s u e of  C o m p ut er  L Y N X

E xt er n al  Sli m  3. 5"  Dri v e  -

T hr o u g h p ort/ S wit c h ............................... £ 5 5. 0 0

I nt er n al A 5 0 0  r e pl a c e m e nt dri v e ........ £ 5 9. 9 5

I nt er n al 1 5 0 0/ 2 0 0 0  2 n d  dri v e/  

r e pl a c e m e nt . £ 6 5. 0 0

J O Y S TI C K S
Zi p sti c k  +  A ut ofir e ................................. £ 1 2. 5 0

C o m p etiti o n  Pr o .....................................£ 1 0. 5 0

P h o n e  f or d et ail s/ pri c e s  o n  
ot h er  j o y sti c k s

S O F T W A R E
W e  c a n  s u p pl y  n e arl y  all  a v ail a bl e  

s oft w ar e

W e  c a n  virt u all y  al w a y s  g et  s oft w ar e  n ot  i n 

st o c k  wit hi n  2 4  h o ur s  if 

or d er e d  b ef or e  3 p m.

W e  will  al s o  m at c h  pri c e s  wit h  o ur  

c o m p etiti o n  a n d  i n m o st  c a s e s  B E A T  

t h o s e q u ot e d  b y  ot h er s!

S o  if y o u  w a nt  t h e b e st  pri c e  

y o u M U S T  c all.

W E  A L S O  S E L L  T E L E P H O N E S  

&  F A X  M A C HI N E S

C h e q u e ’s/ P o st al  or d er s  p a y a bl e  t o ’’N E W  A G E  C O M P U TI N G ”. All  pri c e s  i n cl u d e V. A. T VI S A

P O S T A G E  &  P A C KI N G.  Pl e a s e  a d d  5 0 p  f or or d er s  u n d er  £ 2,  
£ 1. 5 0  or d er s  u p  t o £ 1 0.  £ 2  or d er s  a b o v e  £ 1 0.
Al s o  a d d  £ 5  o n  or d er s  o v er  £ 1 5 0  i n s ur a n c e

D DIf*E  mi A Tf ^ Lil  If y o u  s e e  a n y  it e m el s e w h er e  
r nl vt  M AI vrl!  C h e a p er,  w e'll  tr y t o B E A T  t h e pri c e!

N e w  A g e  C o m p uti n g,  D e pt  A P,  1 8 7  P err y sfi el d  R o a d,  C h e s h u nt,  H ert s,  E N 8  0 T L  

T el e p h o n e  ( 0 9 9 2) 4 6 5 3 6 6  / ( 0 8 3 1) 8 2 0 0 9 7.  F a x:( 0 9 9 2)  4 5 0 0 0 9



T H E  B O T T O M  LI NT H E  L A S T  V E R B  S  G A M E S

A F RI K A  K O R P S
I m pr e s si o n s £ 2 9. 9 9

U p p er s  - I nt elli g e nt o p p o n e nt s  s et  

it a p art  fr o m t h e st a n d ar d  w ar g a m e.  

D o w n er s  - B ut  n ot  e n o u g h  t o gi v e  

it a n y  fl air. T h e  B ott o m  Li n e  - 

J u st  b e c a u s e  it’s  a  w ar g a m e,  it 

d o e s n ’t m e a n  it h a s  t o b e  s o  

o b vi o u sl y  pri miti v e.  ★

A L P H A  W A V E S
I nf o gr 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 n  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  - k  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  m aj or  

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  a  r e al fl yi n g ‘f e el’. T h e  

B ott o m  Li n e  - A n  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,  a n d  it’s  n ot  a  

f ull y-fl e d g e d ar c a d e  bl a st  eit h er.  

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  - Sli g htl y  

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  - B a s e d  o n  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 A S T  B U S T E R S
A cti vi si o n  £ 2 5. 9 9

U p p er s  - Gr a p hi c all y  cl o s e  t o t h e 

ori gi n al.  D o w n er s  - Sl o w s  d o w n  

w h e n  t h er e’s  a  l ot h a p p e ni n g,  a n d  it’s  

f ar t o o e a s y.  T h e  B ott o m  Li n e  - 

D o e s n ’t c o m p ar e  t o o w ell  wit h  all  t h e 

ot h er  O p  W olf  g a m e s  o n  t h e A mi g a.  

★ ★

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 n g  

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.  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 pl e 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.  ★ ★

B RI G A D E  

C O M M A N D E R
El e ctr o ni c  Z o o  £ 2 5. 9 9

U p p er s  - D e s ert  St or m  s c e n ari o s  

gi v e  it a  ni c e  t o u c h of  t o pi c alit y. 

D o w n er s  - T h e  u s u al  cr a p  

gr a p hi c s.  T h e  B ott o m  Li n e  - 

Fri e n dli er  t h a n t h e a v er a g e  

w ar g a m e,  a n d  m or e  pl a y a bl e  t o o. 

★ ★ ★

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.  ★ ★ ★

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.  ★ ★ ★ ★

T H E  C A R DI N A L  
O F  T H E  K R E M LI N
A c c ol a d e  £ 2 4. 9 9

U p p er s  - R e a s o n a bl y  c a pti v ati n g  

a n d  a c c e s si bl e  str at e g y.  

D o w n er s  - Ri di c ul o u s  ar c a d e  

s e q u e n c e  dr o p p e d  sl a p  b a n g  i n t h e 

mi d dl e  of  t h e g a m e  al m o st  t ot all y 

d e str o y s  t h e at m o s p h er e.  T h e  

B ott o m  Li n e  - Al ar mi n gl y  st u pi d  

d e si g n  bl o w s  w h at  c o ul d  h a v e  b e e n  

a  wi n n er.  ★ ★

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  

fr o m t h e m a st er s  of  sli c k  

pr o gr a m mi n g.  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. ★ ★ ★
>
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W h er e' s  t h e b e st  pl a c e  t o g o  f or a  c o m pl et e  r u n d o w n o n  w h at' s  h ot  a n d  w h at' s  m o st  d efi nit el y  r ot i n t h e 

s oft w ar e  st a k e s ?  T h e  B ott o m  Li n e,  of  c o ur s e  - A MI G A  P O W E R' S  utt erl y  i n di s p e n s a bl e g ui d e  t o e v er y

si g nifi c a nt f ull pri c e  g a m e  r el e a s e d o v er  t h e p a st  y e ar  or  s o.  E v er y  m o nt h  w e  tr a s h t h e ol d  a n d  st al e,  a n d  s q u e e z e  i n 

t h e l at e st, gr e at e st  ( a n d t h e d o d gi e st).  A s  al w a y s,  t h er e' s a  c h a n c e  t o c at c h  u p  o n  ol d er  g a m e s  w hi c h  y o u  r e all y
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s h o ul d  h a v e  c h e c k e d  o ut  alr e a d y.  A n d  y o u  c a n  g a u g e  t h e li k el y a p p e al  of  t h o s e w hi c h  ar e  m a ki n g  a  pl a y  f or t h e 

c h art s.  T hi s  m o nt h,  k e e p  a n  e y e  o n  t h e e x c ell e nt  n e w  tri o of  R- T y p e  II, M a n c h e st er  U nit e d  E ur o p e  a n d  H u nt er...

T H E  B O T T O M  LI N E
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★ ★ ★ ★ ★  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 L L E N G E  
G O L F
O n- Li n e  £ 2 4. 9 9

U p p er s  - E a s y  t o g et  i nt o, a n d  u p  

t o f o ur pl a y er s  c at er e d  f or.

D o w n er s  - Mi n d- n u m bi n gl y  

u nr e ali sti c  p utti n g  s e q u e n c e,  a n d  

l o a d s of  u n n e c e s s ar y  littl e b u g s.  T h e  

B ott o m  Li n e  - L a c k  of  pl a y a bilit y  

m a k e s  t hi s a  s eri o u sl y  b el o w- p ar  g olf  

si m.  G o  f or P G A  T o ur  G olf  i n st e a d.

★

C H A M PI O N  O F
T H E  R A J
I m a g e W or k s  £ 2 5. 9 9

U p p er s  - Ar c a d e  s e q u e n c e s  br e a k  

u p  t h e h e a v y- d ut y  str at e g y  a cti o n.  

D o w n er s  - E v e n  m or e  ri di c ul o u s 

di s k  a c c e s si n g  t h a n u s u al  i n t hi s t y p e 

of  t hi n g. Cr a p  pr o gr a m mi n g  

g e n er all y.  T h e  B ott o m  Li n e  - 

P ot e nti all y  g o o d  g a m e  r ui n e d b y  

c o m pl et e  l a c k of  pl a y a bilit y.  ★

C H A O S  I N 
A N D R O M E D A
O n- Li n e  £ 2 4. 9 9
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U p p er s  - L ot s  of  c h ar a ct er  

i nt er a cti o n a n d  pl e nt y  t o d o.  

D o w n er s  - Cr a p  fi g ht s e q u e n c e s  

a n d  ti n y gr a p hi c s.

T h e  B ott o m  Li n e  - E nj o y a bl e

U/f/ m a- st yl e  a d v e nt ur e  sli g htl y  

s p oil e d  b y  sl o p p y  pr o gr a m mi n g.  Still  

g o o d  f u n t h o u g h.

★ ★ ★

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.  A  

bri c k  u n d er w at er  i n f a ct. Wit h  

l e a d w ei g ht s.  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  - A  fir st cl a s s  c a v e m a n  

r o m p, 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 L 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  t h e o bli g at or y  l o a d of  

e xt er n al  vi e w s.  T h er e ’s  e v e n  t h e 

o p p ort u nit y  t o fl y t h e S p a c e  S h uttl e.  

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
U S  G ol d  £ 2 4. 9 9
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.  

T h e  B ott o m  Li n e  - G o o d,  b ut  

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,  a n d  n ot  t h e 

c h e a p e st  eit h er.  ★ ★ ★

C O H O R T
I m pr e s si o n s £ 2 9. 9 9

U p p er s  - ( R el ati v el y) e x c ell e nt  

gr a p hi c s  a n d  h el pf ul  u s er-i nt erf a c e  

m a k e  t hi n g s a c c e s si bl e.  D o w n er s  - 

T h e  g a m e  i s n ot  wit h o ut  fl a w s, a n d  

t h e c o ntr ol s  s y st e m  i s n’t a s  g o o d  a s  it 

s h o ul d  b e.  T h e  B ott o m  Li n e  - A  

fi n e off- b e at  w ar g a m e,  b ut  

o v er pri c e d.  ★ ★

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.  Si err a  c a n  d o  m u c h  

b ett er  t h a n t hi s. ★ ★

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.  T h e  

g a m e  t h at l a u n c h e d a  t h o u s a n d 

s cr olli n g  w ar  bl a st er s  ( M er c s, 

W ar z o n e  et  at).  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,  b ut  

n ot  a  g o o d  i n di c ati o n of  t h e 

A mi g a ’s  c a p a biliti e s.  ★ ★ ★

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 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 s  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 t h at 

still  d o e s n ’t m a k e  it p arti c ul arl y  

a c c e s si bl e.  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,  

a n d  t o b e  h o n e st  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  - 

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  - A  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 C O V E R Y
Mi cr o  Ill u si o n s £ 2 5. 9 9

U p p er s  - G o o d  gr a p hi c s  f or a n  

e d u c ati o n al  g a m e.  D o w n er s  - F or  

a  g a m e  w hi c h  r eli e s h e a vil y  o n  

s p e e c h  s y nt h e si s,  t h e s p e e c h  q u alit y  

i s t erri bl e. T h e  B ott o m  Li n e  - 

Tri c k y  t o pl a y  a n d  e d u c ati o n all y  

d u bi o u s.  T hi s  i s a  bit  of  a  fl o p. ★ ★

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.  

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. T h e  B ott o m  Li n e  - 

N ot  t h e b e st  v al u e  g a m e  i n t h e 

w orl d.  ★ ★

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 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 L Y N  H U G H E S ’ 
A R C A D E  Q UI Z
A u di o g e ni c  £ 2 4. 9 9
U p p er s  - J u st  li k e a  p u b  q ui z  

m a c hi n e...  D o w n er s  - ... b ut wit h  

E ml y n  H u g h e s  i n it ( a n d n o  r e al 

c a s h  pri z e s).  T h e  B ott o m  Li n e  - 

O h  d e ar.  ★

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
C D S  £ 2 4. 9 9

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 e\ 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 ? 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. 

D o w n er s  - R at h er  pri miti v e  

gr a p hi c s,  a n d  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,  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.
★ ★ ★ ★ ★

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.)  ★ ★ ★ ★ ★

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.  Hi d e,  

stri k e  a n d  r u n a w a y!  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 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  - A  p u z zl e  g a m e  wit h  

r e al l a st a bilit y - 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,  a  f airl y 

a v er a g e  g a m e.  T h e  B ott o m  Li n e  

- J u st o k a y.  ★ ★

F R E N E TI C
C or e  D e si g n  £ 2 0. 9 9

U p p er s  - F a st  a n d  g o o d-l o o ki n g.  

D o w n er s  - Y o u ’v e  s e e n  t hi s all  

b ef or e,  a n d  d o n e  r at h er m or e  

e x citi n gl y  i nt o t h e b ar g ai n.  T h e  

B ott o m  Li n e  - Sli c k  pr o gr a m mi n g  

o nl y  s er v e s  t o m a k e  Fr e n eti c  t e di o u s 

i n a  pr of e s si o n al  ki n d  of  a  w 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 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 H O S T  B A T T L E
T h ali o n  £ 2 5. 5 3

U p p er s- T h e  s o u n d ’ s q uit e  g o o d  

a n d  t h e gr a p hi c s  ar e  o k a y.  

D o w n er s  - E v er yt hi n g  el s e  i s 

utt erl y  a wf ul.  T h e  B ott o m  Li n e  - 

B a dl y- d e si g n e d  a n d  e x e c ut e d  

G h o st s ’n ’G o bli n s  cl o n e  t h at’s  s o  b a d  

it’s  s c ar y.  ★

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.  ★ ★ ★ ★ ★

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 x >f 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.  ★ ★ ★

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. ★  ★ ★

G U N B O A T
U p p er s  £ 2 9. 9 9

U p p er s  - A  si m  w hi c h  a ct u all y  d o e s  

s o m et hi n g  diff er e nt.  D o w n er s  - 

T h e  a cti o n  d o e s n ’t r e all y c o n v e y  

e n o u g h  e x cit e m e nt,  a n d  t h e gr a p hi c s  

ar e  a  littl e o n  t h e pri miti v e  si d e.  

B ott o m  Li n e  - A  hi g hl y  c o m pl e x  

si m,  t hi s t a k e s q uit e  s o m e  ti m e t o g et  

dr a w n  i nt o. ★ ★ ★

H A L L S  O F  
M O N T E Z U M A
El e ctr o ni c  Art s  £ 2 5. 9 9

U p p er s  - Al m o st  u nli mit e d  

l a st a bilit y, t h a n k s t o t h e h u g e  

n u m b er s  of  s c e n ari o s  a n d  v ari a bl e s.  

D o w n er s  - Off- p utti n gl y  

c o m pli c at e d,  a n d  off er s  n ot hi n g  n e w  

t o t h e u n c o n v ert e d.  B ott o m  Li n e  - 

W ell  p ut  t o g et h er, b ut  still  stri ctl y  f or 

di e h ar d s.  ★ ★

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. 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  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  aft er  s e v er al  y e ar s  of  

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. T h e  b e st  b o ar d- g a m e  

c o n v er si o n  y et.  ★ ★ ★ ★

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  li k e m o st  

str at e g y  g a m e s,  it’ s n ot  t h e sli c k e st  

t hi n g 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  i o d e at h  a n d  f a n ci e s 

a  n e w  c er e br al  c h all e n g e.  F airl y  

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,  a n d  a  pr ett y  b a d  

b u y.  ★ ★

H U N T E R
A cti vi si o n  £ 2 5. 9 9

U p p er s  - St u n ni n g  3 D  gr a p hi c s  a n d  

l o a d s t o d o.  D o w n er s  - T h e  o d d  

littl e gr a p hi c al  glit c h  or  t w o. B ott o m  

Li n e  - E n or m o u sl y  a b s or bi n g  g a m e  

- y o u ’ll fi n d y o ur s elf  c o m pl et el y  

c a pti v at e d  b y  it f or h o ur s  o n  e n d.

★ ★ ★ ★ ★

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.  ★

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  o n e  m e g  m e m or y...  

D o w n er s  - ... w hi c h m e a n s  m o st  

A mi g a  o w n er s  will  n e v er  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 t h e fri e n dli e st c o ntr ol  

s y st e m  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 

I n d y 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  - O n e  of  

t h e b e st  A mi g a  a d v e nt ur e s  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  o n e  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’ s 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.  

Pr ett y  gr o o v y  s o u n d  t o o. 

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. 
★ ★ ★

JI M M Y  W HI T E ’S  
W HI R L WI N D  
S N O O K E R
Vir gi n  £ 2 4. 9 9

U p p er s  - St u n ni n g  3 D  c a m er a- st yl e  

vi e w  o n  t h e a cti o n,  a n d  t h e a ct u al  

r ul e s a n d  p h y si c al  m e c h a ni c s  of  t h e 

g a m e  ar e  r e- cr e at e d b e a utif ull y.  

D o w n er s  - W ell,  it’s  still  o nl y  

s n o o k er.  S o m e  e xtr a  st at ati sti c s  

w o ul d  h a v e  b e e n  ni c e  t o o. B ott o m  

Li n e  - W o n d erf ul.  Brilli a nt.  A  

v erit a bl e  c or k er.  A  cl a s si c.  A  9 0  

p er c e nt er.  N e e d  w e  s a y  m or e ?

★ ★ ★ ★ ★

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
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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  - m

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  H
- El e v at e s  a v er a g e n e s s  t o a n  art  g
f or m. ★ ★  q j

L EI S U R E  S UI T  m
L A R R Y  III x
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.  

★ ★ ★



★ ★ ★ ★ ★ 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

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 s.
★  ★ ★ ★ ★

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  - A 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. ★ ★
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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 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.

★ ★ ★ ★

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.  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  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 N C H E S T E R  
U NI T E D  E U R O P E
Kri s ali s  £ 2 5. 9 9

U p p er s  - F a st,  pr ett y,  a n d  h u g el y  

pl a y a bl e.  D o w n er s  - T h e  str at e g y  

s e cti o n  i s l ar g el y s u p erfi ci al  ( a n d 

w h at  t h er e i s i s o pti o n al).  B ott o m  

Li n e  - Gr e at  c o ntr ol  m a k e s  t hi s j u st 

a b o ut  t h e b e st  f o ot b all si m  s o  f ar.

★ ★ ★ ★

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 A U PI TI  I S L A N D
L a n k h or  £ 2 5. 9 9

U p p er s  - Pl e a s a ntl y  diff er e nt,  wit h  

l o a d s of  c h ar a ct er  i nt er a cti o n.

D o w n er s  - J u st  t o o s m all  t o r e all y 

j u stif y t h e pri c e.  B ott o m  Li n e  - 

C h ar mi n g  a n d  i nt er e sti n g, b ut  t h er e 

j u st i s n’t e n o u g h  of  it. ★ ★ ★

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  - 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. ★ ★ ★

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 O N B A S E
Mi n d s c a p e  £ 3 5. 9 9

U p p er s  - E nt ert ai ni n g  a n d  a d di cti v e  

g a m e  i n t h e b e st  Si m  Cit y  tr a diti o n. 

D o w n er s  - J u st  a  bit  t o o cl o s e  t o 

Si m  Cit y  f or c o mf ort,  t h o u g h. 

B ott o m  Li n e  - F airl y  s h ort-t er m  

e nt ert ai n m e nt,  a n d  m or e  t h a n a 

t o u c h o v er pri c e d.  ★ ★ ★

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  t o w hi c h  it' s 

al m o st  i d e nti c al. ★ ★

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.  ★ ★

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.  

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 A V Y  S E A L S
O c e a n  £ 2 5. 3 9

U p p er s  - Q uit e  g o o d  f u n i n a 

mi n dl e s s  ar c a d e  r u n ar o u n d s ort  of  

w a y.  D o w n er s  - T e c h ni c all y  

u ni m pr e s si v e  (t o s a y  t h e l e a st), a n d  

t h er e’s  v er y  littl e t o it. B ott o m  Li n e  

- L o o k s  li k e a n  S T  p ort,  b ut  if y o u  

c a n  f or g et y o u  p ai d  £ 2 5  f or it, it’s  

pr ett y  e nj o y a bl e.  ★ ★

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).  ★ ★ ★ ★

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 er 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  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  
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 o/f  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. 
★ ★ ★ ★ ★

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 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.  A n d  a  

l ot m or e  e x p e n si v 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 o u g h p er h a p s  s h o wi n g  

it s a g e  j u st a  bit.  ★ ★ ★ ★ ★

T H E  P O W E R
D e m o n w ar e  £ 2 4. 9 9
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  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  

( pr o b a bl y i m p o s si bl e) 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...  D o w n er s  - ... w hi c h 

l o o k s 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, t h o u g h p er h a p s  n ot  a s  

a c c e s si bl e.  ★ ★ ★ ★

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 F LI G H T
Hi  S oft  £ 3 9. 9 5

U p p er s  - T errif yi n gl y  a c c ur at e  - 

p o s si bl y  t h e m o st  a c c ur at e  fli g ht 

si m ul at or  e v er.  D o w n er s  - S u c h  a  

g o o d  si m ul at or  t h at t h er e i s n’t r e all y 

r o o m f or a n y  g a m e  at  all.  B ott o m  

Li n e  - Mil e s  t o o r e ali sti c t o b e  a n y  

f u n t o pl a y.  Still,  it’ s l e s s e x p e n si v e  

t h a n a  r e al fl yi n g l e s s o n. ★ ★

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  

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,  dr e a df ull y- d e si g n 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.  A n d  it’s  

t ot all y i d e ol o gi c all y u n s o u n d.  
★ ★

R BI  T W O
B A S E B A L L
D o m ar k  £ 2 9. 9 9

U p p er s  - E x c ell e nt  si m ul ati o n  of  

b a s e b all,  a n d  b e a utif ull y  pr e s e nt e d  t o 

b o ot.  D o w n er s  - Sli g htl y  o v er ­

pri c e d  a n d,  b e c a u s e  of  t h e n at ur e  of  

t h e s p ort,  n ot  all  t h at h ot  o n  l a sti n g 

a p p e al.  B ott o m  Li n e  - V er y  g o o d,  

b ut  a  bit  li mit e d, a n d  n ot  q uit e  u p 

t h er e wit h  t h e all-ti m e  cl a s si c s.

★ ★ ★ ★

R E N E G A D E  
L E GI O N  

I N T E R C E P T O R
S SI/ U S  G ol d  £ 2 4. 9 9

U p p er s  - Milit ar y  h ar d w ar e  a- g o- g o  

gi v e s  it i n st a nt R P G  a p p e al.  

D o w n er s  - T h e  str at e g y  i s n’t d e e p  

e n o u g h,  a n d  t h e a cti o n  s e q u e n c e s  

ar e  w a y  o ut  of  d at e.  B ott o m  Li n e  - 
T al e s  of  g al a cti c  e m pir e s  a n d  w arf ar e  

ar e  a  g o o d  i d e a, b ut  t hi s o n e  j u st f all s 

fl at. T h e  w h ol e  t hi n g l o o k s li k e it w a s  

writt e n  t e n y e ar s  a g o.  ★

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,  

a n d  a  ni c e  ‘cl o m p y ’ r o b oti c f e el t o 

t h e m ai n  c h ar a ct er.  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.  ★ ★

R- T Y P E  II
A cti vi si o n  £ 2 5. 9 9

U p p er s  - 9 9. 9 9 %  ar c a d e- p erf e ct,  

a n d  a  b e a utif ul  a n d  a d di cti v e  s h o ot-  

’e m- u p  i n it s o w n  ri g ht. D o w n er s  - 
A  c o u pl e  of  ti n y b u g s,  a n d  m a y b e  off-  

p utti n gl y  diffi c ult.  ( F or wi m p s,  

a n y w a y).  B ott o m  Li n e  - T h e  b e st  

s p a c e  bl a st  f or t h e A mi g a  y et,  a n d  

p o s si bl y  t h e b e st  c oi n- o p  c o n v er si o n  

t o o. A b s ol ut el y  s u p er b.
★ ★ ★ ★ ★

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  T h e  S e cr et  

Of  M o n k e y  I sl a n d.

+ + +

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 ? G et  

o ut  of  h er e!  ★ ★

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.  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  ( b ut 

n ot  q uit e)  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.  Wit h  

t h e m o nit or  s wit c h e d  off.  ★

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  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  - 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.

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 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 n ot  s o m et hi n g  y o u ’ll 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.  ★ ★ ★ ★ ★

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 ^fit 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.  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,  pl u s  t h er e’s  a  v er y  

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  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  - B e ar s  v er y  littl e 

r e s e m bl a n c e t o t h e c oi n- o p.  T h e  

B ott o m  Li n e  - A  v er y  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.  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  (f o ur of  t h e fir st 

ei g ht  r a c e s ar e  o n  tr a c k 1),  t h e 

diffi c ult y  c ur v e  i s st e e p,  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

A
MI

G
A 

P
O

W
E

R 
S

E
P

T
E

M
B

E
R 

1
9

9
1



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 H 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

III 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

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 Fr e n c h  f or m o st  of  

u s.  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 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 or 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.  ★ ★ ★ ★ ★
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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.  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.  ★ ★

T A N G R A M
T h ali o n  £ 2 5. 5 3

U p p er s  - P erf e ctl y  a d e q u at e  

c o m p ut er  tr a n sl ati o n of  t h e cl a s si c  

Ori e nt al  p u z zl e.  D o w n er s  - 
... u nf ort u n at el y it’s  a  r e all y d u m b  i d e a 

f or a  c o n v er si o n,  a n d  t h e e xtr a s  (ti m e 

li mit a n d  s u c hli k e)  ar e  i ntr u si v e a n d  

p oi ntl e s s.  B ott o m  Li n e  - G etti n g  a  

r e al w o o d e n  T a n gr a m  s et  w o ul d  b e 

m or e  f u n, a s  w ell  a s  m u c h  c h e a p er.

★

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.  

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).  ★

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 e  f 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. ★ ★

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. ★ ★ ★ ★ ★

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  tr y 

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 O KI
O c e a n  £ 2 5. 3 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

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.  ★

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.  ★ ★

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.  

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  

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.  ★ ★ ★

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 ( at l e a st u ntil  Ulti m a  VI  

c o m e s  al o n g).  ★ ★ ★ ★ ★

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,  wi( h  m or e  u s er-  

d efi n a bl e  bit s  t h a n y o u  c o ul d  e v er  

n e e d.  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.  ★ ★ ★

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.  ★ ★ ★ ★

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)  ★

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  

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 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, 

p er h a p s  t h eir m o st  ci n e m ati c  

r el e a s e t o d at e.  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  v er y  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 h- 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  M a c- st yl e  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  (it’s  t h at g a m e  a g ai n)  T h e  S e cr et  

Of  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. ★ ★

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 

i n cl u si o n of  a  s piffi n g  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 h a d o w  Of  T h e  B e a st  II 

y o u ’ll alr e a d y  h a v e  b o u g ht  it, s o  

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-t h e- 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  r e all y 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.

★ ★

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- h  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  b ett er  R- T y p e  

t h a n 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.
★ ★ ★



The
Midnight

Cil

Whew! What a summer. No, obviously not the weather, but for British football. On June 9th, I 
cheered myself hoarse at Wembley as the Monarchs took the first World Bowl. A few weeks earlier, 
Man. Utd. proved the "experts" all wrong about the quality of British soccer, when they easily beat 
Barcelona in the European Cup Winners Cup Final. United played 9 European matches without a 
single defeat. And now, a new NFL season, and Arsenal, Spurs, Liverpool and United back in Europe. 
Football s back!!!!
It’s been a busy summer for game design too. In 1983 I wrote my first game "League Division One" 
for the BBC Micro. Subsequently "Mexico ’86", "Soccer Supremo" and "Rome ’90" appeared. But it 
was "Division One ’85”  that really hit the button for most fans. It was the game, unlike any other 
computer soccer game I know, which took soccer seriously. So, this summer, it had to be "Div One 
’92" for the Amiga and ST computers. It’s six times the size of "85" and I believe it will have the 
same impact. Call me if you want to chat about it.

Malcolm Howard

I RISK N < Nl 92 EEAECCACE V3
"HUGELY ENJOYABLE, BUT DANGEROUSLY ADDICTIVE."

Dr. Trevor Harley, psychologist

Soccer management is about judgement. Judgement of a player’s 
skills and the combination of skills that make up an effective team. 
Judgement of an opposition’s skills ^and the tactics that will ensure 
that your team's skills overcome those of the opposition. This 
season's league champions will be managed by the guy whose 
judgement proves correct more often than that of his fellow 
managers.

"Division One '92" will give you the opportunity to pit your 
judgement against the computer simulated managers and teams of 
the English first division. As new manager you must, initially, make 
the best of the squad of players that your predecessor has left. But, 
through the youth squad, the reserve squad, and the transfer 
market, you have the opportunity to assemble a squad that plays 
your type of football. Success through the seasons will be your 
responsibility. The first division, the FA Cup, the League Cup and 
the three European titles are there for the taking..... for the right
manager.

"IT’S A PITY TO CALL THIS JUST A GAME"
A & B Computing

The new NFL season is looking fascinating. The Bills, the Bears, the 
Raiders and the Chiefs all looked good last season, and with the 
49’ers returning to earth, and the Giants likely to be affected by Bill 
Parcells joining Bill Walsh in the commentary box, the SuperBowl 
could go to one of many teams. And who will be the top coach this 
season?

"HeadCoach V3" has been designed for lesser mortals, like you and 
me, to pit their wits and knowledge of American Football against the 
giants (sorry about that) of the game. Through the seasons you will 
need to build a 45 man squad to allow a gameplan design that will 
overcome any team in the NFL. SuperBowl gloiy can be yours, then 
you can Join the Bills (soriy again) or go on to build yet another 
squad, and take yet another SuperBowl. The team and coach of the 
nineties haven't yet been decided. Time to stake your claim?

E Tel. Sales 
aa C43S 721936

HC Dl’92
Amiga □ £19.95 □ £19.95

ST □ £19.95 □ £19.95

The Midnight Oil, 
Direct Dept API
Sales 18 Hazelmere Road

Stevenage SG2 8RX

LATEST DESIGN INCORPORATES 'CHIPMEN' OPTION AT NO EXTRA COST!

Bttiii&ii madf

Send order with payment to:

WTS ELECTRONICS LTD, Chaul End Lane, Luton, Beds LU4 8EZ

• Increases computer memory from normal megabyte 
to 1 megabyte

• Includes disable switch/incorporales high quality silver 
coated pin connector

• 16 bit technology

• Fit in minutes

• Direct replacement of Commodore A50I expansion

• Includes "CHIPMEM OPTION" Phono for details

• 12 month warranty

• In stock nowl
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You reckon good graphics 
stop at 32 colours?

Get real!
Amazing game, that Lemmings. Those little fellers are so cute, aren't they? Incredible what some of these 
game programmers can do with a 32-colour Amiga game.

But why stop there? Don't you realise that the Amiga can do a whole lot more besides? Yeah, sure, there's 
the famous HAM painting programs that help you create pictures with 4,096 realistic colours in, which is 
good stuff. But is it good enough?

Not any more, no! The very latest thing in computer graphics is 24-bit colour, a cunning combination of 
hardware trickery and software excellence that lets you create pictures with up to 320,000 colours on 
screen, from a palette of more than 16 million. It's known as True Colour, because you can make pictures 
that look as real as the best colour photographs.

Which is why our Lemmings are traversing a grand canyon that really looks like the Grand Canyon, even 
though it's an imaginary landscape created entirely by the Amiga and an £80 program called Vista.

If you want to be in on the very latest thing in Amiga graphics - the very latest thing in computer graphics, 
full stop! - then you need to check out the next issue. Get up to date with a scene that's really going places!

You mustn't miss Amiga Format Issue 27, on sale September 12 
Don't get left behind as Amiga graphics enters a new era!



TELL US ABOUT «
YOURSELF
(AND MAYBE WIN A PHILIPS COLOUR MONITOR!)

We’re five issues old now, so it’s about time we found out what you think - 
about the mag, about Amiga games, about, ooh, the computer industry in general. 
What you tell us now will affect the way we put together the magazine in the 
future, so it’s well worth your while taking part - especially when it won’t even 
cost you the price of a stamp (the address is EREEPOST, you see) AND you get a 
chance to win £270 worth of Philips colour monitor!

So what exactly is it I could win? Well, it’s a Philips CM8833/11 model

(whatever that means), which just happens to be the most popular monitor 
amongst Amiga owners across Europe - a nifty piece of kit alright, and about 100 
times better than linking your Amiga up to a poxy old TV. In fact, it’s so good we 
use three of them in the AMIGA POWER offices. That's not all though - those nice 
Philips people have bunged in a free copy of F-19 Stealth Fighter with it too!

Anyway, that’s enough puffery - just grab a biro, clear a space on the kitchen 
table, and get ready to reveal all..!
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Just fill out this form and 
send it (or a photocopy if 
you don't want to rip your 
mag) to:
AMIGA POWER Reader Survey 
FREEPOST
29 Monmouth Street, 
Bath
Avon BA1 2XF

Okay, to kick off with it’s 
THE USUAL BIT

Name__________________

Address_______________

1. How old are you?
Under 10

10-14

15-19

20-29

30-39

40 or over

2. Are you:
Male?

Female?

3. Are you:
At school

At college/university

Unemployed

In full time employment

4. If in full time 
employment do you earn:

Less than £5000 a year

£5000-£8000

£8000-£12000

£12000-£16000

£16000-£20000

Over £20000

YOU AND YOUR AMIGA

5. How long have you 
owned an Amiga?

Less than six months

Between six months and a year

Between a year and two years 

Between two and three years

More than three years

6. Do you own...
A straight Amiga 500?

An upgraded Amiga 500?

An Amiga 1000, 2000 or (ahem) 

3000?
7. List your five fave 
Amiga games ever...
1.___________________________
2.___________________________
3. ___________________________
4. ___________________________
5. ___________________________
8. Do you have a favourite 
games publisher?

9. Do you have a favourite 
programmer or 
programming team?

10. How many full price 
games will you buy in the 
next three months?

I- 5

6-10

II- 20

21-30

More (!)

11. How many budget 
games will you buy in the 
next twelve months?

1- 5

6-10

11-20

21-30

More(!)

12. How much do you 
spend on games every 
month?

Less than a fiver

Less than a tenner

£10-20

£20-30

£30-40

£40-50

£50-£100

More than £100 (!)

13. On average, how 
much time do you spend 
playing games a week?

Less than two hours

2- 4 hours

5-9 hours

10-15 hours

16-20 hours

More than 20 hours

14. How often do you buy 
Public Domain games?

All the time

Every now and again

Rarely

Never

15. Which of the following 
has the most influence on 
your choice of the games 
you buy? (List 1 to 6)
□ AMIGA POWER reviews

__Reviews generally

__Advertising
□ Packaging

__] Word of mouth

□ A hunch

16. List the computer 
magazines you buy 
regularly and rate them 
out of ten?
□ AMIGA POWER

LJ ________________________

□ ___________
□___________
n _________
17. If you rated any of 
these magazines higher 
than AMIGA POWER, in 
what way are they 
better?

18.Do  you a) own any of 
these machines? 
b)intend to buy any of 
them over the next six 
months
a b

_____ Spectrum
□ □ C64

_____ Amstrad CPC
□ □ Atari ST

_____ Sega Master

_____ Sega Megadrive

_____ Nintendo

_____ Super Famicom

_____ Neo Geo

□ □ PC

□ □ CDTV

□ □ Other

YOU AND AMIGA POWER

19. How often do you buy 
AMIGA POWER?

Subscriber

Every month without fail

Most months

Every now and again

This is the first one I’ve bought

20. If you've subscribed 
or are thinking about 
subscribing, are you more 
attracted by:

The free game

Money-off offers

The guarantee of getting your 

copy every month without traipsing 
around the shops.
21. How many people 
read your copy of AMIGA 
POWER?

1

2

3

4

5

More

22. Give us an ‘out of ten’ 
rating for each section in 
this issue of AMIGA 
POWER
□ Cover

□ Disk

□ Contents

□ Disk pages

True Stories
□ Crib Sheets

□ Oh Dear!

□ Charts

□ Who do we think we are?

I Two and three page game 

reviews (p22-38)
__Complete Control (in general)
□ Complete Control - Prince Of 

Persia Guide
□ Complete Control - Gods Guide 

__Peter Molyneux/Populous feature
□ Gremlin Work In Progress

□ If we’d known then...

□ Game reviews (p70-76)

LJ Budget reviews

__ PD reviews
□ Letters

□ Simpsons Competition

__ The Bottom Line
□ Second Opinion

23. Which ONE of these 
features from previous 
issues NOT in this issue 
would you like to see 
more of:

Giant Preview Sections

In The Style Of...

Talking Heads interviews

In-depth programmer interviews 

CDTV Covereage

24. What other topics do 
you think we should 
cover?

25. Give us a rating out of 
ten for each program on 
the cover disk:
[J Barbarian II

O Metagalactic Llamas

□ XFire

□ King

__ Amigoids

lJ Raps

26. What would you like 
to see changed about the 
magazine?

27. What would you like 
to see changed about the 
cover disk?

IT’S THE IRRELEVANT
BIT

28. What’s your favourite:
Movie________________________
Band________________________
Non computer mag____________
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Thank you for your time.



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).

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 1991 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 

Quest, 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!

W*^*1S* 4 June 1991 The Ultimate Autumn Preview - 11 pages of the 
best forthcoming games; Zen And The Art Of Film Conversion-. 

why some work, why some don’t - everything revealed; The 

Assembly Line; 11 pages of tips, including Gods and Prince Of 

Persia; Over 40 games reviewed, including R-Type II, Jimmy 
White’s Whirlwind Snooker, RBI Two Baseball, Hunter...

Plus! On the disk: Beast Busters preview, The 
t Executioner preview, three first rate PD games!

Plus! Giant sized tips poster - on one side the complete 

solution to Kid Gloves, on the other Bombuzal. You won’t 

believe your eyes!

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

Amiga Format back issues with complete games
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

© 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 OfPqwer- 

the complete game! Atom ¡no 
- playable demo! 3D 

Construction Kit - useable 

demo! And more! £5.00

© 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

Subscriber 
problems solved here Subscribers dub

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.

Address change?
“ “ w

Be sure to include your old or incorrect address as well as the new one.

Duplicate or missing issue?
We need the information on your label.

It’s best to give us a call.

You’re a valued customer, and we re ready to serve you. 
When you need us, just write or call:

The Old Barn, Somerton, Somerset, TA11 7PY.

You not only receive an excellent free gift when you 
subscribe - you can also take advantage of our exclusive 

subscriber offers! An extra bonus or what? Just take a 
look! This month’s special offer to subscribers is...

The Secret of Monkey Island
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.

Subs Club Price £18.50
Save £7 on the RRP £25.53



Receive one one of these
Don't run the risk

of missing the latest news, reviews ^! 
and hints and tips on Amiga games, 
omplete the coupon below or (all our 

credit card hotline
on 0458 74011

3 games when you 
subscribe 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.

This month's highest rating game, the incredible Mega Io 
Mania from Image Works, makes the 'god-sim' genre more 

accessible than ever before. Fast, engrossing gameplay, 
hilarious sound and an incredible hook factor make it perhaps 

the most unputdownable game of the year!
AP rated 90 percent

Gorgeous pseudo-Japanese graphics, wonderful scrolling and 
playability coming out of its ears - that's Gremlin's simply 

stunning Switchblade II, perhaps the Amiga's best ever 
arcade-style platform game.

AP rated 87 per cent.

RETURN THE COUPON BELOW RIGHT AWAY OR CALL OUR CREDIT CARD HOTLINE ON 0458 7401 1

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 just

£34.95
YES! Please enter my subscription to AMIGA POWER and send me the game of my choice...
Tick as appropriate

Tick as appropriate

□ EXILE

UK £34.95

□ MEGA-LO-MANIA

EUROPE £56.45

□ SWITCHBLADE

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:-

AMIGA FORMAT ISSUES AT £5 EACH tick issues required

PLEASE ALSO SEND ME:-
AMIGA POWER BACK ISSUES AT £3.50 EACH tick issues required □ 1 □ 2 □ 3 □ 4

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.

□ 18 □ 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 DDGD DGGG GOOD GGGG 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 1 7BR. THIS COUPON IS VALID UNTIL 30TH SEPTEMBER 1991 AP/MAG/0991



Ili in what they’re doing, but at the 
end of the day it’s just a puzzle 
game, and we’ve seen an awful 
lot of those lately, haven’t we? 
The fact is, I find it quite quickly 
gets fairly dull just clicking on lots 
of little blokes and then watching 
them do things.

Armalyte from Thalamus

I really like this sort of gameplay 
anyway - to be honest, when 
you’re working in this industry, 
it’s not all that often that you want 
to go home and get yourself 
embroiled in lots of really 
complicated, involved strategy 
stuff. Far better to sit down, turn
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SEAN KELLY OF GREMLIN
Sean Kelly is Product Manager at Gremlin, looking after the 
day to day running of all sorts of games, including recent 
hits like Hero Quest and Switchblade II, as well as having a 
hand in the development of Utopia, Daemonsgate, and 
other up-and-coming potential hits.
The interesting thing about Sean though is that he’s not 
always been in games development. Oh no, he used to be a 
journalist, reviewing games for Your Sinclair, before taking 
staff jobs at (first) CU Amiga, and eventually Zero, where 
he became dep ed. What this means is that Sean’s played 
and evaluated in his time more games than any sane man 
ought to. It also means that he’s seen the industry from 
both sides - as a games reviewer giving harsh criticism, 
and as a developer knowing what the limitations are - 
making him the ideal person to ask to pick a wodge of 
recent(ish) Amiga titles and then tell us what he thinks of 
them. Or at least, that’s what we thought...

‘You’re not going to be very pleased with me,’ Sean begins. 
‘You see, I’m so busy these days I hardly get to play any 
games.’
But your whole life’s games, Sean, we protest. You live, 
breath, sleep and eat them - you must have opinions on at 
least a few. Give it your best shot, eh? (And he did).

NAVY SEALS
Ocean
I played this on the Amiga quite 
recently actually and it was, well, 
alright. There are some nice 
effects in it, that’s for sure - like 
the way the guys climb up onto 
the overhead walkways and so 
on - but it was disappointing 
because it was so very much a 
typical Ocean film licence.

immediately identifiable on 
screen all the time, whereas who 
on earth knows who these guys 
are meant to be? If I was still 
reviewing games I suppose I’d 
give it in the high 70s, but then 
I’m probably a lot more generous 
than you lot anyway..

Navy Seals from Ocean

They’ve done it before and much 
better - with Batman and
RoboCop for instance - and now 
they seem to be churning out just 
the same thing again and again.
It’s not so much a bad game, just 
not one of their best, and the fact 
that it’s tied to such a weak film 
doesn’t help matters any either. 
RoboCop was such a strong 
central character he was

LEMMINGS
Psygnosis
I know this one has been talked 
about to death, but, you know, I 
can’t really see what all the fuss 
is about. When it first came out I 
thought it was alright and very 
novel, certainly, and I still think 
that - I’m just not very excited by 
it. Sure, the little Lemming people 
are genuinely funny to watch as 
they dig or hold up those 
umbrellas or whatever, and you 
do find yourself getting involved

The intro sequence isn’t the best 
Psygnosis have done either, but 
then you’re almost tempted to 
say thank God for that -1 hate 
the idea that stuff is going out on 
the strength of the intro 
sequence.
The other thing that gets me - 
and this isn’t just a problem with 
Lemmings -is the packaging. It 
comes in this gigantic box you 
could practically move a house 
in, and all you’ve got inside are a 
couple of disks and some bits of 
paper. It’s getting a bit barmy the 
way everyone thinks big boxes 
equals premium product, even 
when there’s no book inside or 
any real reason for it at all, but 
then we’re just as guilty, I guess. 
Utopia, Daemonsgate and Flag 
will all go out in enormously over­
sized packaging.

THE AMAZING SPIDERMAN
Empire
It’s quite old, I know, but I’ve 
really got into it -1 just picked it 
off the shelf because of the 
comic character, but was very 
impressed by the way that they 
resisted the temptation to go for 
big sprites and impressive 
graphics and instead placed the 
character in a computer game. It 
reminded me of Bruce Lee on the 
C64 more than anything - so 
what if Spidey is really small and 
weedy looking, the game itself 
really works. I can even live with 
the way his body turns into a 
skeleton as you lose 
energy at the side of the 
screen too!

TV SPORTS: 
FOOTBALL 
Mirror Image
When this first came out 
I thought ‘Oh no, it’s all 
about American Football 
-1 can’t handle that.’ My
loss. I’ve been going to London 
Monarchs games recently and 
have really got into American 
Footie, so I went back to TV 
Sports: Football, and yes, it’s 
really very good. The TV Sports 
series are generally of a pretty 
high quality anyway - it’s great to 
see games like this now coming 
out at a budget price - and I dare 
say I’ll be playing this for quite 
some time. At least until John 
Madden’s Football hits the Amiga 
anyway!

ARMALYTE
Thalamus
Yeah, the new Thalamus thing - 
I was quite impressed by the look 
of this, but it’s a bit hard, isn’t it? 
Far too hard for me, that’s for 
sure. And have you seen what 
happens when you die - you get 
this ridiculous animated 
sequence pop up all the time and 
means it’s ages before you get 
back in the game! Goodness 
knows why Arc Developments 
have done that - they normally 
do a very impressive job. I like 
their R-Type II, though for me 
nothing comes close to R-Type 
on the Spectrum. That’s my 
favourite shoot-’em-up ever.

F-19 STEALTH FIGHTER
MicroProse
Now this is a really excellent 
game, simply so well presented 
and so professional - it shows 
you what top-end games should 
really be like. I’ve heard people 
complain that it can get too easy 
if you’re good at it simply because 
the plane’s so sophisticated, but 
I’ve certainly not found that. For 
me the game has lots of depth, 
especially as you can pretend 
you’re taking part in recent 
events. In fact, I wouldn’t be at all 
surprised if there was a Gulf War 
Mission disk winging its way 
across the Atlantic towards us 
any day now...

you brain off and kill lots of 
horrible little creatures.

POPULOUS
Electronic Arts
Yes, this is really ancient, I know, 
but I just love the game. I -played 
it to death when it first came out 
- a really unique concept, and 
they pulled it off so well. It’s one 
that comes up a lot in 
conversations about Utopia of 
course, though I don’t really think 
Utopia - and I suspect any of the 
other 3D isometric games around 
at the moment - has all that 
much to do with Populous 
anyway. The viewpoint aside, 
Utopia really has more in 
common with Sim City- it’s the 
indirect control, the influencing of 
people in such relatively subtle 
ways, that makes the difference. 
This was so original when it 
came out, and I still think it 
stands in a field of its own now.

SWITCHBLADE II
Gremlin
Yes, I know it’s one of ours, but 
you never really feel like playing a 
game when you’ve just finished 
development of it - it’s best to 
leave it a while and then go back 
to it. Anyway, that’s what I’ve 
done with Switchblade II recently, 
and, d’you know, I’ve really 
enjoyed it. Nice brainless fun, and 
so different from the first game. It 
feels big too, like you’re getting a 
lot for your money. But then I 
would say that, wouldn’t I?

Lemmings from Psygnosis

‘ Afavy Seals.. 
was so 
very much 
a typical 
Ocean film 
licence. ’

TOKI
Ocean
A great turn-your-brain-off- 
and-play game, and really 
pretty good. It’s just what you 
want from an arcade game, 
and it’s very easy on 
the eye too.

NEXT ISSUE: The October issue of AMIGA POWER will be ‘hitting’
the shops on September 26th. It’ll feature a great cover disk, the usual
fabulous reviews and - yes! - another extra free gift! Order your copy now!



Suite C, Tradewinds House, 69/71a Ashbourne Road, Derby DE3 3FS. Telephone: (0332) 297797. Facsimile: (0332) 381511

Available on 
ATARI ST, 

COMMODORE AMIGA 
and P. C.

As an élite member of 'MERLIN' you will be employed specifically to defuse 
crisis situations around the world without provoking full scale war.

Control Thunderhawk in what is proclaimed to be "The fastest 3D graphic 
system to appear on any home computer".



Screen shots from 
Atari ST version

Atari ST/Amiga 
Ä PC (CGA, EGA, VGA, 

TANDY, AD-LIB fir ROLAND)


