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FROM THE MAKERS OF AMIGA FORMAT, A MAGAZINE WITH ATTITUDE

5 AMIGA POWER POSTCARDS!
Stick ’em on the wall! Send ’em to your 

chums! Hours of fun!

TERMINATOR 2
Will Arnie get 
another raw 
deal on the 
Amiga? |
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The Secret of

ISS8K

by LAWRENCE HOLLAND 
k .../f WORLD WAR II AIR COMBAT 
■l simulation  that pits the

U.S. EIGHTH A/R FORCE AGAINST 
THE AWESOME AERIAL WEAPONRY 

---------■ OF THE THIRD REICH...

Chuck’s Revenge/

Walk to door
Use
Look at
Turn on
Turn off

/ . 
. ¿Z

Mouse or Joystick. Supports 
Adlib™ and Soundblaster™, 
Sound Cards™ and Roland™. 
© 1990 LucasArts 
Entertainment Company. 
All rights reserved.

As American 
forces seized 
contrgl of the 
skies over 
Germany, Nazi 

Screenshot from PC (VGA) Scientists
unleashed strange and powerful aerial weapons 
in a last desperate attempt to win the war. 
Secret Weapons of the Luftwaffe gives you a 
gripping, highly realistic experience of these 
extraordinary air battles, from the first daylight 
bombing raids in 1943, to the final days of The 
Third Reich.

SECRET
. ] WEAPONS
\ OF THE
1 LUFTWAFFE™

I

THE SECRET OF MONKEY 
ISLAND™  2 - LE CHUCK’S REVENGE

HtUSFAR • DRAGONS OF FLAME • HEROES OF THE LANCE TEL: 0898 442025 
CURSE OF THE AZURE BONDS • POOL OF RADIANCE

CHAMPIONS OF KRYNN TEL: 0898 442026 
BUCK ROGERS • SECRET OF THE SILVER BLADES •

EYE OF THE BEHOLDER TEL: 0898 442030 
OPERATION STEALTH • FUTURE WARS • CRUISE FOR A CORPSE TEL: 0838 654284

NEED HELP? CALL THE

GOLD PHONE
HINTS &  TIPS LINE

If you are under 18 please get permission to use the telephone. Cails cost 34p per minute cheap rate, 45p per minute all other times.

Service provided by U.S. GOLD LTD., UNITS 2/3, HOLFORD WAY, HOLFORD, BIRMINGHAM B6 7AX

The Secret of Monkey Island witnessed 
the demise of the evil ghost pirate Le Chuck 
at the hands of young Guybrush, and an 
agitated bottle of root beer. Guybrush doesn't 
have long to rest on his laurels however, 
because blood is thicker than root beer, and 
Le Chuck's brother is out for revenge.

Available on: PC Compatibility: EGA, VGA, 
MCGA. Requires 640K Ram AT or better 
recommended. Hard disc recommended. 
Supports AdLib™ and Roland™ and CMS 
Gameblaster sound cards.

™ & c LucasArts 
Entertainment 
Company. Lucasfilm 
Games is a 
trademark of 
Lucasfilm Ltd.

The Secret of 
Monkey Island is a 
trademark of 
LucasArts 
Entertainment 
Company. All rights 
reserved.

Screenshot from PC [UJj ASI^M
LUCASFILM HELPLINE • COMPETITION • INDIANA JONES »ZAK MCKRACKEN • 
MANIAC MANSION • LOOM • THE SECRET OF MONKEY ISLAND • BATTLE OF 
BRITAIN TEL: 0839 654123
NEW RELEASES • COMPETITION TEL: 0839 654124 
COMPETITION - £200.00 WORTH* OF
US GOLD GAMES TO BE WON EACH MONTH.

Available on: PC Compatibility: VGA/MCGA 
256-Colour, EGA, Tandy®  (AT) 80286 or faster 
recommended. Hard disk recommended.

IUCASFILM!■ III
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Screenshot from PC

DR AGON LANCE 
ROLE PI AYING 
ADVENTURE 

VOL, 1

AD&D, DRAGONLANCE and the TSR logo are trademarks 
owned by TSR, Inc, Lake Geneva. WI USA and used under 
license from Strategic Simulations, Inc, Sunnyvale. CA 
USA. ©1991 Strategic Simulations. Inc. i 1991 TSR. Inc. 
All rights reserved.

Screen shots are only intended to be illustrative of the gameplay and not the screen graphics which vary considerably between different formats in quality and 
appearance and are subject to the computers specifications.

U.S. Gold Ltd, Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 625 3366

SHADOW SORCERER
This new concept in role-playing adventure 
means that in minutes you will find yourself in 
the thick of the action, facing many enemies 
not the least of which is the SHADOW 
SORCERER himself.

• 100%  "Point 'n' click" icon control
(no laborious typing).

• 3D isometric play area giving you more 
control in the playing environment.

• Control up to 4 characters in a life or death 
struggle against evil.

• Hexagonal grid, wilderness map for outdoor 
confrontations.

• 3D "animated miniatures" represent your cast 
of characters in
real-time
combat ju­
nction. \ <;-

Availableon:
Atari ST, ■ .... ~
Amiga & PC -1 _
(EGA.CGA, 
VGA, TGA).
Screenshot from
Atari ST ,_________ X --------

MIGHT & MAGIC III
You've never SEEN or HEARD a game like 
this before!
ADVENTURE - A swashbuckling adventure for 
heroism and wizardry that will keep you 
riveted for hours and hours.
SOUNDS - Stunning music, sound fx and speech 
add a "3rd dimension" to play ...ominous voices 
and screams will seek to unnerve you!

HELPFUL -Automatic "help" is available to show 
Sv you the way when 

you're stuck.NOTE: Former experience with previous Might and Magic's not required.
Available on: 
Amiga and PC 

. Compatibles.
¿X (VGA/MCGA 256 

Colour, EGA 
Supports Adlib™, 
Soundblaster™ & 
Roland™). Hard disk 
required.

NEW W$RLD COMPUTING,INC.
¡ENTERTAINMENT SOFTWARE

©1991 New World Computing 
Inc. All rights reserved.

. ‘ ; '■ ‘ i:. ■
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Thanks this Issue to: Lam Tang for 
the loan of his pic of the Starship 
Enterprise, Eric Matthews for more 
Gods tips, and to the Pope for his 
version of Speedy Gonzales.

COMPETITION WINNER: Things are 
looking up in the Contents Page Compo. Last 
month, following an amazingly crass response to 
the 'Design a Movie Licence Game' compo, we 
pleaded for you to send us interesting postcards. 
A decent game will be despatched to Philip Bell 
of Newcastle for two bouncers in stockings and 
suspenders, while Alan Groby of Leicester wins 
an atrocious game for his unbelievably dull 
farmyard machinery. The guy who sent us the 
beautiful girl with the stockings on wins nothing 
but our gratitude (the chump failed to write his 
name and address on the postcard).
THIS MONTH’S COMPO: For some free 
software, just send in a picture of the media 
personality or otherwise famous person you think 
looks like a member of the AMIGA POWERteam 
(with some sort of explanation of course).

for a peek at next year’s games? What's 
heppening with the new version of Star 
Trek? Who is foolish enough to be 
planning a game based on Jimmy Hill? 
When will the Mind Possessing Aliens 
From Hyperspace be landing? All these 
questions are answered in our expanded 
news section. PLUS Rock Hard Quiz,
Crib Sheets, Oh Dear! and more.

17 THE CHARTS
Manchester United has made it

to the top, and Full Contact is still 
hanging in there, but what of the other
98 games that are jamming up the 
charts? Find out the climbers and fallers
with our official Gallup listings.

/[ 7 COMPLETE 
CONTROL

Take charge of the trickiest titles with 
the help the most reliable tips section 
around. This month: Hero Quest, Blade 
Warrior, plus the final sections of Prince 
of Persia and Gods.

7 ft IF I'D KNOWN
> V THEN...
Simon Phipps, the man behind Rick 
Dangerous and Switchblade (amongst 
others) ruminates on his successes and 
failures.

GAMES OF THE

FLAMES OF FREEDOM
It's huge, it's pretty - but is it any
good? Find out on... Page 22

RODLAND
Introducing a new genre, the
‘squirrel basher’... Page 32

Ml

AMIGA POWER comes to you from Future 
Publishing, the stunningly successful publishers 
of Britain’s biggest (and best!) ‘leisure’ computing 
magazines. There’s Amiga Format, Amiga 
Shopper, ST Format, Your Sinclair, Commodore 
Format, Amstrad Action, New Computer Express, 
Sega Power, PC Plus, PC Answers, Public 
Domain, PC Format and 8000 Plus on the 
computing side, Classic CD, Needlecraft and 
Mountain Biking UK on the non-computer side.

© Future Publishing 1991

TERMINATOR 2
We're all expecting big-time
excitement from Ocean... Page 26

MAGIC POCKETS
The Bitmaps are back with their 
first ever platformer. Page 34

7 JI WHY ARE ALL 
FRENCH GAMES

SO BONKERS?
We packed our man off to the continent 
on a quest for the weirdest game from 
the home of weirdness...

A A DO THE WRITE
> > THING
Bigger, better, more. That's the theme 
of this month's bubbling letters page. 
And now there's money to be won for 
your opinions too...

1AE THE BOTTOM■ "9 LINE
Reviews, reviews and more reviews. 
Snappy and informative summaries on 
nearly 300 of last year’s top games in 
our unique reference section.

97 ONE HELL OF A COMPETITION
Mirrorsoft were so chuffed with our hugely enthusiastic review of Mega-lo- 

Mania that they've came up with a killer of a competition prize - every game they've 
ever released ever (!!), plus every game they're going to for the next five years!!
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OVER 300
GAMES RATED IN EVERY ISSUE!

MH Alin FutureIT Cl IU,Publishing.” 

“Hello. I’m a reader of Britain’s best­
selling Amiga games magazine AMIGA 
POWER, and I was wondering if you 
could tell me what they’re going to 
have on their impossibly wonderful 
coverdisk this month?” 

MONTH

CRUISE FOR A CORPSE 
Simply France's most eagerly 
awaited adventure ever... Page 28

GAMES
REVIEWED 
THIS ISSUE

OCTOBER

FULL PRICE
Big Business....................85
Cruise For A Corpse »28 
Darkman.............................83
Dino Wars..........................80
Final Fight........................ 86
Flames Of Freedom: 
Midwinter II..................... 22
Geisha.................................80
King’s Bounty.................83
Magic Pockets................34
Monster Business........85
Robin Hood.......................38
Rodland..............................32
Secret Of The Silver
Blades.................................85
Silent Service II.............40
Terminator 2 -
Judgment Day................26
Utopia...................................42

“Hold on just one moment, I’ll put you 
through to Stuart Campbell...” 
“Hello, AMIGA POWER, Britain’s best-selling Amiga games magazine, Stuart 
Campell speaking, how can I be of assistance?”
“Um, well, I was just trying to find out what games and things you’ve got on 
your coverdisk this month.”
“Ah, now that’s an easy one. Crammed into our bursting-at-the-seams 720K 
this month we’ve got an exclusive demo of the first level of Virgin’s corking 
new arcade-adventure on rollerskates Rolling Ronny, then there’s a tasty 
chunk of Mindscape’s cartoon licence Captain P/anef (currently only available 
to purchasers of the new Amiga Cartoon Classics pack) for you to try out. Not 
only that, but in Nostalgia Corner we’ve got an exclusive complete game from 
programming megastars Bullfrog (I), in the style of the classic coin-op 
Frogger, and last but not in any way conceivably least, there's Air Ace 2, 
almost certainly the best game ever created with Shoot-’Em-Up Construction 
Kit and a seriously challenging Flying Shark-style zapper to boot. What more 
could your heart desire, eh?” 
“Erm, nothing I can think of.”

AND THIS IS DISK SIX

ROBIN HOOD
Hoopy fun and escapades in
Medieval England... Page 38

BUDGET
Deadline.............................89
Dungeons, Amethysts, 
Alchemists And 
Everythin4..........................89
Insector Hecti In The 
Interchange..................... 88
Red Heat.............................88
Shufflepuck Cafe......... 88
Skychase........................... 88
Sorcerer..............................89
Stryx..................................... 88
Waterloo.............................89

ROLLING RONNY
...or Career Opportunities, courtesy of Virgin. In 
this game of appalling wage slavery you play 
Ronny, a rollerskating clown who earns himself 
a pitiful wage as an errand boy, delivering 
messages and packages to assorted characters 
in a wide range of office-type settings. In this 
exclusive demo we’ve got the office stage for

you to try, and we think it’ll take you quite a while to get through.

SILENT SERVICE 2
Who says submarine games have 
to be boring..? Page 40

CAPTAIN PLANET
The full version of this environmentally-sound 
platform challenge from top programming chap 
Tony Crowther allows you to control any of the 
five Planeteers (a sort of band of ecological 
vigilantes), but this demo gives you a chance to 
try your hand at one, in part of the first of six 
levels. Use the power of Heart to help save the 

world from drowning in toxic waste and unpleasant stuff like that.

COMPILATIONS
Rainbow Collection »-90 
Grandstand.......................90

PERIPHERALS
Trojan Light Phaser»-80

PUBLIC DOMAIN

BULLFROGGER
if you thought Powermonger was good, wait 
until you see this! Not content with cornering 
the market in god sims, Bullfrog (with just a 
little bit of help from AMIGA POWER) now bring 
you, the breathless public, their almost- 
conversion of Sega’s ancient arcade game 
Frogger. Practice your Green Cross Code and 

(in keeping with the Captain Planet theme) do your bit for the 
world’s much ignored amphibian community at the same time!Buck Rogers....................93

Bug Bash........................... 93
Cubulus................................93
ED209 - The
Revenge..............................93
Flashbier.............................94
Go-Moku......... -................. 94
Ladybug..............................93
Middle East Mania.......94
Nucleus..............................94
Pom Pom Gunner..........94
RoboCop Goes To
Iraq........................................ 94
Wizzy’s Quest.................93

UTOPIA
Sim City meets Popuious
meets... Legoland? Page 42

112 IN THE STYLE
Sensible Software's Jon Hare takes
Mega Io Mania into a whole new league.

AIR ACE 2
And just to ensure we’ve got the complete 
spectrum of arcade fun on this disk, this WWI 
blaster is just about the best PD shoot-’em-up 
we’ve seen. Climb into your biplane (or 
biplanes, of you’ve got a chum handy) and race 
off into the wide blue yonder to take on the 
might of the Kaiser’s entire airforce!
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What’s that? You want to know MORE? What do you think 
this is, the Encyclopaedia Britannica or something? Oh, 
alright then, turn the page for the complete lowdown...



I DON'T NEED THIS 
PRESSURE, RON

You can relieve the pressure on 
Ronny and make his life a little 
easier by picking up these useful 
items.

HEALTH BONUS - 
boosts your 
energy meter a 
few points

ENERGY BONUS- 
boosts your 
energy meter to 
maximum

TIME BONUS- 
gives you three 
minutes of extra 
time

MONEY - often 
found just lying 
around or 
dropped by 
baddies

SURPRISE-a 
mystery bonus 
(so no surprises 
there)

SUPERJUMP- 
gives Ronny three 
super-high jumps

POWERSNEEZE - 
a smart bomb, 
kills everything 
on screen - just 
don’t ask how it 
works...

ROLLING 
RONNY 
Publisher: Virgin 
Authors: Rene Straub and 
Orlando

Ronny is an errand boy. Except he isn’t. 
Well, he is most of the time (‘Get on with it’ 
- reader’s voice), but right now he’s 
engaged on a mission of an altogether 
more demanding nature. Ronny, for 
reasons not entirely clear, has been 
chosen by Scotland Yard to help them 
retrieve a number of stolen jewels, which 
careless thieves have left scattered all 
round the sleepy town of Fieldington, 
before the news of the theft outrages the 
local citizenry.

He’s an undercover agent though, so 
he still has to run errands for people he 
might bump into on his travels, not only to 
keep up his cover but also to make 
enough money for the bus fare between 
the parts of the town where the thieves 
have hidden the jewels. Scotland Yard - 
stingy or what?

Anyway, in this exclusive demo of 
Virgin’s forthcoming arcade adventure, 
you control Ronny as he skates through 
the Municipal Offices stage (the fourth 
level of the game proper’s nine). The main 
objective is to collect all the jewels 
(inexplicably concealed by the baddies in 
small flashing multi-coloured boxes), but 
you’ll also have to deliver messages for 
various characters if you want to make 
some money, without which you won’t be 
allowed to finish the stage. You can jump, 
duck and throw salami (?) at the numerous 
baddies you’ll meet on your travels, as 
well as collect a number of extra weapons 
to help you out in particularly tricky 
situations (see I DON’T NEED THIS 
PRESSURE, RON).

DRIVING A

When Ronny bumps into someone who wants him to deliver a message for 
them, he has three options, he can accept the job at the rate of pay offered, he 
can decline it (if, say, he’s in a bit of a hurry or he’s already got as much dosh 
as he needs), or he can attempt to haggle. Successfully negotiating will add 
four pence (wow!) to Ronny’s fee every time he does it, but if he gets too 
greedy the character will withdraw the job offer, so don’t push your luck.

Impressed? We think you will be. As was 
the case with last month's coverdisk 
version of Barbarian II, there's more than 
enough to see and do, and this time the 
graphics and presentation verge on the 
completely original. Also, there's plenty of 
good old fashioned humour

If you want to see more, the complete 
version should be hitting a street near you 
any day now, at the usual price of £25.99.

This map shows you just how bis the 
job's going to be, so start saving for 

those expensive bus fares
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STENCHALIZER - 
a particularly 
potent lump of 
cheese, the 
horrendous 
aroma from this 
item freezes all 
baddies in their 
tracks for 10 
seconds

MAGNETOFLUCT 
- automatically 
collects all 
collectable 
objects on screen

MEGAHONK- 
pardon? For no 
good reason 
whatsoever, this 
useful hooter 
grants Ronny 10 
seconds or so of 
complete 
invincibility

Don't worry, Scotland yard - Rollins Ronny's 
on the case (sorry)

ROLLING RONNY CONTROLS
THROW SALAMI

SKATE RIGHT

JUMP/CLIMB LADDERS

►  SKATE RIGHT

KEYS F1 TO F4 - USE ▼
RESPECTIVE WEAPON DUCK



ICAPTAIN 
PLANET 
Publisher: Mindscape 
Authors: Tony Crowther, 
Jason Kingsley

THE, ER, ‘PLOT’
The early risers among you may well be 
familiar with the adventures of the world’s 
first environmentally-sound superhero, 
Captain Planet. On his Saturday morning 
cartoon show he regularly thwarts the evil 
plans of some nasty baddie or other to 
pollute the entire world with toxic waste, 
with the help of five mortal chums, each of 
which has been endowed with one of the 
elemental powers of Wind, Water, Earth, 
Fire and ‘Heart’.

In fact, the perfect-toothed teens 
usually have to do most of the work 
themselves, as (for a superhero) old 
Captain Planet is something of a weed. 
Coming into contact with anything of an 
even slightly toxic nature renders him 
completely helpless (much like one of Big 
Daddy’s tag-team partners, for any of you 
who remember TV wrestling), lying 
whimpering until one of our five fresh- 
faced heroes or heroines comes to his 
rescue. With this in mind, our Planeteers
(for such is their title) take the initiative, 
and set out to... well, do lots of ecologically 
helpful stuff generally (for a full storyline 
rundown, check out the full release coming 
your way in plenty of time for Christmas).

In this demo version, you control Ma- 
Ti, the Indian boy with the power of ‘Heart’. 
What this means is that when you press

Waste pipes will cause toxic clouds (!) to form, which then 
rain lightning down on our hero. Zap them with hearts to 
neutralize them.
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12387023 DID IT LIKE THIS
You can forget all that tedious mucking about with starch and sugars and chlorophyll and photosynthesis in Captain 
Planet. Growing plants is as easy as 1, 2, 3.

1. Take a 
plant 

like 
this...

2. Give it a 
bit of this...

CAPTAIN PLANET CONTROLS
FIRE HEARTS CLIMB/JUMP

\ I

RUN LEFT .............    » RUN RIGHT

CLIMe1>OWN

the fire button, a stream of, well, ‘hearts’ 
issues forth from Ma-Ti’s magic ring. As 
well as zapping baddies, these hearts can, 
when fired at small shrubs on the ground, 
cause them to shoot up beanstalk-like into 
the sky, providing Ma-Ti with a handy 
ladder with which he can ascend the 
screen, looking for more environmental 

wrongs to put right (beware 
though - after a while the 
lack of continuing 
sustenance will cause the 
stalks to shrink back to their 
initial titchinessl). 
And there’s more! If Ma-Ti 
finds himself losing his 
footing on some high outcrop 
and plummetting to his 
death, pushing the joystick 
down and firing off a few 
hearts will miraculously 
provide him with a floating 
platform of sorts which he 
can stand on, allowing him to 
drift gently to the ground in 
complete safety. Other 
dangers in Ma-Ti’s path 
include pools of toxic waste, 
slimy mutated creatures,

rt’ f’-w *

Don’t worry about those long falls - Captain 
PiiKi is the platform game where you 
carry your own platforms!

and laser beams - all of which will kill him 
dead given half the chance.

That’s about all you need to know for 
now, so get out there and get, er, 
gardening. Oh yes, and remember - the 
power is yours!

LOADING INSTRUCTIONS
If you’ve got one meg or more of memory, 
press F2 on the menu screen. If you’ve 
only got 512K, first click on the left mouse 
button, THEN press F2. After a short 
delay, the demo should now load normally.

3. And hey 
bingo, 

you've got 
this!

< ;
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SO WHAT AM I SUPPOSED TO DO 
WITH THIS THING, THEN?

Getting the AMIGA POWER 
coverdisk up and running and 
providing you with hours of top­
quality entertainment should be 
easier than falling off a greasy log 
on a ski-slope. Just follow these 
three steps to Software Heaven...
1. Make sure you’ve got your Amiga 
switched off. with a joystick 
plugged into Joystick Port Two and 
a mouse plugged into Joystick Port 
One.
2. Insert the disk into the internal 
drive and switch the power on.
3. Wait for a few seconds until the 
beautiful menu screen pops up.
4. Choose which game or demo you 
want to load and press the 
appropriate function key...

For more detailed instructions 
on loading any particular game, see 
the section on that game on these 
very pages. Incidentally, it’s not a 
good idea to remove the disk from 
the drive at any time during play. So 
don't do it.

DON'T WORRY. WE LL GET YOU A 
NEW ONE. MRS McNULTY...

Is your life a mess? Do your friends 
avoid you in the street? Do you 
wish you'd never been born at all? 
Sounds to us like your disk doesn’t 
work. But now isn’t the time for 
panic - there are several steps you 
can take to banish Guru Meditation 
misery for ever.
1. First, try switching off your 
machine, removing all unnecessary 
peripherals (extra disk drive, 
memory expansion etc), and 
starting again from scratch. You'd 
be surprised at the difference this 
can make to your sensitive and 
easily-upset Amiga.
2. Still no joy? Well, maybe the disk 
has become corrupted? In that 
case, you may be able to repair it 
using the Disk Doctor program that 
comes on the Workbench disk 
supplied with your Amiga. Full 
instructions for using Disk Doctor 
can be found in your user’s manual.
3. Didn’t help? Okay, now you can 
panic.
4. Ahem. What we meant to say 
was, if none of the above remedies 
get your disk working the way it 
should, just sling the disk (and NOT 
the whole magazine, please) into a 
jiffy bag along with a stamped 
addressed envelope (and details of 
your machine configuration too, if 
you really want to be helpful), and 
post the whole thing off to 
AMIGA POWER Disk Six Returns, 
Disk Copy Labs pic, Unit A, West 
March, London Road,
Daventry, NN4 4SA.



AMIGA POWER PRESENTS 
THE VERY BEST OF PD

BULLFROGGER
EXCLUSIVE COMPLETE 
GAME FROM BULLFROG!
Initially written to be a little loading-screen game for 
Populous, Bullfrogger was pulled because Bullfrog didn’t 

BULLFROGGER CONTROL
JUMP FORWARD

I

JUMP BACKWARD

want to get into trouble with Sega, and because 
Populous hardly took any time to load anyway. But we’ve 
rescued it from obscurity to show you the kind of thing 
that Peter Molyneux likes to play in his spare time. This 
is a simplified version of arcade Frogger, but the principle 
is exactly the same - guide your frogs across a busy 
road without getting them squished by pounding 
juggernauts, then cross the fast-flowing river by jumping 
onto logs which, rather bizarrely, drift downstream and 
upstream at the same time. When you reach the 

opposite river bank, jump 
your frog into one of the 
gaps, and your job’s 
done. When you’ve filled 
up all the gaps you’ll get a 
new screenful of 
amphibians to rescue, 
and the game continues 
until all the poor blighters 
are killed.

LOADING 
INSTRUCTIONS 
To load Bullfrogger, just 
hit the F3 key on the 
menu screen. However, 
when you run out of frogs 
the game will jump back 
to the menu. This isn’t a 
bug, just press F3 again 
and the game will restart. Classic arcade fun, given a tasty reinterpretation by the 

Bullfrog team.
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AIR ACE II
SEUCK BLASTER BY 
ROBERT GRACE
We’ve seen a lot of Shoot-’Em-Up Constuction Kit 
games in the past few months, from cutie platform 
lookalikes to SWIV clones to tacky Gulf War cash-ins, 
but this is far and away the best one we’ve come across.

Based in a WWI setting, it’s a game that’s low on 
complications and high on challenge and addictiveness. 
Using the joystick to control your biplane, you fly around 
over the green fields of France, coming under incessant 
attacks from the German air force. The fire button sends 
a burst of machine-gun fire speeding through the sky,

and if you survive for long enough (not an 
easy task by any means) you’ll even get 
the chance to take out some land-based 
targets (air-to-ground weaponry was 
obviously at a more advanced stage 
during WWI than was previously thought) 
as well as shooting down endless Baron 
Von Richthoven types. If you have a 
similarly-minded chum around, you can 
team up against the Hun by simply 
plugging another joystick into Port One 
and pressing fire.

LOADING INSTRUCTIONS 
If you have a one meg Amiga (or one with 
even more memory than that), then 
pressing F4 on the menu screen will get 
you straight into Air Ace II. If you’ve only 

got the standard 512K, 
then click on the left 
mouse button first to blank 
the screen, then press F4. 
Ignore the error 
message which will 
appear on the screen 
after a few seconds 
(it’s trying to tell you - 
albeit rather 
cryptically - that it 
can’t load an extra 
intro screen which 
only appears on the 
expanded machines) 
and wait for a few 
more seconds until 
the ‘press fire to play’ 
message comes up.

Big scores await in Air Ace II, the trick is knowing what’s worth shooting.

AIR ACE II CONTROL
FIRE HEARTS
\

FLY UP THE SCREEN
A

FLY LEFT

I
FLY DOWN THE SCREEN

11510

FLY RIGHT

Fans of 1949 and Flying Shark will be in heaven with this maddeningly simple 
vertical scroller.
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Commodore

WORLD OF
COMMODORE
THIS YEAR'S Eye Of The Storm

Jimmy Hill - the man with his finger on the 
pulse and his chin on the desk.

BIGGEST SHOW
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W
ith the unfortunate demise of the Computer 
Entertainment Show - traditionally the big end of 
year games showcase - as a worthwhile public 
event (see separate box), disappointed show-goers and 
industry-watchers were left at a bit of a loose end. Happily, 

‘were’ is the operative word in the last sentence, at least as far 
as we’re concerned - Amiga owners have the World of 
Commodore show at Earls Court 2 (November 15th -17th) to 
look forward to, which promises to be bigger and better than 
CES ever was, and totally Amiga dedicated too!

Of course, we’re a bit biased in all this - The World Of 
Commodore is actually being organised by our sister 
magazine, Amiga Format, so it’s in our interest the event’s a 
massive success. We’ll be there in force, of course - there’s a 
giant Amiga Format stand, where AMIGA POWER will be well 
represented - but other things to look forward to include: 
• Special guests like top snooker player Jimmy White making 
personal appearances - if you buy a copy of Virgin’s Jimmy 
White‘s Whirlwind Snooker at the show, chances are he’ll be 
there to sign it!
• Gremlin running a Lotus Turbo Challenge //competition 
throughout the show, with some amazing prizes to be won - 
including a CDTV.
• Conferences, demonstrations and panels to attend 
throughout the three public days, with top games publishers 
showing off their products, developers explaining how they 
were put together, and (it is rumoured) even the AMIGA 
POWER team leaving themselves open to the most (ahem) 
intimate questioning!
• Electronic Arts, who are bound to be heavily pushing 
Argonaut’s long awaited flight sim Birds of Prey. It’s been four 
years in development - can it really be good ehough to justify 
such a wait? Here’s your chance to find out! (And don’t forget 
they’ll have such major-league products as Bullfrog’s 
Populous //and the US sourced sort-of god-sim, Castles, on 
show too, not to mention their amazing new graphics 
package, Deluxe Paint IV).

Deluxe Paint IV

• Hundreds of other games publishers 
demonstrating the best of their new 
games, including Ocean (the incredible 3D 
RoboCop III), Entertainment International 
(Eye of the Storm), Virgin (Realms), 
Mirrorsoft (Turtles II), Psygnosis 
(Agony), MicroProse (MicroProse Golf), 
Mindscape (Paperboy II) and many 
(many) more. Don’t buy a big Christmas 
release until you’ve had a chance to 
check it out in person at the World Of 
Commodore show!
• Lots of techie, non-games products on 
display too, showing you how to make 
the most out of your Amiga! There’ll be 
hundreds of stands where you can buy 
just about every game under the sun, 
plus check out the best in graphics, 
sound, and video equipment. Whatever 
you’re looking for, you’re bound to find a 
bargain in there somewhere.

It all sounds too good to be true, 
doesn’t it? So what are the details? 
Well, the World Of Commodore show is 
being sponsored by Future Publishing, 
the people behind AMIGA POWER, 
Amiga Shopper and Amiga Format, not to 
mention C64 mag Commodore Format, 
(as we’ve already drummed into you 
about a million times), as well as Commodore themselves. It’s 
reckoned that 35,000 people will show up over the three days 
(although that is a conservative estimate). Doors are open 
from 9am to 5.50pm on November 15-16 and 9am to 4pm on 
November 17, while tickets are priced at £6.00 for adults, 
£4.00 for under 14s (or £4.95 for adults and £2.95 for under 
14s if bought in advance from the Ticket Hotline on 051 356 
5085). And there you have it! Go, why don’t you?

Populous II

Castles (PC shown)

Mutant Turtles II

o

OH DEAR! WHATEVER HAPPENED TO THE CES?
EMAP Exhibitions' Computer Entertainment Show was to have been the biggest and best game show yet, but a lack of 
enthusiasm for it among software houses has meant it shrank and shrank until last month it was decided to turn it into a 
dull, trade only event. Anyone who had been planning to go should have been warned about the cancellation well in 
advance through press and radio advertising.

Disappointed show organiser Neil Wood had this to say about software publishers’ unwillingness to spend money on 
big stands. “If people don’t want to take the opportunities that’s up to them. We can’t drag them in kicking and 
screaming.” In actual fact, the writing has been on the wall for CES for some time, with the event seeming getting 
smaller and less impressive each year. Yes, the recession has to be blames in part at least, but it seems many people 
seeing the timing as being a significant contributing factor too - September being simply too early for what’s meant to 
be a major pre-Christmas show.

Could this be the worst ever character licence 
for a computer game? Jimmy Hill, the BBC’s 
loathsome soccer analyst (well, we asked all 
our local footie experts, and none of them 
liked him) is to appear in Match Of The Day, 
yet another ‘definitive’ strategy management 
affair courtesy of Impulze, the full price side of 
Houghton-Le-Spring’s Zeppelin Games. Press 
reports and the dubious opinions of people like 
Hill will shape the fortune of the game’s 
players and teams. According to Zeppelin it 
will feature “all the things that you associate 
with the sporting media”. Match Of The Day 
will be kicking off next month for £25.99.

OH NO - 
THEY'RE BACK! 
IT'S TURTLES II
After last year’s nightmare Turtles game 
- one of the most obviously hopeless 
cash-ins in history - Mirrorsoft are 
anxious to improve their image with this 
conversion of the popular four-player 
beat-’em-up coin-op Teenage Mutant 
Hero Turtles. As these early shots show, 
they certainly seem to have the look 
right, and though it’s too early to say 
how it’s going to turn out, if it’s only 
mediocre it’ll still be a good 50 times 
better than the previous effort. Turtle­
mania may have died down since last 
Christmas - when the first game made 
number one - but you still have to fancy
Mirrorsoft’s chances this time around. 
Judgement day is a mere month away.

Turtles Ik Should be better than the last 
effort, but have these funny little ninja 
thingies seen better days?
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ROLE PLAYING 
WAR SET TO 
BREAK OUT

We hear that 
Corporation programmer 
Kevin Bulmer is working 
on a new role playing 
game of gargantuan 
proportions. It hasn’t 
been named yet (though 
its provisional name is 
Dragon’s Realm}, but we 
do know that it’ll be 
utilising the latest 
graphics techniques to 
give first-person 
perspective with some 
marvellous texture 
mapping touches. 
Publisher US Gold won’t 
say a word about this 
one, except that it’ll 
“ knock the socks of 
Ultima VII” (bear in 
mind that Ultima VI isn’t 
even available on the 
Amiga yet)! ETA is 
Easter 1992 though, so 
don’t hold your breath...

CARD BORED 
Mmmmm. Weird widget 
of the month must be 
the Silverbird Keyboard 
Overlay. It’s a bit of 
cardboard which you 
(ahem) lay over your 
keyboard, allowing you 
to write stroke-key 
shortcuts for games like 
flight sims in the spaces 
provided. They’re sold in 
packs of five costing 
£6.80, and could prove 
most useful if 
complicated games with 
lots of controls are your 
thang. Call Silverbird on 
05255 2614.

BARGAINS AHOY! 
Another happy bunch of 
(ahem) ‘mature’ games 
are to be re-released at 
budget prices by 
Electronic Arts’ low 
cost label Star 
Performers. Who can 
complain though when 
they’re as good as 
these? Heading the list 
is Bullfrog’s evergreen 
Populous, a real steal at 
£10.99, along with 
Gremlin’s shoot-’em-up 
Magic Fly, Match Pairs 
and The Immortal at the 
same price and the only 
recently released Ski Or 
Die at a mere £7.99. 
That last may have had 
only a luke warm 
reaction in the first 
issue of AP, but it’s 
ideal budgie fare.

PHAZERS
TO STUN

10 TROJAN PHAZER LIGHT GUNS TO GIVE AWAY
You may remember a version of this, erm, ‘weapon’ from Sinclair Magnum light gun days. 
Well now it’s back, slightly redesigned, with a new selection of games, and compatible for 
your Amiga! Okay, so it might not be the most sophisticated add-on around (what d’you 
expect for £40?), but it’s a whole lot more fun than grappling with a mouse or joystick for 
the vast majority of those first person perspective shoot-’em-ups - and it allows you to do a 
mean gangster impression too! There’s a full review starting on page 80 this issue, but first 
- the competition!

We’re giving away ten (TEN!) gun packs, each containing the shooter plus two Trojan 
compatible games, Orbital Destroyer and Skeet Shoot. To win just answer these three
killin’ questions:

1) What sort of gun does James Bond use?
2) Dirty Harry?
3) Big Arnie Schwarzenegger?

COMPETITION

Just scribble your answers onto the back of a postcard, and fire it off to us at: AMIGA 
POWER TROJAN COMPETITION, 29 Monmouth Street, Bath, Avon, BAI 2BW.

FIGHTING TALK

Muscle heads only need apply in Pitfighter,

You'll recognise this one - at least, the 
coin-op freaks amongst you will. It’s 
Pitfighter, Domark’s latest rough and 
tumble release, due to arrive in the early 
winter and aimed directly at the potential 
bezerkers amongst you. Programming 
team Teque London have spent the last 
few months grappling with this conversion 
of Tengen’s muscle-headed beat-’em-up -

SUPER SPACE 
INVADERS'91
A-ha! Now here’s a coin-op conversion really 
worth watching out for - the nostalgia 
freaks amongst you are probably chomping 
at the bit already. The Invaders are back, 
bigger, badder and lots, lots madder than 
before. When it comes to madness though, 
they’d be hard pushed to match the plot of 
this game - it’s a real lulu.

Get this: an original 1977 Space 
Invaders machine goes floating off through 
a space/time warp thingy, is discovered by 
super-intelligent aliens who turn the little 
digital warriors into souped-up, real-life war 
machines, then despatch them to Earth - 
on a mission to steal our cows! (Apparently 
there was a 1950’s corn circle-style 
mystery involving missing cows in the 
States, and in some roundabout way that’s 
where this story comes from).

Of course, what all this entertaining 

it’s the one with the distinctive digitised 
pictures of real wrestlers rather than 
normal sprites. Not surprisingly, the game 
has a very unusual (and rather spectacular) 
look, but that’s not where the differences 
end - there are four fighters on screen at 
any one time, for instance, (two or three 
being computer controlled), while some 
nifty zoom camera work makes sure all 
four are visible at any one time, no matter 
how near together or far apart they are. A 
boasted 54 combat moves and 1,200 
frames of animation help make it potentially 
the most successful Tengen conversion 
there's been to date.

One of Teque’s more difficult tasks is 
to get the digitised sprites of the three 
main fighters (ie the ones you can chose to 
control) working convincingly in the game's 
pseudo-3D - quite a tricky task even on the 
Amiga. You’ll be able to see how well 
they’ve done it when Pitfighter jumps into 
the arena in November, priced at £24.99.

Oh no (it’s Trevor). The Invaders are back!

guff leads to is a straightforward left-right 
blaster with 1990s graphics, end-of-level 
bosses and power-ups which made it one 
of the grooviest coin-ops of last year. With 
elements of Galaxians, Gyruss and Phoenix 
thrown in for good measure, Domark’s 
conversion looks and sounds very good 
indeed - but the version we saw was way 
too slow. Get that sorted out though - 
which it should be by the time you read 
this, and it could prove to be the best 
shoot-’em-up since, ooh, R-Type II.

CRIB SHEETS

In which we scrutinise the names behind the 
games. This month, it’s the turn of...

No 6 MICROPROSE
Contact: Unit 1, Hampton Road Industrial 
Estate, Tetbury, Gloucestershire, GL8 8LD. 
History: According to the story, founders Bill 
Stealey and Sid Meier were visiting Las Vegas 
while working for the US mega-corporation 
General Instruments, and popped into an arcade 
for a game of Red Baron. Meier, a programming 
whizz, reckoned he could produce a better game. 
Stealey, the business brain and all round military 
freak said,‘Okay, do it - because I’m sure I could 
sell it if you did’. Two months later Hellcat Ace 
was launched, and with it MicroProse. That was 
1982. The company’s history in this country, 
while less impressive, is still long enough to 
make it an industry veteran - the European 
headquarters was set up in Tetbury in 1986. 
People: In the UK MicroProse employs 65 full 
time staff, and another 30 or so part-timers. They 
have 25 people actually producing games here, 
making it perhaps the largest in-house games 
development team among UK based publishers. 
Affiliated labels: In 1989 Prose whacked out 
a small fortune for British Telecom’s games 
labels Firebird and Rainbird when Telecom 
closed down their leisure software operation, 
then, in a rather confusing move, launched two 
new labels in 1990, to help create a distinction 
between the US and UK product. Despite heavy 
advertising and good products on each label - 
RVF Honda on MicroStyle, and Incentive’s Dark 
Side on strategy-based MicroStatus - things 
never really took off. Suddenly, MicroProse found 
themselves with five labels and nowhere near 
enough product to fill them. It didn’t take long 
before Style, Status and Firebird (perceived as 
being too down market) were dropped, leaving a 
streamlined operation with the MicroProse label 
for the military stuff and Rainbird strategy. 
Rainbird is likely to be phased out next year, 
although Prose will continue to produce strategy 
product under the remaining label.
Biggest successes: Undoubtedly, their 
biggest game ever is Gunship (one million 
worldwide). Other biggies include Silent Service 
and Strike Eagles I and II. Rainbird’s biggest hit 
since MicroProse ownership has been Midwinter. 
Biggest failures: For a traditional American 
company with military links, many saw the launch 
of Greenpeace: Rainbow Warrior as a bit weird - 
boss ‘Wild’ Bill Stealey, it is rumoured, amongst 
them. The fact that the game was utter crap, and 
a flop, tends to justify their mystification.
Typical industry comment: Heavyweight 
software producers with an enviable image and 
long shelf lives to every product. Hard to beat 
when it comes to high end simulations, but on 
shakier ground with more arcadey titles.
Things to come: Look out for MicroProse Golf 
and the eagerly awaited dogfight sim Knights Of 
The Sky. \Ne should also be seeing Gunship 
2000 later this year too - a real biggie.
The last word: One of the most important 
producers of Amiga and PC games in the world. 
Most ‘serious’ gamers will own at least one 
MicroProse game - it’s hard to argue that they’re 
not the best there is at what they do.
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RAINBOW ARTS ARE GOING MAD...

-J-4
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Transatlantic sailins the seas of 
computer management

Fate - Gates Of Dawn: hardly an 
original sounding challenge

Trading, strategy and 3D - 
Centerbase has got the lot

Rainbow Arts have been very quiet of late (with the exception of 
the fairly unimpressive Logical}, but that’s set to change with 
the release of three rather strange new games...

Strange game number one:
Transatlantic is the sequel to the critically-popular-but-not-very-successful Oil 
Imperium, and is a business simulation set in the steamy (ahem) world of 
ocean liners. Up to four players can compete by fair means or foul in 
attempting to become the sole ruler of the waves - plus play lots of ‘interlude 
games’ and hidden movie sequences into the bargain. The game also offers 
the incredibly tempting opportunity to ‘be the manager and employ somebody 
to do the non-interesting work for you’ (appealing to most of us) and comes 
with the claim that “everyone who likes complex but easy to use simulations 
will be attracted by Transatlantic!’. So now you know.

Strange game number two:
Next up from the German-based software house is Fate - Gates Of Dawn, a 
fantasy role-playing game packed with all the usual kind of stuff you’d expect 
to find in a fantasy role-playing game (thousands of rooms to explore, 
complex wildernesses to roam, over 500 intelligent opponents with ‘real’ 
personalities to meet etc etc), and sets you the task of escaping from a 
parallel universe into which you’ve been cast by an evil sorcerer. Well, that’ll 
certainly make for a nice change.

Strange game number three:
Then there’s Centerbase, a futuristic trading and strategy game with 
elements of Sim City. Details are sketchy, but promised features include 
rotating 3D graphics, action sequences, a complex robot combat system, and 
the opportunity for up to four players to get stuck in at once. Players control a 
gigantic metropolis of the future, with responsibility for the wealth and 
happiness of its citizens - an objective which can be attained by buying, 
selling, spying, sabotage, and using other ‘subversive’ tactics, adding an 
extra degree of megalomaniac fun to the already-compelling Sim City 
gameplay. We’re really looking forward to this one, which, like the others, 
should be released within the month.

Oh dear...
The column that's got the whole industry in tears.

jWL CRAZY CARS
(Titus)

We wouldn’t say this 
game has incredibly 
duff graphics, but it 
has. We wouldn’t 
say that if this 
game was a film, it 
would be Plan 9 
From Outer Space, 
but it would. We 
wouldn’t say that 
the design of this 
game makes

for, but it would. We 
wouldn’t say that this 
game’s had as much 
imagination, effort 
and care put into it 
as your average 
Jason Donovan 
album, but it has. We 
wouldn’t say that the 
way your car 
bounces into the air 
when it collides with

Rambo look deep Crazy Cars: crazy in the sense that anybody anything is the most
and intellectual, but wh°  enjoys it must be clinically insane stupidly ridiculous-
it does. We wouldn’t looking concept ever
say that the sound in this game is a horrible 
series of irritating drones, but it is. We 
wouldn’t say that this game has the level of 
challenging and exacting difficulty of falling 
off a log covered in engine grease which was 
rolling down a ski-slope, but it has. We 
wouldn’t say that this game is unbelievably 
repetitive, but it is. We wouldn’t say that this 
game would make the designers of the 
Amiga commit suicide if they saw what the 
machine they’re so proud of is being used

seen in a driving game, but it is. We wouldn’t 
say that this game single-handedly put the 
development of Amiga software back by at 
least a year - simply by showing companies 
that you could make money out of any old 
rubbish - but it did. We wouldn’t say that the 
pretty front end and ’Game Over’ screens in 
this game are like draping a print of the 
Mona Lisa over a freshly-butchered cow’s 
entrails, but they are. We wouldn’t say that 
being... (Snip! -Ed).

ROCK HARD QUIZ
Compiled by Gary Penn 

Welcome to the quiz that’s 
hard. Harder than ‘Sorry’ or 
‘Chicago’s habit’ or ‘Bryan 
Ferry’s Rain That’s Gonna 
Fall’. Harder even than the Pet 
Shop Boys. But not as hard, it 
must be said, as anyone 
capable of correctly 
answering the following five 
crossword-style questions 
AND identifying the link 
between them. So what are 
you gawping at? Jump to it...

The Questions
1. Bleached James’ sport is in 
a spin.
2. The Assembly Line’s 
fairground attraction.
3. Bawl, Liz! A breakdown 
would be the sensible solution.
4. Screech to a halt? Not 
likely! It’s turned into more 
than a passing interest.
5. Stone me! It’s insanity!

The answers are on page 14.

KILL EVERYTHING TIME
(PART 356)

Cardiaxx: Faster than R-Type //?

Sideways scrollers fans 
watch out - Electronic Zoo 
are preparing a frenzied 
space blast-’em-all from 
the R-Type-cum-Defender 
school of inter-galactic 
gunplay. Cardiaxx is 
claimed to be “ the fastest 
scrolling shoot-’em-up 
ever” and features five 
levels teeming with laser 
fodder. It’ll feature some

neat digitised speech (reputedly samples culled from classic actioners like 
Terminator and Aliens), plenty of bolt-on weaponry, and the usual parade of 
end-level guardians. Cardiaxx should be here within the month.
(And don’t forget Son Of Zeus either - a Greek mythology inspired fantasy 
arcade romp imminent 
from the Zoo. You view a 
world of monsters, spells 
and swords through first 
person perspective for the 
travelling bits, followed by 
sidewards viewed beat- 
’em-up screens featuring 
the usual Mount Olympus 
crowd, from Hydras to 
Cyclops to... giant 
lobsters? Hopefully all will
be explained in time...) Son of Zeus: Loadsamonsters.
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If you've ever pictured yourself as a Brave 
Adventurer but have been put off by the 
complexity of Role Playing Adventures 
this is the game for you:
Shadow Sorcerer has all the excitement and 
intrigue of AD&D" 's more complex 
adventures and also features the following 
"gamer friendly" innovations:

Screen shots are only intended to be illustrative of the game 
play and not the screen graphics which vary considerably 
between different formats in quality and appearance and 
are subject to the computers specifications.

• 100% "point 'n' click" icon control 
(no laborious typing).

• 3D isometric play area giving you more 
control on the playing environment.

* Control up to 4 characters in a life or 
death struggle against evil.

> Hexagonal grid map aids strategic
' planning.
* Combat action adventure.
This new concept in role playing 
adventures means that in minutes you 
could be confronting the Shadow Sorcerer, 
the down side is that within minutes you 
could also be dead!!

Z _____ __......._...2—
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BOLDLY GOING
Everybody loves Star Trek because it’s, well, so darned loveable. Good news then that an 
Amiga game, based on the voyages of our chums on the Enterprise, is warp nine-ing its way 
towards these shores even as we speak (which should mean it’ll be here by about tea time).

Electronic Arts will be doing the publishing bit, but it’s Californian coders Interplay (the 
people behind Battlechess, The Bard’s Tale series and the forthcoming Castles) who’ve 
taken care of developing the game. Details are about as forthcoming as a Klingon peace 
mission, but we’re given to understand that Star Trek: the 25th Anniversary will draw heavily 
from the fab TV show (as opposed to the slightly less than fab movies). An EA spokeswoman 
offered: “ It’s a giant 3D galactic exploration game with plenty of role playing elements to it.”

Star Trek, seen by many as the perfect subject for a game, has not had a good time of 
it on the Amiga. Some years ago Telecomsoft (better known by the names of their labels, 
Firebird and Rainbird) came up with a long overdue game for the ST - it was okayish, but 
never deemed good enough to be ported across to the Amiga. Then there are the PD 
versions, of course - oodles of them have appeared, at various different times, usually with 
a ship management theme. Some are good (in fact, some are great) but there’s not really 
been enough to them to do justice to the, well, legend,’ that is Star Trek. Chances are, 
then, that this’ll be the first version to be really worth waiting for - and it shouldn’t take too 
long a wait either. Current reports have it that if II be docking sometime in December.

BETTER THE DEMON YOU KNOW...
Demonware, best known for their cutesy arcade games (PP Hammer, The 
Power et al), are working on two rather more ambitious projects - a large scale 
strategy monster-game, and a weird B-movie type graphic adventure. They are:

Starlight Voyage
At the moment that’s just the working 
title for this giant space epic (which 
seems to have taken its plot lock, stock 
and barrel from tacky TV show Battlestar 
Galáctica). The game itself is a strategy 
affair, much of it built around a series of 
pretty control screens. You have to 
choose the personalities and physical 
and mental abilities of the space pilots 
who protect your main craft in their small 
fighter ships, then (shades of Deuteros 
here) build the ships themselves from 
collected raw materials. It’s not all 
fighting though - yes, you can sit in the 
hot seat of one of the fighters for the 
epic battle scenes if you want to, but 
equally you’ll find you’re spending a lot

AMIGA POWER 
ROCK HARD 

QUIZ
THE ANSWERS

1. Jimmy White’s Whirlwind Snooker
2. Welter Skelter.
3. Wizball
4. Kick Off
5. Marble Madness

The connection is this - ball control is 
the key to playing all five.

of your time communicating with any 
aliens you may come across (they come 
in both hostile and friendly varieties) and 
doing similar managerial-type things. 
The game’s all in German at the 
moment, so judging just how good it is 
has proved a bit tricky so far - look out 
for an English version around October.

The Mind-Possessing Aliens 
From Hyperspace
Great title! Moving even further 
upmarket and a couple of weeks further 
away, The Mind-Possessing Aliens From 
Hyperspace is a ‘B’-movie influenced 
and art deco-styled graphic adventure. 
Mad Doctor Von Stahl has discovered a 
way to send people into hyperspace - 
what he hasn’t worked out yet is how to 
get them back (I), or, for that matter, how 
to combat the hordes of hyperspace­
dwelling monsters who are flooding 
through the opening he’s created and 
taking over people’s minds left, right and 
centre! Imagine Invasion Of The Body 
Snatchers presented in a Dungeon 
Master style and you’ll be half way there 

All interesting stuff, and quite a 
change from the sort of thing we've 
come to normally expect from 
Demonware. Fans of their more typical 
offerings will perhaps prefer the next two 
releases on their more arcade-based 
Kaiko label - Super Daryna, a 2,000 
screen cuddly Gauntlet variant, and 
(yes!) Gem’X III Look for them some 
time around November.
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MEGA 10 MANIA 
(Image Works) 
Coming your way any 
day now, Mega Io Mania 
has been one of the most 
eagerly-awaited games 
of the year. Almost 
arcadey in some ways - 
particularly in its 
incredible addictive 
qualities - this is a 
strategists dream game, 
with a difference, the 
fast pace giving zap 
junkies a thrill too. And 
of course, the excellent 
presentation (particularly 
the use of sampled 
voices) will keep 
everybody entertained.

THUNDERHAWK 
(Core Design) 
A flight sim only in as 
much as that it simulates 
flight, Core’s game is 
more of an action- 
packed shoot-’em-up 
than you might expect - 
in fact, beneath the flash 
3D graphics, you could 
argue that it simply IS an 
action-packed shoot-’em- 
up, full stop. Lovely 
graphics and sound 
added to accessible 
control make this the 
perfect flying game for 
people who hate flying 
games. Pity about the 
£30 price tag though.

BLADE WARRIOR 
(Image Works) 
‘AMIGA POWER 
Recommends’ that you 
take a look at this one, 
at least. While Blade 
Warrior's powers of 
lastability have a shadow 
of doubt over them, what 
isn’t in question is that 
this is one of the most 
strikingly atmospheric 
games ever seen on the 
Amiga. Breathtaking 
graphics in a unique 
silhouette style allow the 
player’s imagination to 
run riot. Not for 
everyone, but see it 
before you decide.

HEAD OVER 
HEELS 
(The Hit Squad)
Among older game 
players there are many 
who’ll tell you that this 8- 
bit classic is the best 
computer game ever, 
and with an 
unprecedented 92 
percent rating in the last 
issue, it looks like we 
might agree with them. 
Don’t trust your eyes - 
fork out eight quid (eight 
quid! It’s nothing!) on 
Head Over Heels and 
experience a game so 
good you’ll probably cry.

SARAKON 
(Leisure Genius) 
Okay, let’s see if, just 
once, we can talk about 
Sarakon without 
mentioning Shanghai. 
Damn, blown it already. 
There’s no escaping the 
debt that this game owes 
to that classic Mah Jong- 
inspired puzzler, but 
Sarakon adds enough 
twists of its own to be 
well worth owning even if 
you’ve got the original. A 
word of warning though - 
don’t start to play it if 
you’ve got anywhere 
important to go in the 
same week.

STACK UP
(Zeppelin)
Since the phenomenal 
triumph that was Tetris, 
software houses have 
churned out abstract 
puzzle games by the 
lorryload in a search for 
a suitable successor. 
That this unassuming 
little budget game should 
turn out to be the closest 
thing to a true sequel, 
then, comes as quite a 
surprise. The best game 
in the genre since 
Demonware’s forgotten 
classic Gem’X, and at 
£7.99 you’ve got no 
excuse for not owning it



4 FANTASTIC SIMULATIONS 
IN ONE GREAT PACK

THE EMPIRE STRIKES BACK
Yes that’s right, ‘top’ Basildon software moguls Empire have a 
whole slew of thrilling-looking games lined up for the coming 
months, lots of interesting stuff, but top of the list must surely be...

Empire’s Deathbringer. lots of 
fighting, monsters and, erm, death

The much-previewed Deathbringens 
edging steadily closer to completion, as 
this shot of one of the end-of-level 
baddies shows, but other ‘products in the 
pipeline’ (as they say in the biz) includes 
the interestingly-titled Space 1889, a 
mystery role-playing adventure based on 
the Games Workshop RPG of the same 
name. Enemies include corrupt German 
conspirators and radical Martian 
religious cults, taking the game into new 
realms of double xenophobia. The whole

thing promises to be different if nothing else - the idea of Victorian space ships 
has always gone down a treat with us anyway. More details as we get them.

EYE OF THE STORM

Storm: whale-based space creatures

But wait, there’s more. The Next Big 
Thing in Amiga graphics, Gouraud 
shading (a technique which increases 
realism by blurring the boundaries 
between filled areas of polygons), 
features heavily in Eye Of The Storm, a 
game set on Jupiter and starring the 
player as a scientist attempting to gain 
control of a section of the giant gas 
planet where life has just been 
discovered. The game itself plays like a

cross between E/'/reand Warhead, with ^X^ l'x’ 
loads of flying around, shooting ■/ Bg |
competitors, blasting (or indeed 
protecting - free will operates here) the ■ x d::^'.r--xX';\
alien space creatures and buying more jl 

and more flashy kit for your spaceship.
Other features include functional plants, 
animals and large immobile bladders of 
protoplasm, all scattered over a playing : ? v >
area roughly equivalent to the entire Storm’s impressive Gouraud shading 
surface area of the Earth! We can’t 
speculate much at this stage, but the list of technical achievements alone sounds 
pretty impressive, as do the credentials of the men behind the project - they’re the 
same lot who brought us the rather similar Starglider II. This could easily be 
Empire's biggest yet, certainly on 16-bit.

TWILIGHT 2000
This’ll make you laugh. You thought the Cold War was over, you thought the 

walls (metaphorical and physical) of Communism had tumbled everywhere in the 
world, and you thought that a new age of detente had dawned, with arms limitation 
and reduction agreements being signed at every turn. Not so! Empire know better. 
We’ll let them explain themselves...

“Twilight 2000 thrusts you into a dark but realistic vision of the aftermath of 
World War III. Radiation, famine and disease are rampant. The only luxury is 
survival itself. The year is 2000...” Yup, it’s Twilight2000, another yawn-along-a- 
armageddon role-playing war sim thing set in a devastated Poland and playing 
somewhere along the lines of Battle Command and Armour-Geddon. If you can 
forgive the rather outdated excuse for a plot, this could actually be quite an 
entertaining strategy epic - even if we do get the impression that a quick storyline 
re-write could make all the difference to its chances.

VOLFIED
Before all that though comes Volfied, the conversion of Taito’s coin-op follow­

up to the classic Qix. We don’t know quite what’s taking this one so long, but 
Empire promise it’s coming soon, and if the C64 version is anything to go by, it 
ought to be a corker. Look for a full review next month (with a bit of luck).

'Italy 1990 Winners Edition Programme.
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BARBARIAN II
Necron’s back in town and he wants revenge. Only you - in the guise 
of Hegor the Barbarian - have the courage, strength and stupidity to 
face the challenge:
It’s time once again to don your dented helmet, tie your sweaty 
breechcloth, sharpen your rusting sword and move your big feet in the 
direction of danger.
Forests, caves, dungeons, castles and temples await your barbaric 
exploration, each is infested with deadly inhabitants and devious traps 
ready to terminate your lowbrow activities.
Featuring 2,000 frames of sprite animation, 32 colours on-screen, 
parallax scrolling, 6 levels of continuous arcade/adventure action, over 
1 megabyte of fully-animated sprites, 50 divergent enemies, Magic & 
Health Potions to help you on your quest and a plethora of unique 
weapons to find and use. Barbarian II is:

The ultimate in loincloth entertainment.
Screen Shots from the Amiga version

SEEING IS BELIEVING

PSYGNOSIS 
FREEPOST 
LIVERPOOL L3 3AB 
UNITED KINGDOM 
Tel: 051-709 5755
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TRUE STORIES

LICENCES
ABOUND
Whether it started life as a coin-op, 
movie, TV show or even board 
game, licensed products are once 
again splattering themselves all 
over the chart, particularly the 
bottom end. Manchester United,

AMIGA POWER GALLUP CHARTS

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

Rainbow Islands - one of three 
classics in the Rainbow Collection,

Ocean’s Toki - excellent conversion 
slowly climbins “ P the chart

the budget Lombard RAC Rally and 
Ocean France's excellent 
conversion of little known coin-op 
Toki lead the pack, but down at the 
bottom end The Hit Squad’s 
relentless schedule of movie tie-ins 
and old coin-ops are everywhere.

ATTACK OF THE 
BUDGIES
Good old budget games are out in 
force this month with an almost 
unprecedented 59 low-costers 
packing out the top 100. Original 
cheapos like Code Masters’ 
Fantasy World Dizzy and Full 
Contact from Team 17 have made 
a good showing for themselves, 
taking up 13 slots. But it’s with re- 
releases that the real action is - no 
less than 39 titles are back in the 
charts as budget games, headed 
by RAC Lombard Rally, and Xenon 
II, both of which have enjoyed 
lengthy runs.

Lombard RAC - back on budget.

Compilations aren’t as prolific 
as in summer’s gone by, but the 
best buys must be Populous/Sim 
City from Infogrames, and Ocean’s 
Rainbow Collection. Many 
publishers are scooping up old 
games into big boxes as you read 
this, and we reckon the current 
tally of four chart compilations’ll 
double within the next two months.

North And South from Action 
Sixteen seems to have caught 
gamers’ imaginations - it’s been 
hovering around the top of the 
charts for four months now, which 
is something special for a strategy 
game, no matter how bizarre.

Brand new full price games

Populous- now bundled with Sim 
City in one superb bargain pack.

1 (3) MANCHESTER UNITED EUROPE Krisalis £25.99 *“*
2 (2) FULL CONTACT Team 17 £9.99 ***

3 (1) F-15 STRIKE EAGLE II MicroProse £29.99 *****
4 (6) THE SECRET OF MONKEY ISLAND US Gold £29.99 *****

5 (10) FANTASY WORLD DIZZY Code Masters £6.99 ****
6 (4) LOMBARD RAC RALLY The Hit Squad £7.99 ***

7 (8) PGA TOUR GOLF Electronic Arts £25.99 *****
8 (5) XENON 2 Mirror Image £9.99 *****

9 (62) PRO BOXING Code Masters £7.99 *
10 (NE) TV SPORTS FOOTBALL Mirror Image £9.99 **

11 (9) NORTH AND SOUTH
Action Sixteen £7.99 ****
12 (7) EYE OF THE BEHOLDER
US Gold £30.99 *****
13 (11) LEMMINGS Psygnosis £25.55 *****
14 (16) LITTLE PUFF IN DRAGONLAND
Code Masters £6.99 **
15 (17) NINJA RABBITS Micro Value £6.99
16 (12) DEFENDER OF THE CROWN
Mirror Image £9.99 ***
17 (13) MIAMI CHASE
Code Masters £7.99 ****
18 (15) 3D POOL Mirror Image £9.99 ****
19 (27) TREASURE ISLAND DIZZY
Code Masters £4.99 ****
20 (25) TOKI Ocean £24.99
21 (21) WATERLOO Mirror Image £9.99 **
22 (25) SWITCHBLADE 2 Gremlin £25.99 *****
23 (NE) RUN THE GAUNTLET
Hit Squad £7.99 *
24(10) HERO QUEST
Gremlin Graphics £25.99 ****
25 (24) GODS Renegade £25.53 *****
26 (19) ARMOUR-GEDDON
Psygnosis £25.99 ****
27 (37) WORLD CLASS LEADERBOARD
Kixx £7.99 *****
28 (43) R-TYPE Hit Squad £7.99 *****
29 (33) ROCKET RANGER
Mirror Image £9.99 ****
30 (30) CARRIER COMMAND
Mirror Image £9.99 *****
31 (NE) THE GAMES: SUMMER EDITION
Kixx £7.99 **
32 (29) LIFE & DEATH
Mindscape £25.53 ***
33 (26) RAILROAD TYCOON
MicroProse £34.99 ****
34 (NE) RAINBOW COLLECTION
Ocean £29.99 .......
35 (37) CHUCK ROCK
Core Design £25.53 *****
36 (86) ZAK McKRAKEN US Gold £24.95 **
37 (42) CJS ELEPHANT ANTICS
Code Masters £6.99 **
38 (88) CLASSIC 4 Energize £6.99 **
39 (31) CALIFORNIA GAMES Kixx £7.99 **
40 (45) SUPERCARS 2
Gremlin Graphics £19.99 ***
41 (19) KICK OFF - WINNING TACTICS
Anco £12 99
42 (23) RAMBO III Hit Squad £7.99 *
43 (70) OUT RUN Klassix £7 99 *
44 (40) VIOLATOR Code Masters £7.99 ***
45 (52) SIM CITY / POPULOUS
Infogrames £29.99 *
46 (NE) WINGS OF FURY Domark £9.99 ***
47 (75) POWER UP Ocean £29.99 ****
48 (21) INTERNATIONAL KARATE +
Hit Squad £7.99 *****
49 (81) F/A-18 INTERCEPTOR
Electronic Arts £10.99 ****
50 (35) THREE STOOGES
Mirror Image £9.99 **
51 (56) SPIRIT OF EXCALIBUR
Virgin Games £29.99 **

52 (NE) SECRET OF THE SILVER BLADES
US Gold £29.99
53 (NE) BEACH VOLLEY Hit Squad £7.99 *
54 (61) OPERATION WOLF
Hit Squad £7.99 ****
55 (36) SPEEDBALL 2 Mirrorsoft £24.99 *****
56 (53) SPEEDBALL Mirror Image £9.99 *****
57 (NE) NAVY SEALS Ocean £24.99 ***
58 (NE) DUNGEONS... AND EVERYTHIN’
Atlantis £6.99 *
59 (87) PREDATOR Hit Squad £7.99 ***
60 (83) DALEY THOMPSON Hit Squad £7.99 *
61 (51) SUPER HANG-ON
Hit Squad £7.99 ****
62 (63) CENTURION Electronic Arts £25.99 ***
63 (60) FINAL WHISTLE Anco £12.99 ****
64 (NE) IMPOSSAMOLE GBH £7.99 *
65 (84) MOONWALKER Kixx £7.99 *
66 (49) 3D CONSTRUCTION KIT
Domark £49.99 ****
67 (71) FAST FOOD Code Masters £6.99 ***
68 (80) POWERMONGER
Electronic Arts £29.99
69 (NE) RED HEAT Hit Squad £7.99 *
70 (NE) PREDATOR 2 Mirrorsoft £25.99 **
71 (RE) WARHEAD Activision £24.95 ****
72 (NE) CONTINENTAL CIRCUS
Mastertronic £7.99 **
73 (50) PASSING SHOT
Mirror Image £9.99 **
74 (78) AFTERBURNER Hit Squad £7.99 *
75 (38) CRICKET SIMULATOR
Soundware £24.99 *
76 (NE) PARIS DAKAR Tomahawk £7.99 *
77 (98) JAMES POND Millennium £24.99 ****
78 (59) FLOOD Electronic Arts £10.99 ****
79 (NE) SUPER LEAGUE Energize £7.99
80 (97) ESWAT US Gold £24.99 *
81 (41) KICK OFF + EXTRA TIME
Anrn P7 QQ *****

82 (95) TRACK SUIT MANAGER
Alternative £7.99 **
83 (54) SUPER MONACO GRAND PRIX
US Gold £25.53 ***
84 (77) EURO SUPERLEAGUE CDS £24.99 “
85 (79) ASTERIX Electronic Zoo £7.99
86 (64) LAST NINJA 2 Hit Squad £7.99 **
87 (73) PLATOON Hit Squad £7.99 ***
88 (72) DOUBLE DRAGON
Mastertronic £9.99 *
89 (39) MEGA TRAVELLER 1
Empire £29.99 *****
90 (55) BRAT Image Works £25.99 ***
91 (RE) EYE OF HORUS Millennium £24.99 **
92 (32) STREET FIGHTER Kixx £9 99 *
93 (40) MERCS US Gold £25.99 ***
94 (58) NEUROMANCER
Electronic Arts £25.99 **
95 (47) LINE OF FIRE US Gold £24.99 **
96 (RE) INDY 500 Electronic Arts £24.99
97 (57) PANZA KICK BOXING US Gold £24.99
98 (RE) SILKWORM Mastertronic £6.99
99 (67) ADVANCED FRUIT MACHINE
Code Masters £6.99 **
100 (100) JUNGLE BOOK
Electronic Zoo £7.99 *

are still desperately thin on the 
ground, and it’s the old guard 
(Lemmings, Toki, Monkey Island 
et al) which are still holding 
strong. Mind you, with so many 
crackers speeding toward the 
shops, we expect the budgies to 
be taking a back seat over the 
coming months.

WHO’S TOP OF 
THE POPS?
Ocean and US Gold between them 
account for 32 percent of the 
chart (we’re including budget 
label releases here) with 
Mirrorsoft coming in third place 
with 12 charted games. Maths 
fans will have worked out that the 
big three are taking up nearly half 
the chart. Other worthy mentions 
are Code Masters with nine 
games and Electronic Arts with 
seven. The likes of Virgin, 
Domark, MicroProse, Mindscape 
and Gremlin all have between one 
and five games in the charts, but 
most of these publishers seem to 
have decided to hold back all 
their goodies until October.

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 July 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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SAILORS AND A BUNCH

TAKE COMMAND OF HARDENED

SPACE CREWS, SOME ROUGH TOUGH

In Hard Nova™  you take charge of a group of space 
adventurers who are not only hard, but also genuinely nasty. 
They’re the meanest mercenaries in the galaxy, willing to 
smuggle, assassinate and run guns. So unscrupulous, they’d sell 
their own granny’s planet to the highest bidder.

What’s more, they’re armed with over 60 pieces of the most 
evil weaponry - hi-tech lasers, missiles, Gyro-pikes and computer 
automated jammers.

The crew of StarFlight®  II may be rather less shady, but they 
are just as well armed. They have to be, to fight off revolting 
aliens as you set about exploring over 500 planets and 150 star 
systems. Each planet is different, some freezing, some awash with 
boiling lava. Starflight II is also completely open-ended, so there 
is no “correct way” to finish the game.

Back down to earth, or rather on the mountainous seas of 
the South Atlantic, in StrikeFleet™  you are in total command of a 
large task force. Your fleet consists of cruisers, destroyers, 
frigates, helicopters and even hydrofoils.

You are being attacked by deadly Kingfisher missiles and 
heavily armed attack subs and your fleet is looking to you to 
make split second decisions that could mean the difference 
between a hero’s welcome and a Court Martial.

Finally, there is Lord of the Rings,™  J.R.R.Tolkien’s epic fantasy 
classic, brought to weird and wonderful life by Interplay. You are 
Frodo and your task is to protect the one true ring from the 
clutches of the evil Lord Sauron.

But first, you must recruit followers from among the hobbits, 
dwarves and wizards to fight dangerous enemies such as orcs 
and trolls, evil spirits and vampires.

If you can’t find these games at your favourite retailer, contact our 
Direct Sales Department at Electronic Arts, 11-49 Station Road, 
Langley, Berks SL3 8YN. Telephone 0753 549442.



RECEIVING:
¥OU ORE WISE NOT TO ANTAGONIZE THE 
SPEWIN GODS. OUR TEMPER IS QUICK ONI 
OUR WROTH SEVERE. IF ¥OU NISH TO 
PPfilSE US, ¥OU MO¥ DO SO.

ggg

StarFlight I I

Interplay’s Lord of the Rings

C T R • N I C ARTS®
Electronic Arts I 1/49 Station Road Langley, Berks SL3 8YN Tel: (0753) 549442 Fax: (0753) 546672



a Demon King descended from his mountain to destroy the village and all its inhabitants

slaying the Warrior Lord and leaving only the young Samurai to tell the tale.

AVAILABLE500H!

called upon the Wizard flage who forced the Demon* 
o flee into the future leaving the Land at peace

So armed with a magic sword our hero 
followed the Demon through time to 
year 2525 and... /

However, the Samurai vowed he would have no peace until he had avenged his master's death 
with the aid of the wizard.
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JUST ULI H O DO LUE THINK LUE HRE? GAME REVIEWS

JUST WHO DO WE THINK WE ARE? !l
MATT BIELBY
Thrusting editor Matt Bielby landed himself in a spot of bother 
when he attempted a bizarre gender-transfer experiment. The 
youthful Yorkshire-man got his mitts on MicroProse’s Flames of 
Freedom, and tried to take on the role of a female! But it all went 
horribly wrong when macho-man Matt was forced to kiss burly 
security guards in the complex strategy extravaganza.

Matt’s been playing: Bullfrogger, R-Type II and The Simpsons

GARY PENN
Gary certainly knows how to take a game apart. Take old race 
favourite Indy 500, which has enjoyed a resurrection on the top 
tipster’s Amiga. It seems that Gary’s become bored of just 
winning the race, now he’s causing the most bloody, high speed 
crashes imaginable - just for fun. “ I’ve got stupidly dangerous 
driving just right,” he said, proudly.

Gary’s been playing: Asteroids PD, Indy 500 and “ loads of others”

COLIN CAMPBELL
Colin popped off to Newquay a few weeks ago, to catch some 
surfing and other seaside attractions. But the buffoon ended up 
stuck in games arcades trying to recapture youthful victories. “I 
couldn’t help it," he explained. “I found a great Defender 
machine, a perfectly working 1942 Midway and an original and 
very loud Galaxians. Unfortunately, I hardly got to see the sea."

Colin’s been playing: Silent Service II, The Enforcer and (yes!) 
International Championship Athletics

MARK RAMSHAW
Mark’s another arcade lizard who’s usually to be seen 
smooching with a hunky Smash TV cabinet when out on the 
town. Back at home with his Amiga, our production editor and all 
round organiser secretly lives out squalid power fantasies with 
the likes of Mega Io Mania. Says Mark: “Real power can’t be 
given, it must be taken.' Oh dear - he thinks he's a publisher!

Mark’s been playing: Mega Io Mania, Photon Storm and The Enforcer

STUART CAMPBELL
Stuart ‘hard man’ Campbell has turned into a right old software 
softie recently. Games reviewing’s very own serial killer keeps 
going on about the “astonishingly good quality of software 
coming out these days’!! Yes. our one-time hatchet-man has 
been sucked in by faves like Head Over Heels and Rodland - 
though a quick does of the hated Kick Off II should cure him!

Stuart’s been playing: “ Some good games for a change”

JONATHAN DAVIES
Our Jonathan’s turned into a right old Francophile since we sent 
him of to the continent to investigate ireakish software’ (which 
the fool now insists on calling ‘la tendre-porter fantastique’). Now 
he’s been doing all the usual French things like driving on the 
wrong side of the road, and eating proper food. Trouble is, he 
wants to go to Russia next. What can he be planning?

Jonathan’s been playing: Thunderhawk, Hunter and the much-in-demand 
Cruise For A Corpse

RICH PELLEY
After a wee break from games reviewing, during which he 
popped of for a train journey around Europe, we expected Rich 
to return to Blighty full of bright and bouncy ideas. But no, our 
handsome friend is down in the dumps. Why? Well, it’s our fault 
really. We didn’t give him any of the big games to review.

Rich’s been playing: The stud with lots of European girlies

MATTHEW WILLIAMS
Amiga games nut and super-art person Matt is in everybody’s 
bad books. The treacherous louse is leaving AMIGA POWER to 
work for stable-mate mag Mountain Biking UK. Says Matthew: 
“It is with the most profound regret that I leave my good friends 
at AMIGA POWER...” We told him to f(snip).

Matthew’s been playing: Terminator 2, Rodland and Silent Service II

Cruise: Graphic adventure at its best

Hello and welcome to THE 
AMIGA GAMES REVIEW 
SECTION in which it really 
is ‘all happening’. This 
month we’re extra 
specially pleased with the 
titles on offer because, 
well, some of them are just 
so darned good. Take the 
extraordinary Cruise for a 
Corpse. Despite being 
about six months late, this GIGANTIC ADVENTURE 
actually manages to be ahead of its time. Wonderful 
graphics, mountains of gameplay and... But no, you can 
find out for yourself in our extensive three page review.

Storm’s Rodland also popped in through the 
letterbox, and although it didn’t promise a great deal in 
the beginning, it turns out to be TOTAL ARCADE FUN. 
And then there’s the rather different Silent Service II. 
Now, we know that submarine games can be 
UNBELIEVABLY BORING, but this series of WWII 
battles in the Pacific can really eat up your evenings 
and weekends.

Others worth a look include Robin Hood, which 
has nothing to do with the movie, Terminator 2, which 
some might say has rather too much to do with the 
film, and (just maybe) Flames Of Freedom.

Don’t forget that as well as our in-depth reviews 
of all the big name games, the 
back of the magazine also has 
the extra and shorter reviews of 
the also-rans and late entries, 
SURPRISE WINNERS, and dismal 
dogs. Whatever your fancy, it all 
starts here...Rodland: Ample fun from Storm

THE SCORING SYSTEM (AND HOW IT WORKS)

Our reviewing philosophy is simple:
1) Most magazines vastly over-rate the majority of games they review. Here 
at AMIGA POWER we believe in calling a spade a spade (or whatever the 
current expression is) so you’re going to get a lot of 30, 40 and 50 per cents 
as well as 70s, 80s and so on. After all, if you mark everything the same, the 
whole concept of scoring might as well go right out the window...
2) Most magazines vastly over-complicate their rating systems too. That’s 
why we’ve only got one simple mark out of 100, and that’s why the Bottom 
Line boxes contain short ‘Uppers’ and ‘Downers’ (ie what’s good and bad 
about the game), the summing up sentence - and nothing else. You couldn't 
get much more to the point - except, perhaps, with the cut-down score boxes 
you get towards the back of the mag, that is...
3) Most of the time we'll all agree about a game - but sometimes we won't. 
That’s when the little On the other hand... boxes appear, somewhere for a 
second reviewer to put his own, possibly very different, point across.
4) That's all you need to know.
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GAME REVIEWS MIDWINTER I I: FLAMES OF FREEDOM

WHAT YOU'VE 
GOT TO DO

The basic plot of Flames 
Of Freedom is of a near 
future, post-apocalyptic 
war between two rival 
nations - calling it large- 
scale' would be to 
underplay it massively...

WWW

iOBCS

AÉF9CA

Right, let's get down to a serious 
game here* Here's the situ - the 
baddies have got control of Africa 
and all the green islands, while 
we've got the red one» And here 
they come to get us now»«.

And finally I suppose I'd better describe 
what's going on here. Well, this is the fire­

fight option. I'm currently in the rather snazzy 
flying sub, being attacked by two enemy choppers 
and a biplane - who're all, rather conveniently, 
lining up in front of me waiting to get shot.

OThis little lot explains your height off 
the ground, rate of climb and so on - 

most useful when you're in something that 
flies or swimming/sub driving underwater.

O While last but not least, this bit shows 
your weapons - it could be anything 

from a pistol (if you're on foot) to up to 90 
(90!) or so air-to-air missiles!

Something must be done! Enter 
agent Mick Jones out of ver Clash, 
newly retired and eager to save 
the world (or something).

Of course, being a world famous 
rocker he needs a disguise, and 
erm, here it is. (These character 
screens are great fun).

The plan is to swing some of the 
less committed enemy islands to 
our cause, building a 'wall' 
between us and them, but that 
means getting there first A flying 
sub would be the coolest way...

JUST WHAT IT ALL MEANS

The icon strip across the top of the 
screen gives you all sorts of controls, 
which happily tend to work in a fairly 
efficient way. Here's how...

OThis scanner doobrie gives you an 
overall impression of what's 

happening around you. Various colours of 
dots stand for you, people on the 
landscape, buildings, baddie craft and so 
on - they're so small it can be hard to read 
in practice though.

in
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ONext up, your life gauge showing how 
much energy you've got left and below 

it (fairly obviously I guess) the time.

OThis here's a map showing you (the 
little arrow, pointing the direction 

you're going) and the islands nearby.
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OAnd now it gets complicated. The 
compass at the top is fairly obvious, 

but below it is your speedo (a minus 
number means you're going backwards) 
and underneath that your mouse- 
controlled directional arrow.
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MIDWINTER II: FLAMES OF FREEDOM GAME REVIEWS

♦♦.but we’re assigned this crappy 
ship instead. Anyway, off we go...

...only to get sunk by an enemy 
helicopter, dammit (It happened 
so fast I couldn’t get a screen 
shot). Anyway, I swim along a bit..

...spot an enemy underwater tank 
thing, and head for the surface.

Hurrah! The baddie chopper’s still 
there. Time for a quick 
superhuman jump—

...and I’ve rather unbelievably 
hopped straight into it! Time to 
take out that baddie plane and 
continue my journey...
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irons out a number of the rough edges - but is it really any more fun to play?
Game: Midwinter 2: 
Flames Of Freedom 
Publisher: Rainbird 
Price: £34.99
Author: Mike Singleton 
(direction), Dave Gautrey, 
George Williamson, Dave 
Oilman, Valhermoso Franco 
(programming) and many 
others at Maelestrom
Release: Out now

he thing about Mike Singleton 
games - Mike being the guy 
behind 8-bit classics like Lords 
Of Midnight and Doomdark’s

Revenge, as well as War In Middle Earth 
and, of course, the first Midwinter- is that 

‘A game that’s 
packed with an 
annoying 
number of 
inconsistencies 
and bits that 
don’t make 
sense’ 

h

I

I

people either love ‘em or hate ‘em. People 
who love them tend to be real strategy 
wargame buffs - Lords Of Midnight 
worked brilliantly as a (ahem) ‘strategy 
experience’, totally ignoring any action 
elements, and probably remains 
his best game. The problem 
strategy buffs find with 
things like Midwinter, 
with its glossy 
presentation, sexy 
front end and 
inclusion of action 
sequences, is that 
you tend to get 
bogged down in 
the action stuff - 
which isn’t all that 
brilliant anyway as
action sequences go - 
and the strategy suffers.

Action fans would have a 
different complaint. They want to 
drive all these vehicles, meet all these 
people and so on - attracted by the big 
name and sheer polish of the game - only 
to find there was this unfatholmable 
wargame thing hidden just below the 
surface.

Which leaves the Midwinter senes 
aimed at... who? Well, a group of real

Renaissance games players, I guess, 
people who like lots of types of game 
and aren’t scared of something that 
mixes a few together. People like a lot 
of folk in the AMIGA POWER office in 

fact, which makes it rather 
worrying that nobody 

here’s getting very 
excited at all about 

the ‘new 
improved’ 
Midwinter, 
Flames Of 
Freedom. In 
actual fact, we 
all find it rather 

dull.
But I’m getting 

ahead of myself.

Zzzz. Curlins up for 
the notorious rest option

First impressions count for a lot, 
and you can’t fault Flames for 
presentation. The whole package feels 
nine tenths like some massive, high 
profile Hollywood blockbuster movie, 
one tenth like a heavyweight science 
fiction novel, and just generally well put 
together and meant - like many 
MicroProse games, this is something 
it’s simply nice to own. Little things like 
re-occurring symbols - the twin 
dolphins of the Covert Operations 
Bureau, say - cropping up in both 
packaging and program help instil a 
real sense of faith in the game itself, a 
long time before you’ve properly played 
it. If so many people - they’re credited, 
movie-like, at the end of the book - 
have put so much effort into making 
this look its best, the game itself just 
has to be a corker, doesn’t it?

And if you manage to ignore a 
number of problems - which I’ll get to 
in due course - you have to admit that 
yes, this is a rather impressive game. 
It’s large scale and ambitious for sure. 
Like the best sequels, it takes the 
concept of the first game, (hopefully) 
puts right the things that were wrong 
with it, then just starts adding. And

I GET AROUND
A

ll over the place in fact - on 

land, water and in the air. 
And here are just some of 
the many ways in which I do it...
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GAME REVIEWS MIDWINTER II: FLAMES OF FREEDOM

CHAFM MASON
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taKe iesfug feg ïjse titreaf?

Yf.ur guard todag is Ccfer*»aé. 
Will gw do nottirg or wiil gw 
take «testteig by the throat?

My plan here is to sleep my way 
around the same. First make a 
sexy lookins character - voila! - 
and wack his sex appeal right up.

...then test him out on the prison 
escape trainins thingie. Davies 
here doesn't look like my type so 
I'll wait a day...

A-ha! Much more promising. she 
looks like she could do with some 
cheerins up too. Time to try 
clickins on the lips icon...

Ha-ha! That was really easy! 
Feelins suitably chuffed, I swiftly 
dumped her and set off on a 
mission proper.

Here's what I'm meant to do - kill 
this guy. I've no intention of doing 
anything of the sort of course...

SUGAR AND SPICE AND ALL THINGS NICE

T
hat's what little girls are made of. Or at least, they are in nursery rhymes - in Flames Of Freedom they're 
built up out of character generation screens like this one (as are all the boy characters, of course). 
Maelstrom have incorporated the character generating utility they used to create the game's faces into the 
actual gameplay itself, allowing players to come up with really individual characters to control...

CHANGE APPEARANCE « I

MM
11

1 1«
■ 1■

1 
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First off, chose the face. From top down 
you get to cycle through a selection of 
face shapes, noses, mouths, eyes, 
hairstyles and (optional extras) beards, 
moustashes or glasses to build your 
ideal agent. You can come up with 
really bizarre combinations - put a 
beard on a girlie, say, or lipstick on a 
really butch bloke - or go for a fairly 
standard good looking character as 
we've got here.
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CHANGE PHYSIGUE

ENDURANCE

CHARGE PSYCHOLOGY

PLEADING

BRIBERY
average

CHARM 
excellent

SEX APPEAL 
excellent

AUTHORITY 
average

DECEPTION 
peer

RECUPERATION
average

REASON 
good

REFLEXES
good

*1 STURDINESS
Next up you get to fix your character's 
physical abilities. For each one you 
bump up a notch - reflexes, say, or 
endurance, another will go down a peg 
or two. Starting out you're best off going 
for a fairly average sort of character, 
I've found, who's just okay at 
everything.

Neatly, by the way, you'll notice 
that my new face - picked on the last 
screen - has appeared in smaller form 
on the generic female body. Time for a 
quick press of the exit icon...

...and it's psychology time. Everyone 
I've ever seen play the game has 
insisted on excellent sex appeal for 
their character - unfortunately doing 
this tends to knock reason down a 
notch or two - and indeed, playing to a 
few great strengths can pay off here, if 
you are very sexy, say, or very good at 
threates, using the one skill time and 
time again can help get you out of most 
sticky situations.

Anyway, there we have our 
character - now isn't it about time we 
sent her off on a mission somewhere?

adding. And then, on top of all that, It adds 
some more. The playing area, number of 
characters depicted and range of transport 
and events is colossal - this is a game 
that promises to take months and months 
to complete, though thankfully it can be 
played in a much more actiony sort of a 
way too. It manages to be very friendly 
and entertaining looking indeed when you 
first pick it up - simply messing about with 
the character generation screens, for 
instance, (which allow you to change the 
characteristics and - yes! - facial features

‘Fans of 
Midwinter will 

be in their 
element’

of the character you play) has given me 
some of the best fun I’ve had on a 
computer in ages.

Unfortunately though, it is - like its 
predecessor - a game stuck between two 
stools. The presentation, use of soap 
opera-style personalities and so on, all 
lead you to expect a really accessible 
game, one that will open up the strategy 
genre to, if you will, the masses.

However, its size and slowness work 
against it. There’s simply too much 
running around, too much travelling, too 
much ground to cover and too much 
waiting around between screens for 
something to happen to please the 
layman. The game may have improved on 
the first one by 200 percent in this area, 
but it still isn’t quick enough on its feet for
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MIDWINTER II: FLRMES OF FREEDOM GAME REVIEWS

II 
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“ Good luck!” the boss says» Ha - 
for what I'm doing luck has 
nothing to do with it

First the boring bit as I set off for 
a suitably babe-packed island by 
painfully slow boat

Hurrah! It's a chick! Bit old for me 
perhaps, but worth a shot still. 
Let's see if I can 'persuade* her»»»»

Success! Now to see if she can tell 
me about any other girlies there 
might be on the island...

Now she looks promising - if, of 
course, she 7s a she» It's hard to 
tell when everyone wears these 
red jumpers and blue jeans.»»

Above: Enemy chopper in sight! Here we 
are in our flying sub, and really he's a 
sitting duck. I'm faster than he is and I've 

k got 87 homing missiles left, which at this
range are almost guaranteed to make a 
direct hit. There's only one problem - that 
big orange explosion to the right, which 
means someone's got me in their sights. 
Perhaps I'd better get rid of him first..?

1 á AGORA

Below: Here's the opening option screen, 
giving you various gameplay, erm, options

1

real mass appeal. For most of us, it’s one 
of those tragic games that sounds like it’ll 
be a lot more fun to play than it actually is.

It’s also a game that’s packed with 
what is, for me, an annoying number of 
inconsistencies, illogicalities, and bits that 
downright don’t make sense - 
things that help destroy the 
carefully built-up feeling of . 
reality. Here’s a short 
list of some of the 
more obvious ones 
so you can see fl 

what I mean: 
No1) I’ll accept that I 
it’s a Good Thing fl 
that your character flfl 
can now 
commandeer any 
available vehicles he (or 
she) comes into contact with 
(you couldn’t in the first game) but 
it would have been much neater if this had 
been done with a bit more internal logic. I 
can just about credit that a man on foot 
could leap onto a moving jeep or even 
tank if he was nippy/lucky, but a low flying 
Zeppelin? Or a helicopter? I think not. 
(And then once he’s miraculously got on 
board we’re meant to assume... what? 
That the crew of this 
tank/helicopter/Zeppelin/ship just bail out 
and run away? It’s not explained by the 
game, that’s for sure).
No2) Though the date is given as 2138, in 
look, fashion and general ‘feel’ the 
technology level seems to be that of the 
present day. There are tanks and jeeps

and trucks and buses 
and speedboats, fine, 
but then we get to the 
flying machines and 
things get weird. 
Helicopters, yes - but 
biplanes and Zeps?

Why’s flying 
technology whizzed 
back to 1914, while 
everything else 
remains the same? 
And where’s this 
bloody ‘flying 
submarine’ come 
from? It ‘can travel 
across both land and 
sea, underwater and 
through the air’ 
apparently and seems 
about 300 years out of 
synch with the rest of 
the game. 
No 3) Even in the 
middle of a fire-fight, 
with hundreds of tanks 
and planes shooting at

k
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you it’s possible to 
chose the ‘rest’ option - at which point 
you’ll curl up in a little ball on the floor, 
and, erm, go to sleep. Now I would have 
thought this was most unwise - and 
anyway, with all that noise going on you’re 
likely to get little kip - but apparently not.

Most of the time no-one will capture 
you or kill you, and you’ll be able 

to get up refreshed in five 
fl^ hours time (or whatever) 

and continue your
l mission.

I
No 4) Most missions 
would be total 
nonsense in the real 
world. Here’s an 
example: on the island 

of Panao you’ve got to 
recruit the daughter of the

/ ’ The sad truth - there're a lot 
more bad islands than goodies

police chief (he dotes on her, and if she’s 
with you will do his best to bring all the 
police over to your side), the wife of the 
military commandant (he hates her 
nagging so will bring all the army with him 
to prevent it) and - suddenly! - you’ve got 
a revolution. Unlikely, isn’t it?

Now it may seem churlish to 
complain about such things, but the 
game’s all over the place as far as these 
small logical details are concerned. I can 
see the perfectly valid game-play reasons 
why some of these are there - particularly 
the getting into vehicles bit - but I’m not 
convinced there wouldn’t have been a 
number of neater, more logical ways to 

cope with them all.
So what are we left with? Well, what 

to me is ultimately a sprawling, boring 
game, full of good things that don’t add up 
to a satisfying whole. To others, it’s no 
doubt a brilliantly challenging strategy 
action game, packed with lots to do and 
see - but these must be people with an 
incredible degree of patience. Fans of 
Midwinter \n \W be in their element - they’re 
getting more of the same, with a lot of the 
really tedious stuff taken out - but while 
it’s undeniably big and epic, it also 
promises a lot more (certainly in terms of 

‘This is a game 
that promises 

to take months 
and months to

complete’
fun) than it delivers.

It’s a game that would have been 
twice as good if there’d been fewer 
vehicles, a smaller number of islands, 
tasks that made a bit more sense and 
(especially) some extra wit used to spice 
things up along the way. (Monkey Island 
has spoiled me -1 can’t interact with 
characters are boring as these any more).

I can't help thinking that either a) the 
same basic plot and structure might have 
worked better without the 3D action 
element at all, but with a boost to the 
character interaction side, adventure 
game-style or b) that the 3D would work 
better on a smaller, tighter game - 
something along the lines of Activision's 
Hunter, perhaps its nearest rival. As it is, 
it’s big and has its moments, but will, I 
fear, appear to many people as something 
too predictable, sprawling and dull.
•MATTBIELBY

UPPERS There’s lots and lots 
of it - thousands of characters, 
hundreds of islands, a wide

selection of vehicles and oodles (and 
oodles) of 30. It has to be a definite thumbs 
up as far as value for money is concerned, 
that's for sure.

> 
s

0
>

■ü
O
5
m 
a

DOWNERS Unfortunately, the 
giant strategy game structure 
remains too big and unwieldy, the

30 action sequences get in the way. there’s
far too much travelling, the character 
interaction gets repetitive, and it's full of 
odd little illogicalities.

THE BOTTOM LINE
In many ways supremely impressive.
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Flames Of Freedom will, I think, 
fail to work for many people. A 
game that’s ultimately a lot less 
fun than it sounds. 80 G
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EIGHT WAYS TO SAVE THE 
WORLD

The thinking person’s hardman gets pixelised again for

Terminator 2 has lifted eight sequences 
from the movie, and turned them into eight 
mini sub-games, bunged chronologically on 
top of each another...

OA quick shoot out followed by a straight beat-em-up 
against the baddie T1000. Really, all you need do to 

win this first round is press the joystick button 
continuously (or, to preserve effort, just hit auto-fire). The 
only skill involved is minimalising your own damage 
(indicated by the deteriorating face in the comer). This 
section is taken from the shopping mall wherein the two 
big guys from the future come face to face for the first 
time. The liquid metal man does a bit of his spooky shape­
changing here, but it's nothing special.

It's onto the juggernaut chase in the flood 
overflow. Arnie is riding a scrambler 

motorbike with the young John Conner riding 
pillion. You must protect John from the 
advancing juggernaut (driven by you-know- 
who), and still stay alive by avoiding obstacles. 
Extra points can be picked up by going over 
bonus shapes on the ground. This section is 
seriously primitive but quite demanding in an 
entertaining kind of way.

O Puzzle time. Failing to complete a puzzle does not mean 
death - this is simply a bonus screen which allows you to beef 

up energy ratings. Here, it's the Terminator's job to rebuild a 
damaged hand. This section is actually lifted from the first movie, 
but we won't quibble about that. It works on the same principle as 
one of those plastic puzzles which demand that you move pieces 
around until they're all in the right place. Once you've learned how 
to beat this in the required time, it's all very simple. Initially 
though, it's a tough old nut to crack. If you fail it's not a total 
disaster - you'll be given a 'percentage completed mark', which 
will determine the level of repairs that do get made.
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Game: Terminator 2 —  
Judgment Day 
Publisher: Ocean 
Price: £25.99 
Author: Dimentia 
Release: Out now

n this very magazine, 
just three months 
ago, we ran an 
article talking

about games based on 
film licences - what’s 
good about them and 
where they can easily 
go wrong. One problem 
that crops up time and
time again, we pointed out, 
is that game designers try and

*1 fully expect 
to see this 
floating up to 
the top end off 
the chart 
pretty 
sharpish’

stick to movie scripts too closely, ending 
up with something that doesn’t work too 
well as a game because it’s split into too 
many crappy little chunks, or the plot of 
the film doesn’t lend itself to action 
sequences, or whatever. As history 

teachers are prone to say, those who
Graphics are less cartoony than 

Tota/£eca//etal

ignore the cock-ups of the 
past are doomed to 
relive them, and while 
Terminator 2 isn’t in the 
same league of 
awfulness as, say, 

games like Ghostbusters 
II or Return Of The Jedi

games, it has managed to fall 
into all the classic traps which, 

really, you would have thought 
conversion specialists like Ocean would 
have sniffed out a long time ago.

IT’S NOTHING PERSONAL, 
niiT But I’m getting ahead of myself.DU I ... First of all, just what has the 
Amiga conversion of the year’s biggest 
movie got to show for itself?

Oil’s back to combat This time you're in the psychiatric hospital trying to get 
Sarah Conner out The T1000 has other ideas, and you must fight it out This is 

exactly the same as in round one except that your opponent is stronger. Watch out 
for those long distance headbutts which the metal liquid man relies upon.

©After that little scrap, your energy will 
probably be hovering around the zero mark, 

so it's time for another puzzle. This time you must 
repair Arnie's face (which has actually been 
drawn very well indeed). This screen follows the 
same principle as that of section three.
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TERMINATOR 2 - JUDGMENT DRV game reviews

Well, anyone who’s seen the film 
(and I’m guessing that at least half the 
people reading this are abundantly familiar 
with Big Arnie’s recent sci-fi fest) will be 
completely comfortable with the game. 
The programmers have 
attempted to recreate all the 
best action sequences 
inside a total of eight sub­
games, and flick fans 
who boot this up will 
know exactly where 
they are in the story.

We all know how 
this works, don't we - it's 
a set up Ocean have used 
in half their games - and
nearly all their film licences - 
from Batman onwards. Not only do 
we get a sideways scrolling shoot-’em-up, 
three beat-’em-ups and two driving games, 
but a couple of single-screen puzzlers too. 
You may find it all a bit formulaic and 
unimaginative, but it's a structure that'd still 
prove pretty jolly (if a little formulaic) were 
it not for one small problemo - all the 
games are crap.

‘It’s quite sad, 
really’

It’s quite sad, really. The beat-’em-up 
sequences do not require a great deal of 
skill, the shooting scenes demand no skill 
whatsoever, and the driving games are, at 
best, rudimentary. Programmers Dimentia 
would have been a whole lot better off 
designing one single game - even that old 
warhorse, the standard horizontally 
scrolling shoot-’em-up a la Rolling Thunder 
- and ‘Terminated’ it by throwing lots of 
movie characters in there. Instead, they’ve 
decided to try and reproduce every

Molten 
metal man 

does his 
(rather 

impressive) 
stuff

UPPERS A typical movie 
licence in just about every sense. 
It follows the plot closely, gives

TERMINATOR 2 - IT’LL RE
PR AD That s not t0 su99est for a ullAr moment that Terminator 2 is
destined to plunge into the great software 

incinerator, however. Far from it. 
I fully expect to see this 

floating up to the top end 
of the chart pretty 
sharpish. It’s competent 
enough (just). It does its 
job (which isn’t saying 
much). And it’s got 
Arnold

Schwarzenegger’s mug

T1000. Yes, that's right - he 
looks like just, well, a bloke

on the cover (add sales of ten thousand 
immediately).

The trouble is, it absolutely fails to 
offer anything of intrinsic value. Rather 
than do anything interesting with the 
licence, it merely manages to copy bits 
from lots of other games - most of which 
are well past their sell-by date anyway. 
Ocean sell ‘dreams, not software’ is 
something we hear quite a lot, and rarely 
has this been so abundantly and obviously 
true as it is here.

action sequence from the film they 
could, and ended up producing a 
pig’s dinner. Anyone who thinks 
they’re really going to get eight 
good games in here for the price of 
one should have learned better a 
long time ago.

So where does that leave us? 
Well, for younger gamers there is 
enough here to justify the asking 
price, and, I suspect, plenty of 
Terminator freaks will ignore any 
derogatory reviews and go right 
ahead and buy the game anyway. 
But if you’re just a gameplayer 
looking to make your pounds yield 
a good few hours of entertainment, 
look elsewhere. Terminator 2 isn’t 
for you. -COLIN CAMPBELL

you a lot of sub games for your money,
even provides a few digitised animations 
and has that face on the box...

DOWNERS ...but that’s about 
it. There really isn't much in the 
way of worthwhile gameplay in 

here. Such a disappointment when the 
movie managed to confound all doubters.

THE BOTTOM LINE
Worth a look for hardcore Terminator or 
Arnie fans, but otherwise offers very little 
indeed. Once more we await a 
decent Arnie game - is this 
guy unlucky in the computer 
arena or what?

hasn’t had too much luck with in the past. Could it be fifth time lucky, perhaps?

OOh dear, it’s 
sideways scrolling 

shooting time. You are up 
against the SWAT team 
outside the headquarters 
of Cyberdyne Systems 
(they’re the guys who 
manufacture the 
computer which may or 
may not waste the entire 
world). There are three 
ways to shoot at the cops 
- up, down and straight 
Yep, this section is as silly 
as it looks, and twice as 
easy to complete.

OThat dreadful 
T1000 chap 

still hasn’t given up. 
Now he’s chasing 
Arnie and the good 
guys down the 
highway - in a 
helicopter. Avoid 
hitting other cars, 
keep firing the gun 
out of the rear of the 
Transit, and you’ll 
get through this 
easily enough.

OAnd finally, it’s into the seething steelworks for a final beat-’em-up. This section 
is not at all easy to complete, but that’s not to say it’s any good. As in all the 

fight sequences, controls are seriously limited. The only way to win is to have enough 
energy to sustain) lots of damage, and to keep hitting Murder Man as hard and as often 
as possible. When that’s over, so is the game, and it’s straight back to the beginning 
again. Ho-hum...
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GAME REVIEWS CRUISE FOR R CORPSE

Game: Cruise For A 
Corpse
Publisher: Delphine/
US Gold
Price: £27.99
Authors: Paul Cuisset, 
Phillippe Chastal, Benoit 
Aron, Denis Mercier 
(programming),
Christian Robert, Thierry 
Perreau (graphics), Jean 
Baudlot (music)
Release: Out now

S
o this is the big one, huh? The
big hype. US Gold’s post-

Monkey Island blockbuster.
Well, I must admit that I had my 

doubts. Sure, Cruise For A Corpse looked 
as slick as Monkey Island, but without 
such a strong plot and the humour, could 
Cruise ever really come close? In the end I 
decided to look at the game with fresh 
eyes, to play it with an open mind. And to 
forget about Monkey Island, for a short 
while at least.

In truth, despite all its finery and 
graphical trickery, Cruise For A Corpse is 
more comparable to games such as 
Infocom’s Deadline (now re-released on

Delphine’s much-delayed pleasure cruise is finally about to 
set sail in the same waters as Lucasfilm’s Monkey Island,
budget), and the more recent 
Maupiti Island. You see, the 
task in the game isn’t really 
to solve puzzles in order 
to gain access to new 
areas, as with most 
adventure games. 
Things are never 
quite that simple in 
Cruise. Many of the 
locations in the game 
can be visited as soon 
as the game 
commences, so that isn’t 
the motivating force. What is 
though, is the gleaning of clues 
and the consequent confrontation with the 
other characters regarding these clues. 
Cruise For A Corpse is a devious beggar, 
and no mistake.

I suppose a bit of plot is in order, 
because with Cruise the plot 

is all. The story defines the 
characters and shapes 
the events, and so 
progress is a lot 
quicker if the 
background to 
events is known.
The player takes 

the role of Raoul 
Dusentier (hey, 

nobody’s perfect), a 
police inspector (cue lots 

of Clouseau-inspired jokes 
about being an officer of the 

‘leugghhh’) who just happens to get invited 
on a cruise, courtesy of the really very rich 
Niklos Karaboudjan (bless you). And what 
should happen, but (surprise, surprise) 

somebody is murdered. (Justification for 
the game title has to occur somewhere in 
there, after all). The unlucky recipient of 
this shortening in the life expectancy 
department is Mr Karaboudjan himself. 
And so the fun begins.

US Gold have gone to considerable 
lengths to make this game a ‘quality’ 
release. Even before loading there’s the 
beefy box of goodies to wade through. In 
addition to five (count ’em) disks, there’s a 
reference manual, a booklet containing 
character background information, and 
even a map of the ship (printed on suitably 
parchment-style paper). Head on into the 
game and the quality just rises and rises. If 
first impressions are everything, then 
Cruise For A Corpse has things sewn up 
quite neatly.

The graphics really are quite

IT ISN’T EASY BEING A
CORPSE
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Le^’s follow th^ valiant 
Inspector Dusentier 
through his first stumbling 4 
steps on the cage known j t

’too many clues to be 

given away, that's all...

Raoul begins his quest for truth and justice.

Sone words haue been quickly scribbled on it: "lie imst resolue this 
problem fleet ne tonight, 8PI1 at the bar. It's a matter of life or 

death
Signed F.

A-ha, my first clue (I'm not going to say where I found it). Somehow, I doubt the mechanic did it.

Mmm, an incriminating letter in Fabiani's prayer book.



CRUISE FOR R CORPSE GAME REVIEWS

ONCE UPON A TIME, ON A SHIP IN A SEA FAR, FAR AWAY

T
his is, of course, a French game, and so before technicolour intro unfolding on screen, showing Dusentier gets involved in the whole affair. They say
the game commences we get the traditional events leading up to the murder, and just how Raoul murder ain’t pretty, but that’s not the case here...

The city of Paris - home off Inspector 
Raoul Dusentier. The postman calls, 
leaving an intriguing letter.

An offer from Niklos 
Karaboudjan, to join 
him on his boat.

Raoul accepts the invitation to join 
the cruise, unaware of the events 
just around the corner.

Uh-oh - it looks like 
murder. (But who’s that 
lurking in the doorway?)

Raoul comes around, following a 
blow to the head. Things are still a 
bit out of focus at this point..

but can playing at murder really be as much fun as simply playing for laughs?
exceptional - of a quality normally seen 
only in American PC games - though with 
that bizarre French selection of colours. 
The screens use 32 colours, and the 
moving characters are polygon rather than 
sprite-based. This doesn’t mean that they 
look blocky, however - in fact the only 
game which compares in terms of 
simulating human movement is Prince Of 
Persia (which apparently inspired Delphine 
to be so ambitious with their graphics).

The beautiful graphics and game 
depth do tend to be offset by the 
frequency and length of disk access, 
however. Thankfully, the data has been 
arranged quite sensibly, to minimise actual 
swapping between the five disks.

The in-game music is pretty sharp 
too, as are the sound effects. Walking 
along the deck with the ship swaying and 

the chatter of seagulls is mighty 
convincing. It now feels much more like 
taking part in a film, befitting of the title 
‘Cinématique’, though true to Delphine 
form there are a 
couple of arcade 
sequences in there 
(but nothing to worry 
about too much). A 
fight scene, for 
example, can 
actually be avoided 
if the necessary steps in the adventure are 
taken. A neat touch.

Cruise also scores highly in the user- 
friendly stakes, with its handy parser 
system. If you’ve played any of Delphine’s 
Cinématique games before, forget them. 
The parser, like the graphics has been 
given a complete overhaul. Whereas 

‘Head on into the 
game and the 

quality just rises 
and rises’

previously it seemed like a fight to achieve 
anything, Cruise’s parser actually feels like 
more of a help than a hindrance.

Everything is context-sensitive, so 
there’s no 
need to wade 
through 
hundreds of 
unusable 
commands. 
For instance, 
examining a 

piece of paper would then add ‘read’ to the 
list of possible actions to perform on the 
paper. Then, once the piece of paper had 
been read, it would be possible to go and 
confront one of the other characters about 
the information just gained. This may 
seem like an obvious way to treat the 
player, but there’s plenty of games which 

just don’t cater for him this well.
Whereas Monkey Island (whoops, 

I’m making THAT comparison again) was 
actually very rigid in the plot structure, 
Cruise For A Corpse has a more non­
linear gameplay style. There’s more 
freedom of movement to suit the mystery­
solving nature of the game, though I guess 
that the actual route to the solution isn’t as 
loose as it might appear.

One cute touch is that whenever 
progress is made a clock appears, and the 
minute hand moves on ten minutes. This 
clock acts as a mark of progress in the 
game, rather than a true indication of time 
spent playing. It’s eight in the morning at 
the beginning, and the solution has been 
reached when it reaches eight in the 
evening. A bizarre idea, but a helpful one. 
Seeing that clock advance is a great ->

For the last time, I don’t want a drink, I want information! Ahh, the sweet sound of French musak. I’ll chat to the guy. Let’s see if I can pick up any juicy gossip about Hector.
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I might have known Father Fabiani would be eating. Come on, father. Spill the beans on Suzanne. This investigation has really gone down the toilet. Oh well.
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In addition to the usual 
method of simply 
walking from one 
location to another, 
Raoul owns a map of 
the ship. By simply 
clicking on one of the 
locations, all that 
strenuous walking and 
waiting can be 
avoided.
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incentive to keep on going.
US Gold claim that there are about 

8000 lines of text used, which for a game 
which doesn’t even let you type anything 
in is pretty impressive. Much of this is 
used to create believable, fleshed-out 
characters. And while conversations are 
limited to simply picking a subject and 
pushing for a response, everything has 
been so carefully interwoven that there is 
a definite feeling of real-life interaction

there. It’s not perfect, but a better system 
would be hard to find (one that fits onto an 
Amiga anyway).

It’s reckoned that if the solution is 
known then it still takes eight hours to 
complete the game. This may sound a 
touch long-winded and tedious, but the 
sheer joy of working step-by-step through 
the game really eliminates any such 
thoughts. It’s another of those ‘draws you 
in and doesn’t let go’ affairs, and this is its

real strength. Like The Secret Of Monkey 
Island, a few minutes playing is enough to 
let the brilliantly devised plot take hold. 
Without this, Cruise would have been an 
empty experience - a pretty one 
admittedly, but an empty one nonetheless. 
As it is though, Cruise For A Corpse gives 
you that warm feeling inside that only a 
round of burger, chips, doughnut, apple 
pie and triple shake can usually do. Most 
excellent. • MARK RAMSHAW

UPPERS A marvellously- 
devised game plot, with many 
twists and turns, none of which 

appear contrived. The graphics too are 
impeccable - this is one game which 
doesn’t take any short cuts. The 
Cinématique system finally comes of age, 
and lives up to its bold title.

Oh look, he’s comins this way. Boy, those 
graphics are really quite impressive. 
Notice the bobbins skyline.

Aahh! He’s going to hit the camera! 
You’ve seen the walk into the camera 
effect in countless films, now experience 
it in a computer game.

DOWNERS A painful amount 
of disk access (once per location) 
can be off-putting, and the more 

freeform nature of the game will deter some
adventure types.

THE BOTTOM LINE
Despite one or two irritating faults, an 
excellent game. I know it’s a bit of a cliché, 
but you want a game that you’ll come back 
to time and time again, then Cruise For A 
Corpse is the one to keep you going 
through those autumn nights. It’s that 
sudden realisation that you can solve
another clue, and advance 
another step closer to your 
goal that will really make it 
all worthwhile.
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Game: Magic Pockets 
Publisher: Renegade 
Price: £25.99
Author: Shaun Griffiths 
(design and coding), 
Mark Coleman (graphics) at 
the Bitmap Brothers 
Release: Out now

A
nd so we get to the second 
release through Renegade 
from The Bitmap Brothers, 
and yes, it’s as professional 
and good looking as anything we’ve seen 

from them. Graphics are nice (don’t worry, 
I’ll get a bit more specific than that in a 
minute), there’s lots of it, and Betty Boo 
warbles away in the background to good 
effect. General opinion around the office 
has it that this is a lot better game than the 
recent Gods, if again falling short of being 
a real Bitmap classic of the order of, say, 
Speedball 2.

Me, I’m not so sure. If pushed I’d 
actually say that I enjoyed Gods a lot 
more. That was a game that initially 
seemed a bit, well, ordinary, but grew on 
me as I played it. Pockets, on the other 
hand, seems a bit ordinary and remains 
fairly ordinary all the way through. It’s not 
bad as such - indeed, there’s a lot about 
the game that’s really very good indeed -

‘I’ve got no 
incentive to 
play it beyond 
the purposes of 
writing this 
review’

but it could easily have been two or three 
times better. The simple fact is that if this 
game came to us out of the blue we’d be 
saying, “Hey, these Bitmap Brother folk 
look like guys to watch - iron out a few 
problems and they could go far.” As it is, 
they’re perhaps the most celebrated 
games creators in the country, and so 
anything less than excellent from them 
comes across as little more than a 
damp squib.
The first thing that you have to say about 
Magic Pockets is that it’s a real what-you- 
see-is-what-you-get sort of game - 
something the Bitmaps haven’t really 
involved themselves with since Xenon 2. 
That’s not to say it hasn’t got the secret 
rooms, hidden ways of collecting bonuses 
and so on that work so well in Rainbow 
Islands, Mario or whatever - because it 
has - but that there’s nothing REALLY 
clever going on beneath all that. No 
discernible artificial intelligence to the 
characters, no hardcore adventuring a la 
Cadaver, no particularly radical new ideas 
at all - this is a game that stands or falls 
on pure game design. And - oh dear - it 
might not quite have fallen, but it’s 
certainly tripping up all over the place. 
Game design-wise this simply isn’t all 
that good.

So, going into Mr Negative mode, 
what’s wrong with it?
1) The graphics. Now Mark Coleman is a 
very talented gentleman with a very

—

And - hurrah! - you’ve finished the 
section. Do it in the best time possible 
not by pedalling hard, but by madly 
jabbing at the fire button - it’s almost

you’re not too fast and can’t shoot 
anything, so you can see why getting 
rid of the bats was a good idea earlier 
on. Nice little kicking action from the 
main sprite though.

collecting - though what you get from 
it depends on how many silver stars

’ Wu’ve çpîlected so far. It could be 

anything from quite a wide selection of 
special weapons, including face masks, 
transporter helmets, Bitmap shadesor ~ 
so on -e^chof which gives the Kid 
temporary special abilities.«

» flying.
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Here’s how you 
fly - stand by the 
bubble gum 
machine, press

ii ' '

fire to blow a Watch out around w • / '■

bubble (not too this area - the bats > „ ■

• big though or it’ll congregate en ' Thing that make
burst) then gently masse - best to kill , ■< 'T' you go mmm - a

- float up the as many as you can pileof coitH,
screen... - before you start well worth

T • your vulnerable collecting.

WORLD ONE, LEVEL ONE

Here’s then entire first section of Magic Pockets in 
all its 'metal-look’ glory. Let’s take a look around.

Rockie ro€kmeh are aO~'r: 
their most dangerous 
wheneithera) gathered 
together in groups (as 
here) or b) lobbing 
bricks you.

" “ Here's where
from - a rati 
section of cc 
only way to <

After the disappointing Gods, the pressure is on for those

distinctive style that’s worked very well on 
a lot of Bitmap games in the past - Xenon 
2 and Speedball particularly - but on this 
evidence his style simply isn’t suited to 
cute games. Try as he might, he can’t 
seem to get away from that distinctive 
blue/grey metallic effect the Bitmaps have 
used two or three times too many already. 
Indeed, the first level of this is almost a re­
run of Gods visually - though without the 
distinctive detailing of that game - and

even when he gets out of the caves and 
into the forest and later levels his palate 
seems dominated by blue and brown.

The sprites have a similar problem - 
they’re cuter than stuff he’s done in the 
past, but still rather too menacing for a 
platform game. They don’t seem to do 
anything very interesting either, but then 
that’s not really his fault, is it?
2) The levels. Oh dear, oh dear. How 
many times have we seen a forest, a lake,

some caves and a snowy mountain top? 
Quite a lot I’d say - this is as generic as it 
gets. If you’re not going to have any real 
link between levels - and you don’t seem 
to get one in Pockets - you should surely 
be able to come up with some better ideas 
than this. Just to prove it’s not that difficult 
I’ll try to think of some off the top of my 
head: how about one level set in heaven 
(with lots of clouds, angels etc) and one 
set in hell (all red and lava-like)? Or what
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It's bike riding 
time! Leap on 
your cycle and 
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Bitmaps to come back with a real winner, but does Pockets have that magic?

about a set of levels based on ancient 
cultures - a Viking level, an ancient 
Egyptian level, an Aztec level and so on? 
Or perhaps one level set in a burning 
building, one set in a sinking ship and so 
on, disaster movie style? Or one level 
that’s all early 70s hippies, one that’s all 
late 70s punk, another with New 
Romantics in and so on? (You could have 
pastiches of particular people - Gary 
Glitter, Sid Vicious, Boy George - as the 

baddies). Okay, so some of these ideas 
might be a bit crap, but at least they’re 
ideas - which is something you don’t find 
(outside of small detail touches) all that 
many of around here. Honestly, I should 
have been a games designer.
3) The feel. Quite a vague one this, but 
you play it and you’ll realise almost 
straight away that it’s wrong. Kid is 
anything but light on his feet - he’s too 
slow, he feels too heavy, and he’s not

particularly good at changing direction 
when jumping. In Gods the pace seemed 
a bit slow - the main character clumped 
around fairly slowly - but as the game was 
a fairly methodical puzzle/fighting based 
thing it didn’t matter too much. Here it’s 
very out of place.

It gets worse though. This is - or at 
least should have been - an arcade skills 
based game. Since you’ve got a rather 
esoteric weapon system - the elemental

THE POWER'S IN 
YOUR POCKETS

T
hough it works in pretty much the 

same way each time, Magic 
Pockets actually gives you a 

different weapon to use each time. These 
are generally thrown by the Kid in a 
vaguely definable arc, making hitting 
characters standing right next to you 
impossible. Build up the power of your 
weapon (by holding down the fire button, 
R-Type style, and you get a super weapon 
with rather different properties. Like so...

• The Whirlwinds
I Found on the first level. The

' giant whirlwinds can trap 

baddies (jump on them for a 
sweetie bonus), or throw the Kid in an 
indestructible and baddie-destroying spin 
around the room. It takes some getting 
used to, but can prove very useful for 
getting up to otherwise unreachable 
platforms.©The Clouds

| This second level weapon 
operates much as the whirlwinds 

in small mode, but the big ones 
can be stood on, creating Rainbow Islands­
like platforms. Water drops released by 
the big clouds grows certain tree 
formations, allowing you to climb up the 
screen, Jack-And-The-Beanstaik style. 
(Yes, you’re right - almost exactly the 
same thing happens in Captain Planet.)

The Ice Cubes
The b’8 weapons on level three 
freeze the water, allowing you 

^S^to cross it.

OThe Snowballs
Roll on of these small level four 
weapons along and it grows in 

size, picking up extra snow 
(rather like a real snowball would, in fact).

weapons you throw go in a (sort of) 
controllable arc - the skill should be in
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working out just how to hit any particular 
moving baddie. It SHOULDN’T involve you 
having to hit them again and again (and 
again) - many of them more than outstay 
their welcome and it becomes quite 
tedious having to bash away at them six or 
seven times to kill them off. More than a 
few people I’ve seen playing Pockets have 
complained that it’s too repetitive, and



GAME REVIEWS MAGIC POCKETS

99 percent of the time this is why. A game 
of this size demands more of a challenge 
than just bashing away at an endless 
stream of rather characterless baddies. 
4) The lack of character. I’ve touched on 
this already, but anyway...

We’ve already got ourselves in quite 
a lot of trouble for slagging off a game 
(Brat) for having an annoying central 
character so I’m not going to repeat the 
mistake here. It does have to be said 
though, the Bitmap Kid has little to 
recommend him. Some characters you 
feel for, some you simply don’t - we’d take 
Tiki the kiwi from The NZ Story or Bub and 
Bob (Bubble Bobble) over this pixelised

Danny-out-of-the-New-Kids any day.
The baddies are a similar sorry story. 

Taken individually the graphics are all 
fairly good, but Mark Coleman has a 
problem - he draws everything the same. 
The overall style dominates more than any 
of the individual characters. The real 
problem though is that they all just wander 
about a bit - none of them are given 
anything particularly interesting to do.

But it can’t be that bad, surely? Well 
no, perhaps it’s not. When most people 
see this they go, “Hey, that looks good!”, 
and they’re right. And does, initially, look 
most impressive. Stylish, and packed with 
neat little presentational touches that lead

you to expect much more from the game 
than you actually get. Things like:
1) The little directional arrows that whiz up 
into the air, pointing out which way you’re 
meant to go.
2) The (rather old fashioned and wooden 
looking) TVs that crop up along your route, 
freezing the action and putting you into a 
long-shot map view, allowing time to get 
your bearings. (Surprisingly, these turn out 
to be of precious little use when actually 
playing the game).
3) The vast selection of fruits, sweets, and 
other goodies - including cocktails, a 
rather suspect collectable for a seven year 
old! - for you to pick up en-route. Various

The Bitmap Kid: cool in the shades.

ANIMAL CRACKERS (OR KNOW YOUR ENEMIES)

Rather annoyingly, the baddies in Magic Pockets don’t seem to have any organised 

characteristics as such. Oh sure, they all tend to act in particular ways - as is outlined below
- but any individual baddie can take between one and about six hits to kill, making planning your 
attacks difficult because you never know how tough your immediate opponent is. As far as we’re 
concerned that's a big game flaw, but there you go. What we CAN tell you about each of the 
game's hostile critters you’ll find below...

The Cave World
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Blobs
These little green things - 
they look a bit like Slimer 

from Ghostbusters - sort

Venus Flytraps
These act pretty much like 
the snakes, though when 

they open their mouths and
spit it's a rather more

spectacular effect.
of slide about, occasionally 

jumping up and down for good 
measure. Watch out though! They 
spit smaller green blobby things 
when angry!

action is a sly reference to the enemy 
submarines from Stingray (if you 
remember that).

Jellyfish
Erm, just swim around 
really. (They’d look pretty

stupid jumping, after all).

involved ways of collecting extra points - 
too complicated for me to go into here - 
provide a variety of other neat effects too.
4) The way that when the Bitmap Kid 
finally dies the world sort of closes down 
around him, leaving him trapped outside 
on the black end of game screen.
5) The different weapons he gets to use. 
Now while I’m not convinced that one 
single upgradeable weapon - such as the 
rainbows in Rainbow Islands - wouldn’t 
have been a better way to go, these do 
allow for some neat touches. The way the 
snowballs can be rolled to create a big 
ball, the way whirlwinds can throw you 
about the room, the ways ice freezes 
water and clouds drop rain to grow forest 
trees (very similar to part of the upcoming 
Captain Planet) all have to be applauded.
6) As do individual spot effects - my 
favourite being the way Kid struggles 
when dropped in water without a helmet.

Gnats
Annoying little buzzing 
thingies.

Bats
These flap around the place 
- unlike many flying 
baddies they actually seem

to be doing a flying action -
though occasionally they'll have a rest 
hanging from the ceiling.

Snails
Sometimes they hide in 
their shells (so you can't 

hurt them) but mostly just
slither slowly after the Kid.

Speed up when angry.

• Frogs
These tend to jump back 
and forth with a rather 

vacant look on their faces.
Watch out for the long tongues though 
- these increase their effective striking 
range quite a bit.

Rocky
| These grey rockmen usually 
r follow the Kid around, 

throwing rocks when angry.

The Jungle World
Snakes

Slither back and forth in an 
upright position, 
occasionally jumping from 

platform to platform.

®  Killer bees
Even more annoying, mainly 
because they’re tricky to 

kill, and they all come after 
you at once.

Chimps
One of the best animated 

characters, these run
around, swing from branch to 

branch and tend to stand and beat
their chests just before attacking the 
Kid. (Hmm. Perhaps that makes them 
gorillas then, not chimps after all).

The Lake World

Vultures
yfe These flap around pretty 

much like the bats but - 
watch out! - they dive bomb 

you when angry.

Crabs
Scuttles back and forth, 
jumps around and, urn, 

that’s about it.

• Fish
Generally swim around, but 
can jump in an attempt to 

get at the Kid if he’s 
standing too close to the 

water’s edge. Apparently the jumping

Clam
These sit there spitting 
white (or sometimes special 
black) pearls. The Kid can’t

THE KID GETS A ROUGH
DinC Phew. I’ve given Magic Pockets a nlllL bit of a rough ride, but I think it

swim without his diving helmet 
toy found on this level - which can be 
made more difficult if a clam decides 
it’ll make a handy home and sits in it 
spitting pearls at you!

The Mountain 
World

Eggmen
flUMg Ahem, yes. Not sure 

exactly what these are or 
what they’re doing here, but 

watch out anyway! They throw 
snowballs at the Kid.

Eagle
| Flaps about and then

r swoops at the Kid, much like 
the earlier vultures.

Yeti
Wanders around, then

X3 pounces when it spots 
wwr the Kjd

Hare
Just acts sort of cute (for 
a nasty).

Snowman
Surprise, surprise! This too 
throws snowballs at the Kid.

deserves it - it’s simply a very average 
game tarted up with lots of nice effects 
and presentation, and certainly a far cry 
from the sort of product we should be 
expecting from creators as talented as the 
Bros. Attractive though it may look, I’ve got
simply no incentive to play it beyond the 
purposes of writing this review, and while 
some folk seem to disagree with me, the
vast majority of people who’ve played it 
seem to be expressing a similar sort of 
dissatisfaction. Indeed, there’s a large 
groundswell of opinion here that thinks it’s 
a 60 percent game, but I think there’s 
enough that’s good about it to justify my 
mark. Dull. • MATT BIELBY

UPPERS Slick graphics and 
typically neat Bitmap presentation 
allied to an archetypal cutesy 

platform game design provides a lot of
immediate fun...

DOWNERS ...which palls 
very quickly when you realise how 
dull, samey, repetitive and

unimaginative it all is.

THE BOTTOM LINE
A very disappointing second release from
Renegade - not because the game’s bad as 
such, but because it simply should be a
whole lot better. No one’s 
going to be loading this one up 
for fun six months down the 
line, that’s for sure.



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

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

□ J rj one messes with the bitmap kid
features:

stacks of levels • heaps of weapons • swarms of intelligent nasties 
bonus games • secret rooms • loads and loads off power-ups

Cf, Metropolitan Mf h a r f, dapping Wall, London tl 999
©  1991 The Bitmap Brothers. Published by Bonoyade
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Alas poor Robin, I knew him well« The prince of thieves makes like James Dean, dying 
young and leaving a beautiful corpse« (Erm, beautiful if you're a girlie, of course)«

Looks like we've got a fight on our hands« Don't worry though, good ol* Robin can take 
care of himself (especially against a couple of nurses as seems to be the case here)«

We’ve had both the American and British movies, the No.1 song, and even a TV ad

ROBIN
Mel «He Robyn. I? Relf sten. PM est of the Sotted Stove 

.•.F Húhñú FE* . Fiiiuù >1 iñfh frtb FRüü
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Game: Robin Hood
Publisher: Millennium 
Price: £25.99
Author: Ian Saunter 
(design), Steve Grand 
(graphics), Richard Joseph 
(sound)
Release: Out now

I
n computer games, as in movies, 
there seem to be two main ways to 
portray Robin Hood. You can go for 
the strong, sensitive and square 
jawed approach - as Kevin Costner did 

(more or less) in the recent movie - or you 
can go absolutely mad and camp the 
whole thing up outrageously. Millennium 
have taken the second route with this 
game, and, happily, it works a treat. Here 
Robin Hood is a bimbling idiot, wandering 
around telling everybody he’s depressed, 
wearing unfeasibly tight tights, and 
spending most of his time chasing after his 
allegedly merry men...

Robin Hood (the game) works in a 

©

SEASONS GREETINGS FROM SHERWOOD FOREST
Time may fly by, but Robin and his merry men continue to wear unfeasibly tight tights. Oh yes, they also continue to take 
from the rich and give to the poor. Robin Hood indicates the passing of time with some fetching picture postcards...

3D isometric view - not unlike most of 
these god sim things, in fact - which 
scrolls around a fair section of merry olde 
England, including Nottingham Castle, a 
good dollop of Sherwood Forest and, erm, 
some fields. An eight by eight square, it’s 
populated by some forty characters, each 
of whom has his or her own distinct 
personality 
(although none 
are especially 
complex, it has 
to be said) - the 
Normans are 
brutal and thick, 
the peasants are 
fickle and thick, 
and the merry 
men tend to be 
loyal and, well, thick.

The merry men are all there - and all 
good value entertainment wise - as is the 
delectable Maid Marian, the poisonous 
sheriff, and all your favourite supporting 
characters, as well as (for no easily 
justifiable reason) a fire breathing dragon.

‘This is one of 
those 

adventures 
that you really 

immerse 
yourself in’

ONCE UPON A DEEP, DARK 
CflRECT The plot be9ins with ourI Uli Lu I dispossessed hero dumped on 
the doorstep of his castle by the wicked 
sheriff. Since the Robin Hood story has 
been drummed into most of us since we 
were about three, it doesn’t take much 

working out to realise 
roughly what you’ve got to 
do - recruit some 
followers, redistribute the 
local wealth (using an 
exciting new scheme 
called ‘daylight robbery’), 
regain the castle, kill the 
villains, get hitched to 
Marian, and, in the course 
of all this, become even 

more immensely popular with the locals 
than you already are. It’s all in a day’s 
work for your average medieval champion 
of the people.

Of course, in order to do any of this 
you’re going to have to be able to move 
your character around the countryside -

Golly! A pressie for me? Is it a puppy dos, 
or perhaps a new Trek, or a pony? Eh? Eh?

your controls are in the form of a column 
of icons down the left hand side of the 
screen. By clicking on the lips thingy you 
can talk to another character (using faintly 
hilarious comic book style speach 
bubbles), while clicking on the sword helps 
you disembowel him, and so on (see the 
icons box elsewhere in the review). 
Character interaction is at the core of this 
adventure, though your role is fairly 
passive for the most part; while you can 
choose who you wish to converse with (of 
course) the game will take care of the 
appropriate words. So, while chatting up 
Marian, Robin will deliver a smoochy line 
of sickening romantic fiddle-faddle (“The 
sight of a pretty maiden does lift my heart 
greatly” or something similar), while, when 
grappling with Normans, Robin will start 
shouting fave medieval put-downs of the 
“Got you, varlet” variety. Hardcore 
adventurers may well find this a bit 
restrictive and really rather silly, but then 
this isn’t a hardcore adventure and was 
never meant to be. While not as witty or 
well thought out as the speech in, say, 
Monkey Island, the effect is lightweight, 
entertaining and really quite jolly, serving 
the purposes of the gameplay admirably.

So how do you progress? Well, 
mostly by simply being in the right place to 
take part in the right event - or talk to the
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ITs chrimble time in Sherwood Forest, but 
Robin never stops his good work.

Remember this scene, anyone? Robin 
meets the diminuitive John.

Oh oh, I can feel a hanging coming on. 
Ever get that sore neck feeling?

Hubba, hubba. It’s the fair Marian, for 
whom I have only honourable intentions

Now (at last) it’s the
' ght person - at the right time. Doing 
rings in the correct order is all-important - 
for example, terminating the sheriff before 
you’ve won over Marian and the locals is a 
stupid move, while saving Will Scarlet from 
re hangman’s noose is a smart one. 
Screw up and you’ll either die or see your 
□opularity ratings - you have various

Boo, hiss! It’s Robin’s arch rival, and all­
round hated man, the Sheriff of 
Nottingham. He’ll get his, don’t you worry.

energy bars you’ve got to juggle with 
r roughout the game - take a nasty dive. 
You know things are going well when 
certain characters present you with 
(immensely useful) gifts in return for doing 
them some favour. You’ll have to find out 
now to win these treasures (seven in all) 
yourself, but suffice to say, some are more 
easily attainable than others.

Luckily for Robin, Little John isn't about everytime he wants to cross a bridge...

turn of the Amiga.
Impressively, Millennium have gone 

to some trouble to ensure that events 
seem to be taking place in a believable 
medieval world. While you spend your time 
walking around, meeting new people, 
slaying wicked Normans, and robbing 
fatcat merchants, all around you get the 
sense of a thriving community full of 
people happily getting on with their lives. 
Oblivious to your struggles, peasants will 
be tilling the land, while Norman soldiers 
go about their gormless patrols (a task to 
which they seem well suited).

ALL IS NOT WELL IN THE 
[nppcT this al1 sounds Peachy then,I Uli Lu I yes it is - to a point. 
Unfortunately the game has a number of 
problems that you’ll stumble across almost 
immediately. For a start, everyone is small 
to the extent of being Very Very Small 
Indeed. So small, in fact, that it’s 
sometimes hard to see just who is who. 
This isn’t always too much of disaster, but 
it does niggle.

Another problem is with the 
sequencing of events. If you save 
somebody’s life and get caught by the 
Normans in the process, your pal will still 
be singing praises of your bravery while 
you are swinging from the gallows. Clearly, 
events overlapping often create absurd 
situations, which can be irritating - though, 

to be honest, most of the time they merely 
add to the camp appeal of the game.

In fact, the whole thing is packed with 
little mistakes or quirks which by rights 
should be annoying - but aren’t. The 
inhabitants of Nottinghamshire can’t seem 
to work out if they should speak in classic 
Olde English, 20th Century Californian, or 
even BBC English circa 1935, for instance. 
You get phrases which have only been in 
currency for twenty years (“hey dude”) 
jammed next to words which only a 
genuine Anglo Saxon could get away with 
(“methinks”, say), creating an odd effect 
that sometimes seems deliberate, 
sometimes accidental, and sometimes just 
a little bit crap. Still, if Kevin Costner can 
get away with it in Prince Of Thieves, I 
suppose Millennium can too...

In fact, the most surprising thing is 
just how much this game manages to get 
away with. Things which would annoy 
immensely elsewhere instead prove to be 
merely slightly irritating here - or 
sometimes even less than that, coming 
across as more a charming little 
idiosyncrasy than a fault at all.

There are a good 30 or so hours of 
gameplay here, but even if you finish the 
game quickly there’s enough to be seen 
and done to make simply exploring it a 
pleasure on its own. This is one of those 
‘blanket’ adventures that you really

Oh dear. Robin dies without so much as a 
fond kiss from Marion. The silly sausage, 

immerse yourself in, rather than a linear 
problem solver, and as far as I’m 
concerned that’s all to the good. I’m no 
great adventure player, but here is a game 
I've really enjoyed, and I dare say that 
anyone would. While it’s not as 
challenging or original or funny as, say, 
Mega Io Mania, this is a worthy outing for 
England’s most famous hero, executed 
with sufficient wit to make it one of the 
autumn’s more noteworthy releases. • 
COUN CAMPBELL

UPPERS Witty and 
lightweight adventure with plenty 
of swashbuckling, character

interaction and that genuine Sherwood
Forest feel (whatever that is).

DOWNERS Not nearly as well 
executed as many 
contemporaries: the size of on­

screen characters can get annoying.

THE BOTTOM LINE
An adventure in the true sense of the word.
Fun, exciting, challenging, and there’re a
few laughs to be had. That 
said, there are enough glaring 
imperfections to keep it firmly 
outside the classic bracket.

TAKE CONTROL IN 
SHERWOOD !!

A quick guide to the Robin's 
(rather blurry) trial by icon.

Bow: Fires arrows in a 
straight line, but due 
to the tiny size of 
characters, seems to 
be quite arbitrary in 
who gets hit Not a 
great weapon, but 
becomes more useful 
with practice.

Sword: Always useful 
for killing Normans, 
but won’t help you if 
there are more than a 
couple of bad guys. 
Try not to kill too 
many people, as this 
rarely offers any 
benefits.

Heart: Will allow you 
to ran quickly but 
wastes energy. Only 
worth using if 
someone’s about to 
stretch your neck.

Ups: Allows you to 
talk to other 
characters. Some are 
more communicative 
than others.

Give hand: Use to give 
gold to the poor.

Take hand: Use to take 
gold from the rich, or 
gifts from your allies.

Directions: Moves the 
hero about (although 
you can simply point 
and dick on screen, or 
use cursor keys).

State of Health: Puts 
you into the gauge 
screen, where you can 
check your bravery, 
popularity, strength 
and energy ratings.
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Game: Silent Service II 
Publisher: MicroProse 
Price: £34.99
Author: Dave Shea 
Release: Out now

Y
ou know the feeling. Every 
once in a while a game pops 
up that you just adore 
completely, and nothing any 
disbelievers might say will alter your 

fascination. For me, this year’s beauty is 
Silent Service II. Matt hates submarines 
games, Stuart hates submarine games, I 
know a lot of people find them unbearably 
tedious. I’m not listening though. Honestly, 
this is special.

Here’s one reason why: at one stage, 
I was enjoying joint command of a sub 
with a pal, and we were cowering at 300 
fathoms with all engines off, and half the 
Japanese Imperial Navy above and 
around us, bleeping sonar across the 
Pacific looking for our sorry butts. We 
actually sat there (in the safety of my living 
room, you understand, but with the lights 
turned off) whispering to one another in 
case the blighters heard us...
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TAKE A LOOK BELOW THE
QI IDE APf Okay, yes, the idea of sitting uUlllAuC ¡n silence during a computer 
game, doing absolutely nothing, may 
sound a bit daft. But it’s the extraordinary 
tension created that counts here, rather 
than the level of activity - if you give it the 
time and allow it to, this is the sort of game 
that’ll grab you slowly by the gut, almost 
so you don’t notice, and then relentlessly 
tighten its grip. Before you know it, a 
ridiculous number of hours will have flown 
by and you’ll be well and truly hooked.

Of course, it helps that this isn’t just 
any old sub game. While the original, 
award winning and really rather wonderful 
Silent Service stuck you in the North 
Atlantic up against the Nazi menace, this 
one has you fighting off the Japs in the 
Pacific theatre. The game lasts from the 
Pearl Harbour debacle through to the 
altogether satisfying defeat of the 
Japanese empire in 1945. There are a 
number of ways to play - individual 
battles, individual patrols, practice - to get 
you into it, but the more experienced

O Patrolling the area. I chose the
Western Pacific because it’s dose

to Pearl Harbour, and there’s only sixty 
days worth of fuel on board. If you run 
out, the game will ruthlessly bring an 
end to your war career.

The damage report screen gives full stats on every conceivable part of the sub«

submariner will soon look on these as 
mere exercises. In the more 
comprehensive War Career option you’ll 
be attempting 
something rather 
more difficult - 
spending a long 
time at sea and 
simply managing 
to stay alive.

Initially, 
you’ll find 
yourself based in an available American 
sub pen, trotting off on missions to hunt 
out enemy convoys and log yourself up a 
healthy tonnage of shipping. It’s up to you 
to choose a patrol area, then bimble over

*1 found the killing 
enthralling but it 
was the stalking 
and hiding that 

made it so’

We have contact Always take a 
note off your enemy's chances of 

detecting you - this will dictate your 
strategy completely. And remember, if 
it’s night-time you’ll have a much better 
chance of survival.

there and start sinking the suckers. Using 
the keyboard, you guide your sub through 
territoral waters until the computer cuts in 

to inform you that 
Japs are about. 
The machine will 
let you know how 
close you can get 
to the villain 
without being 
spotted, but after 
that you’re on 

your own. The patrol section, it has to be 
said, is a bit easy, in that all you need do 
is move a dot across a map of the Pacific 
until you happen to bump into something, 
but it makes for a nice intro for submarine 

Taking on the might of the Japanese in the Pacific.

I’ve dived to periscope level and 
banged off a torpedo at what 

seems to be merchant shipping. Even so, 
enemy identification is difficult, and it’s 
always wise to keep ones distance.

game-phobes - at least they can’t 
complain that nothing’s happening. 
There’s no notion of navigation in here at 
all, which is good news - if there were 
everyone would start complaining that the 
whole thing is too realistic, and therefore 
far too boring.

There’s still enough in this section to 
get you going though. If you find yourself 
attacked (there’s a quick tip or two coming 
up here) try this: first off, get yourself 
underwater, down deep and out of sight. 
Just hide. Once the enemy see you, your 
chances of survival are sliced by a good 
50 percent. A good captain will check out 
his charts, sneak up on the baddies and 
then bang off a few torpedoes, then get 
the hell of out of there. Submarine warfare, 
as you’ll soon find out, favours the 
cautious rather than the valiant.

THREE HOURS OF CAT AND
MHII2F Wastin9 merchant shipping is rlUUuL child’s play, but when it comes 
to disposing of 30,000 tons worth of 
aircraft carrier, the stakes change 
considerably. One battle against a military 
convoy can take hours of cat and mouse 
tactics before you even get a shot in, and 
this - stepping out of the all-enveloping 
game and into the real world for a minute 
- is where a hard nosed buying decision 
cuts in. If the notion of taking three hours 
to kill one sprite turns you off completely 
then SSII is not going to find its way into 
your games collection. Ignore the high

O Check out your charts to see how 
the torpedoes are doing. After 

firing, smart Captains adjust position.



SILENT SERUICE II GAME REVIEWS

The depth charges are getting dangerously close. Time to move on it..

mark at the bottom of the page - this 
simply isn’t you sort of game. For those of 
you who do fancy a hard nosed challenge 
:hough, SSI I is worth £35 of anyone’s 
cash. I found the killing to be enthralling,

It may not be everyone’s cup of tea - heavy duty military 
simulations of this sort never are - but with the original 
Silent Service selling half a million world-wide, it’s unlikely 
MicroProse are going to find themselves out of their depth 
with this one. (And - would you believe it? - it’s fun too!)

©This guy is obviously a monkey. 
I’ve surfaced to finish him off with 

some deck guns (range 4,000 yards). 

yes, but it was all the stalking, hiding and 
escaping that made it so.

It’s a highly emotionally charged sort 
of game, you see. The Japanese Navy in 
WWII was all too capable of taking out

©Now it’s time to study those charts 
and close in on a straggler. Many 

ships will be faster than a submerged 
submarine, so navigation is a key skill. 

unwary 
submariners 
with little 
trouble, so 
once you hear 
those sonar 
pings bouncing 
off your boat 
(submarines 
are always 
‘boats’, never 
‘ships’, the 
hefty and 
informative 
manual tells 
us) you’ll use 
every nasty, 
devious trick 
available to 
avoid having to 
start the game all over again.

To repeat my basic point yet again 
then, if you can stomach the initial 
slowness, Silent 
Service II 
potentially offers 
as many hours of 
gameplay as 
anything you’ll 
ever see. As with 
most MicroProse 
games, this is 
historically 
accurate (to a worryingly fanatical degree) 
and will actually teach you quite a lot while 
you’re playing it (though it’s not 
information you’ll find much use for in 
normal civilian life). Also, to the publisher’s

‘We actually sat 
there with the 

lights turned off, 
whispering in 

case the blighters 
heard us’

Our other friend has been caught 
and snared. At the moment I’m on 

the deck, and looking through the 
computerised binoculars which you use 
when deciding on firing strategy.

Ci 0 o

0 0 0
0 : i 0 0 
n o ri 
Cl ft o 

ft. ft 0 
0 0 Ò  

0 0 0 

0 0 0 
0 0 0

II

As usual, I’ve made far too much noise (I must have sneezed or 
something) and the nasties are dropping charges left, right and centre.

0 5 4 2 3 Ì2 . 0 0 0 0 0

1 3 0 4-1' ;
: j 0 0 V

1 7 0 0 4 0 0 0

credit, everything is very well presented 
and slick, the aforementioned manual 
worthy of a place on any bookshelf, while 

the handy 
keyboard guide 
proves, er, handy. 
All this adds up to 
a heavy-duty but 
thoroughly 
enjoyable military 
simulation that 
seems to have 
struck a cool 

balance between realism and excitement. I 
love it - but that doesn’t necessarily mean 
that you will. • COUN CAMPBELL

®  UPPERS Engrossing and
accurate simulation that could 
well take over your life for a few 

weeks. Well presented (lovely manual), 
historically accurate (at least, it claims to 
be and who am I to know any better?) to a 
worrying degree, and perfectly capable of 
getting hooks of steel into you if you give 
it half a chance

®  DOWNERS Well, it’s a sub 
game - the slowest, initially most 
boring looking sort of simulation - 

and some people hate them. If you’re not 
into military strategy, this has little chance 
of changing your mind.

THE BOTTOM LINE
Silent Service Its target 
audience will not be 
disappointed. If you’ve been 
waiting for this, buy it.
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Oh dear. Three military ships 
(probably destroyers) have been 

alerted and they're out looking for me 
with sonar detectors. (At the moment 
I’m spending most of my time trying 
desperately not to make much noise).
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Game: Utopia 
Publisher: Gremlin
Price: £29.99 
Author: Graham Ing 
Release: Out now

T
ake four of the most 
popular Amiga games 
ever (Populous, 
Powermonger, Sim City 
and Mega Io Mania). Chuck ‘em all 

together into a big cauldron and mix 
them up a bit, and a number of 
things will occur. First, you’ll come 
up with a bit of a strange effort 

skyscrapers. Throw it away (or sell it to 
Jeff Minter, suit yourself). Next, you’ll 
probably pull out a strategy wargame 
where city councillors cause earthquakes 
with tactical nuclear weapons. Throw it

‘It’s «Just 
Another God

Sim, I’m 
afraid’

away. After that, your next result is more 
than likely to be a kind of sports sim set in 

cannons up steep grassy hills (you may 
have seen something like this already in 
the Royal Tournament which pops up on 
TV every year just after some 
showjumping). Throw it away. In amongst 
the gooey mess that you’ll now have left at 
the bottom of the cauldron, the chances 
are there’ll be a game not a million miles 
away from Utopia...

k RAVING EGOMANIAC ON
U1 DO Utopia sets you up on a PI And faraway planet, sometime in
the fairly near future. It’s an inhospitable

Take a large dollop of Sim City, add the 3D view of Populous, transport the whole
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HEAD OF RESEARCH - Max 
Angrad is responsible for 
the scientific community. 

He'll tell you how many labs 
you're running and how 

well they're all staffed, as 
well as how much money 
they have to spend. Keep 

the cash coming if you want 
to see any real results from 

this area.
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CIVIL ENGINEER - Kalrog Massimer tells you the 
numbers and types of every building in the 
colony. Sounds like a pretty tedious job to me, 
but then I suppose someone's got to do it

SENIOR PSYCHIATRIST
Miss Belegere reports on the structure of the 
colony's population (Technicians, Medics, 
Scientists etc) and the statistics relating to them 
(birth rate, morale, population density and so 
on). She'll help you keep the colony happy.
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SUPREME COMMANDER
Well, that's you really, but Quarx is nominally in 
charge of all the armed forces. He'll tell you 
how many of each type of mobile or ground* 
based defence unit you've got, and when you 
eventually encounter alien enemies, he'll keep 
tabs on how efficiently your forces are 
performing and whatnot

«KOL W- 57 5 j

■ ■ : : ' ■
73418

FINANCIAL CONSULTANT - Robert Damien is the 
colony's accountant He reports on the colony's 
monthly and yearly expenditure, and also its 
income from trading, taxation, and support 
grants from Earth. You'll need his help to plan 
growth property.

I don t know what this collection 
of (ahem) “friendly’ faces is doing 
in a colony from Earth, but ugly 
or not, these advisers are always 
on hand to keep you up to date 
with the state of your affairs.
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The colony is best served by a 'safety first* approach, I think you'll find.

There's no need to leave gaps like this - 
the colony works perfectly well with all the 
buildings wedged tightly together.

These hydroponic farms are your source 
of food - remember to keep them safe!

The now-traditional out-of-town sports 
venue - well placed to keep those 
hooligans away from the streets.

Call me conflict minded, but there’s 
absolutely no harm in being well 
prepared. Arms at the ready then!

When your solar panels are inoperative, 
you need a big power station to take the 
energy strain - like this one in fact.

planet, and surely the results must be out of this world?

‘Utopia is still 
appealing on a 

very basic 
egomaniac 

level’

in, and alien civilisations always lurking 
just off-screen, waiting to pounce on your 
new-found paradise just as soon as you 
get it looking half-decent. Not that any of 
this worries you, of course. As newly- 
appointed overall commander of the 
colony you have every aid imaginable at 
your disposal, from 
hydroponic plants 
which cultivate crops 
in an Earth-like 
atmosphere to ship 
construction yards 
which can build all 
sorts of spacecraft, 
from exploration 
vessels to huge warships to nuclear- 
powered fusion cruisers (there'll be more 
on them a bit later).

You also need to build and maintain 
power stations, life support systems and 
facilities to mine the planet for ores (for 
building spaceships, tanks etc) and fuels, 
and all the time keep up the colonists’ 
quality of life by building homes and 
amenities for them, controlling birth rate, 
and so on. All this has to be done as 
quickly and efficiently as possible, too, 
because the aliens are coming and they’re 
not going to listen when you go “Hang on a 
minute, I haven’t built any tanks yet”...

DOES IT GO ONE STEP
Rcvnwn?The whole thing is p|aved out DlIUIiU; in a Populous-stye 3D 
perspective (further Populous elements 
come from the various types of landscape 
you encounter), but as you’ve probably 
already heard it plays like nothing so much 

as ‘Sim City In Space’. The modular 
design, the various types of building, the 
need to keep the population happy and the 
financial juggling are all strongly 
reminiscent of Infogrames’ classic of 
municipal planning, the only major 
difference being the fighting element. Then 

again, this takes quite 
a while to manifest 
itself (more on that 
later too), so for the 
first few hours you’ll 
hardly notice the 
difference. 
Okay, so far so 
froody. But what you 

need to know is, is this Just Another God 
Sim or does it rise up above the 
crowd and dazzle with 
ingenuity and brilliant 
design, enrapturing all 
those who play it and 
disrupting reviewers’ 
deadlines for 
weeks on end?
It’s Just Another 
God Sim, I’m 
afraid. Still, being 
no better than Sim 
C/ty and Populous is 
hardly a heinous 
crime in the software 
world. Utopia isn’t 
anything approaching a bad 
game and it has many things to 
recommend it, but at the end of the day I 
found myself just a little bit disappointed. 
After hacking through the extensive 
manual for an age I finally felt up to 
tackling the game, but in play I found it all, 

of all things, a little simplistic. There’s a 
fairly frantic period for the first couple of 
years when you try to build up some 
defences, then it’s just a question of 
beating off alien attacks, clearing up the 
damage, and getting ready to do it all 
again.

This would be fine, except that the 
game doesn’t initially seem to give you any 
chance to actually win. All you can do is 
slow the enemy down before their next 
attack, and this can really crush the 
game’s addictive qualities. Still, devote the 
entire colony to tank-producing, and 
eventually you’ll wipe out the rival city, 
which leads you to the other big problem. 
The other big problem with Utopia is that it 

doesn’t really offer any obstacles to 
the successful development 

of the colony. You don’t 
need the thoughtful 

planning of Sim City 
to keep your city 
functioning (ie 
efficient roads, 
railways etc), as 
the colony seems 
to operate 
perfectly well with 

all its buildings 
crammed together in 

big clumps. There’s 
very little danger of

running out of money, just 
bump up the birth rate and keep 

income tax at a reasonable level and the 
stuff’ll pour in faster than you can spend it. 
The only real bugbear is the occasional 
meteor collision which can wreck fairly big 
chunks of your colony, but a quick injection 

of cash into research soon comes up with 
a protective laser system which frees you 
from that problem. Now and again your 
workers will go on strike for ‘better 
conditions’ but there doesn’t seem to be 
anything you can actually do about this (it 
isn’t even mentioned in the manual) and 
after a few days they seem to cheer up 
and go back to work of their own volition.

This eclectic approach to labour 
relations, though, is just one of a number 
of slightly worrying buglets in Utopia. You 
might remember I mentioned fusion 
cruisers earlier on? After I increased their 
research budget substantially, my military 
engineers proudly announced that they’d 
come up with just such a craft, one which 
would never need refuelling. Deeply 
excited, I built a couple and made to send 
them off on a mission, only to be informed 
that ‘That ship does not have fuel to follow 
your orders’. Although all my other 
spaceships were flying around happily the 
mighty fusion cruiser simply refused to 
budge, and a close study of the manual 
failed to reveal any special requirements it 
might have. Not that that stopped the 
scientists informing me for the next three 
hours of their wonderful discovery.

The most irritating bug I found, 
though, was a geographical one. Having 
funded my spying operation to a ridiculous 
level, I was informed of an alien city to the 
south-east of my colony. I built up huge 
defences in the south-east and sent off 
squadrons of tanks to attack the aliens, 
and they all duly trundled off in that 
direction. Minutes later, the aliens attacked 
in huge numbers - from the north-west. 
Now maybe this was an example of their 
tactical acumen, but it seems plain unfair 
to me. There are other bugs, but these are 
the worst I encountered, and I don’t want 
to go on about the negative aspects of the 
game too much.

Utopia is still appealing on a very 
basic (l)egomaniac level, the rewarding 
nature of building things providing a lot of 
immediate enjoyment. Despite the 
forbidding manual it’s accessible too 
(much like Sim City was), but at the end of 
the day it seems to be dangerously lacking 
in actual game. Building things up is all 
very well, but if they just keep getting 
knocked back down again time and time 
again you may end up getting a little 
bored. •STUART CAMPBELL

1!

UPPERS Looks good, 
there's lots to do. it’s slick and 
easy to get into. The balance 

between sedate city-building and 
desperate defence is potentially an 
excellent one.

DOWNERS Relatively small 
screen area makes it easy to lose 
perspective, so that you don't 

generally have a natural feel for where 
everything in your city is. but the one really 
major flaw is the lack of solid results, either 
in battles or in general.

THE BOTTOM LINE
I wanted to like this, and deep down I do. 
but the perpetual nature isn't really suited
to a game where battles are such a major 
element. Compared to Mega Io Mania it
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lacks direction, and compared 
to Sim City it lacks depth. It's 
good. I'd say very good even, 
just not that good.
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Silent Service II will be surfacing at all good software stores fo^our C
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Being in the American "Silent Service" of World 
War II was to pursue a career filled with action, 
danger and glory. All alone, deep inside enemy 

territory, submarine captains stalked and attacked 
the Japanese Pacific Fleet, the world's most 

successful navy. Over four years, the brave men of 
the Silent Service heroically strangled Japan's 
maritime economy and destroyed her shipping.

The Pacific war was won from beneath the waves.

Silent Service won critical and popular acclaim as 
the era's definitive simulation when it was 
released in 1985. Now the all-new Silent Service 

II picks up where its predecessor left off, using 
advances in computer technology to give you 
even greater realism and atmosphere. With 
enhanced, digitised graphics, state-of-the-art 
sounds and thrilling new game options - 
including a 'War Career' option to fight the entire 
South Pacific campaign- Silent Service II is an 
historically accurate simulation of the WWII 
submariner’s decisions, fears and triumphs.

MicroProse Simulation Software is available from all good software stores, 
however should you experience difficulty in obtaining any of our titles they can 
be ordered directly from us at MicroProse Ltd. Unit 1, Hampton Road Industrial 
Estate, Tetbury, Glos. GL8 8DA. Tel: 0666 504 326.

«POPROSE
SIMULATION • SOFTWARE

i forour Commodore Amiga, Atari ST and IBM PC and Compatibles



The polluter and profiteer 
Sly Sludge™

The degenerate and toxic 
Verminous Skumm M
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DIC Enterprises, Inc All rights reserved.

For your local dealer, contact: Mindscape International Ltd, The Coach House, Hooklands Estate, Scaynes Hill, West Sussex RH17 7NG. Tel: 0444 831 761

Oil spills. Air pollution. 
Endangered animals. The 

award-winning TV show Captain 
Planet &  The Planeteers has 
turned saving the Earth's 

environment into the ultimate 

adventure.

And now, it's your turn to go up 
against the most dangerous 
enemies our environment has 
ever faced - Looten Plunder, Duke 

Nukem, Hoggish Greedly, 
Dr Blight and more.

The forces of Earth, Fire, Wind, 
Water and Heart are yours. Put 
them together and become 

Captain Planet. Your Eco-copter is 

waiting.
Coming soon 
for your computer
Also available on video
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GODS COMPLETE CONTROL.

Here it is - the final part of our guide to Gods. Once 
again Bitmap Eric Matthews and our own Stuart 
Campbell are the men in the know. Numbers in brackets 
refer to the pictures presented in a block over the page.

month in Complete Control. Out go Prince Of
Persia and Gods, the epic solutions to which
reach their conclusions this issue, while in

to the right, jump across onto the ladder 
and go down. Destroy the blocks to the 
left then pull the lever. Use the zap to kill 
the monsters then go back up the ladder 
to collect the room key (8). Keep going 
down and left until you come to another 
door. Go through it to enter the trap room 
(9). Quickly jump up to your left and pull 
the lever. This stops the moving block 
from knocking the world key into the 
traps. (If it does, you’ll need to use the 
trap key to get the bomb to destroy them). 
Exit the trap room by the door at the top, 
then go up and left to make your way to 
the world end.

Hidden puzzles
1. To find the massive treasure chest 
By the lever to the right of the set of three 
(to the right of the light room), there is a 
hidden switch. Press it, and find the other 
two in World 3 for a massive bonus.

2. To get an extra life
Pull the first lever, go right quickly, and 
then pull the lever you'll find under the 
suspended platform.

2. To stop the thief
The thief who steals the fire gem can be 
stopped with a ‘freeze alien’ potion from 
the shop or zapped by pulling the first 
lever you come to.

Hidden puzzles
1. To find a gold treasure chest 
Use the trap key from the trap room to 
move the block to the left of the trap room 
entrance and allow you to go down into a 
pit (10), where you’ll find a gold treasure 
chest. You will also find another trap key 
to move a block halfway up to the 
world end.

Hidden puzzles
1. To find the shortcut
Go down to just beyond the first lever 
then return to the start and collect the trap 
key. Go to the just above the pit where 
the time bomb is found , then go up the 
ladder that’s slightly to the right. A block 
should move, allowing you to go right and 
down for a bit (through one door), then 
pull the lever and collect the maces, 
treasure key and wide arc. Go to the final 
room (go through doors then go down and 
right) and receive a power-up.

Boss Guy
The Minotaur is fairly straightforward, 
being rather similar to the Centurion in 
Level One. The added complication is that 
the Minotaur can jump on your head if 
you’re not careful. When the Minotaur 
jumps, run underneath and behind him 
towards the right, then repeat when he 
jumps back to the right. To time the jump, 
watch for the Minotaur stepping 
backwards. When he does this, he will 
then step forward, shoot and jump.

The Shop
Best to buy maces, fireballs, hunters and 
power potions.

2. To find hidden treasure 
Look to the ceiling of the final room.

The Shop
Buy power-up.

Hidden puzzles
1. To find extra potions
Pull the first two levers to see what 
happens when you pull the levers at the 
end of the- suspended platform to the right

The Shop
Buy maces, fireballs, hunters and 
power potions.
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COMPLETE CONTROL GODS

Hidden puzzles
1. To get the treasure key
When you get to the first lever, don’t kill 
the thief and he will bring you the treasure 
room key.
2. To get the axes

Hidden puzzles
1. To enter the bonus section
There is a bonus section which can be 
entered by collecting the room key from 
the section above the first door (11) and 
then pulling the first lever after you’ve 
collected it. Voila! Instant riches.

First, you need the thief to get the mace 
from above the three levers. Pull the 
leftmost lever to open the trapdoor, then 
pull the middle one to knock the trap key 
into the pit below. Reset the leftmost lever 
to close the trap door, and pull the 
rightmost lever to open the trap door by 
the thief. Wait for the thief to collect the

2. To find a free familiar
Collect the oil lamp from the bonus section 
and pull the first lever on the first set of 
steps to get a familiar.

Level Four, World Three
In this world you simply need to find and 
collect the world key.

Go left and kill the dog which appears 
at the bottom of the first ladder to reveal a 
spear. You will need to be carrying this 
when you pull the first lever in order to 
move the block. Now reset the lever to 
open the door and go through.

Go down, pull the lever, go through 
the door and pull the other lever. Go 
through the door then go left, up the 
ladder, down the next ladder, and go left 
until you’re at the set of three levers. Pull 
the leftmost one then go back to the door 
you just came from and go through it.

Collect the world key and power 
potion and go up the ladder. You’ll now be 
back at the second lever. Go through the 
level again to the set of three levers (14), 
then continue left, fall into the treasure 
room, go back round again to the three 
levers and reset the one you pulled earlier. 
Continue left to the next lever and pull it to 
enter the final guardian’s room.

mace and come down to you, kill him and 
collect it. Pull the leftmost lever to open the 
trap door and collect the trap door key. 
You will now be able to move the block 
blocking the axes (15) and use the mace 
to break the breakable blocks and let the 
axes fall. These will make it far easier to 
kill the final guardian.

If you think the Minotaur was bad, check 
out this mutha! It's the final guardian.

drop down. Go down and left as far as you 
can, and collect the door key from behind 
the breakable blocks.

Go up the ladder and pull the first 
lever, then go left through the door and 
collect the lamp. Now go back to the right, 
(you’ll have to shoot a couple of breakable 
blocks), down the ladder and right. Pull the 
lever at the top of the steps, collecting the 
trap door key on the way. Climb the ladder, 
collect the world key and exit to the right.

Hurrah! H's ths complete end of game screen - you've won, congrats, etc etc.
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And just so you know 
what we're talking 
about, here are a few 
little pics to help 
illustrate the, if you 
will, ‘points’ made by 
Eric and Stu in the text.
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COMPLETE CONTROL. ENCOUNTER

You enter the game on a vast, flat 
battle arena littered with cylindrical 
obelisks. You then progress through 

each level by beating alien attackers 
and exiting through a space meteorite 

storm sequence to the next arena. 
There are eight levels in all, after 

which you can ‘clock’ through again, 
but at each new level - whilst you will 
meet some familiar faces - the action 

hots up with more vicious attackers.

◄  Missiles
Heralded by a low, menacing 
whine and a flashing red 
panel light. Start backing 
away from missiles 
immediately, before you 
even attempt to get them in 
your sights. Missiles occur 
on all levels but - just when 
you’ve gained some 
experience of routinely 
seeing them off - they gain 
in intelligence and begin to 
anticipate your fire to mount 
much more concerted, 
prolonged attacks.

▲  Aliens
The Aliens in the first level are two types of scout-craft which, as you can outrun their shots, offer only token resistance. In fact, your leisurely progress in destroying the number of 
‘Targets’ set for the level is interrupted just occasionally by a homing missile - this opening section of the game shouldn't really cause you too many problems.
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If you’re having a tough time with Novagen’s fast-moving new Battlezone game, 
you need some expert help - and who could be more expert than the boys at 
Novagen themselves? No-one, that’s who, so without further delay we present 
these Amiga Encounter tips straight from the proverbial horse’s mouths...

o

◄  Aggressors
Two new aliens introduced on level two are well equipped to 
dispose of intruders. You cannot outrun their shots, but must 
turn their tactics against them. The red Aggressor fires rapid 
bursts of ten in-line shots. Its green comrade spits out three 
shot triangles. Since they fire straight at your last recorded 
position, keep moving. Approach the enemy by keeping it to 
one side, making forward diagonal adjustments with the 
joystick. Then, in the brief respite between volleys, turn to 
face it and squeeze off a few rounds. If you miss and it 
returns fire, pull back, turning away at the same time. This 
kind of guerrilla warfare is the essence of the game when 
the enemy craft is more heavily armed than you.



ENCOUNTER COMPLETE CONTROL.

Mother ►  
Ship
The pink Mother Ship 
encountered on level three 
is parent to the green 
Aggressor from level two. 
She still has much to teach 
her offspring in terms of 
agility and sheer 
cussedness though.

▼  The Yellow Peril
Surviving the increasingly frenetic passage through the 
meteorites to arrive on the desert terrain of level four, you 
meet the Yellow Peril. Firing triangular formations in

◄  Meteorites
On destroying all targets on a level, you 
exit via a black ‘stargate’ to be propelled 
through a hail of meteorites which you 
must steer through to avoid collision. 
Predictably, the higher the level reached, 
the greater the speed and duration and 
density of meteorites. A good guide to 
tackling this sequence is to trust that if 
something is outside of your sights, you 
are safe. Avoid large sweeping turns, as 
these tend to end in panic and 
catastrophe.

groups of five, the Peril is best approached for the kill by 
using cylinders as shields as you dodge forwards. As if 
this one’s not tough enough, level four sees your 
introduction to The Sentinel. This blue meanie never
moves. But then it never stops firing either - a force to be 
reckoned with. The way to negotiate its demise is to 
approach diagonally, turn to face it and fire, then almost 
immediately turn further and power away backwards, still 
turning, to avoid his barrage of return fire.

▼  Smart Bombs
In the arctic wasteland of level three, you meet the Smart Bomb. This metallic blue 
weapon ticks its countdown to self-destruction when it yields a wall of shots. Changing 
course suddenly and unexpectedly, it is difficult to shoot. Attempt to despatch the Smart 
Bomb by spraying the area around it with shots, keeping it directly ahead of you with the 
aid of your radar. If it blows, either hide behind a cylinder, or be far enough away for the 
shots reaching you to be so widely spaced you can slip between.

The Black Abbott
When you finally meet the Black Abbott (you’ll know it 
when you see it), you will have encountered all of the 
aliens ranged against you. From then on in, they just get 
faster and harder to beat!

The Remaining 
Levels
New aliens await. Some are more advanced marques of 
earlier models, others have new tactics where the best 
approach is to rebound your fire from the cylinders. The 
opponents that constantly move and fire relentlessly 
provide the greatest challenge. With these, sneak an 
approach in an arc such that the enemy does not move 
across you as you get near. When very close in, the 
joystick should be in a diagonal position to keep the 
enemy position to the side of the screen. Hold down the 
fire button throughout the chase. Keep trying - the 
saucer will at some point run into the line of your shots.
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(PART THREE)

► A guard with 
five hits points

A loose 
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COMPLETE CONTROL BLADE LURRRIOR

What’s that I hear? Is that the voice of a thousand readers calling as one for a 
complete solution to Image Works’ atmospheric arcade adventure Blade 
Warrior?  Thought so.
‘Oi, Image Works!’
‘Yes, AMIGA POWER?’
‘How about a complete solution for Blade Warrior, then?’
‘Oh, alright then. Here.’

1. Gather enough ingredients then make 
the HEAL and WATER spells.
2. Visit the West Wizard. Trade 
ingredients for the TRAVELE spell and 
then again for the AMULET of the MOON.
3. Make the TRAVELE spell.
4. Get the key found near the Swamp 
Wizard’s tower.

5. Go to Ginti’s Amulet. Get the key. Kill 
the skeleton guards and grab the Amulet.
6. Visit the Swamp Wizard. Trade the 
Amulet for a tablet fragment.
7. Collect the silver ring from the South 
Wizard level, killing the skeleton guards 
and grabbing the ring as you go. Visit the 
South Wizard. Trade ingredients for a

Stone Flute.
8. Go to the NE top corner of the map 
and get the Veritas leaf.
9. Visit the Pine Wizard. Trade 
ingredients for another Stone Flute.
10. Trade the Veritas leaf for the Name.
11. Trade ‘air’ ingredients with the West 
Wizard for the SMOKE and EARTHE 

spells - you'll need these later on.
12. Go to the top of the map and find the 
bee hive. Cast SMOKE spell and then 
attack the hive. Collect the crystal.
13. Go to the West Wizard. Trade the 
ring for a tablet fragment.
14. Go to the North Wizard. Trade either 
Flute for the Helmet. Trade the 
TALISMAN of the MOON for a tablet 
fragment.
15. Go to the East Wizard. Trade the 
Helmet for the TRAVELE spell (you 
already have this but the Wizard must 
already have the helmet for the next trade 
to work). Trade the Name for a tablet 
fragment.
16. On the East Wizard’s tower level are 
flying banshees. When you are attacked 
by one, immediately cast EARTHE at it 
and follow it, casting EARTHE at it until it 
is destroyed. Take the Banshee Wail 
(you need to cast EARTHE six times to 
do this).
17. Go to the Palace Wizard. Trade the 
Wail for a tablet fragment.
18. Go to the path that the Sorceror’s 
tower is on. Find and take the Swamp 
Fish Sparkle.
19. Trade the Sparkle for a tablet 
fragment with the Pine Wizard.
20. Go to the South Wizard and trade the 
Crystal for a tablet fragment.
21. Visit the Sorceror and he will charge 
your sword.
22. Find Murk and kill him with the 
charged sword. The End!
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OTHER NOTES
You can encounter Murk during the 
game. Each time you defeat him he will 
come back stronger the next time. If 
possible, try to avoid fighting him until 
the end, then he will be at his weakest. 
The orchid and humming bird are not 
required to finish the game, and you 
actually only need to collect one of the 
two Stone Flutes.
The Dragon spittle may be hard to find! 

COMPLETING BLADE WARRIOR ABRIDGED VERSION

...go outside... ...take a bit of a stroll up the hill...

...through the portal... ...across the bridge...

From your tower... ...nip down the stairs...

(Or at least, that's what it says here). 
Different monsters require different 
attacking ‘moves’ to destroy them. Learn 
which are most effective. The best 
strategy is to move into the monsters to 
hit them as the strike will be more 
effective than if you fight them from a 
distance and allow them to back off. 
Travelling from your own tower on the 
back of a dragon may take you back to 
the last tower you visited, depending on 

the mood of your dragon. Travelling from 
any other tower will always return you to 
your home tower, if you survive the 
attack of the harpies.
Save your game regularly. Only six 
different saves are allowed on each 
blank disk that you use.

THE TABLET FRAGMENTS
The following Wizards want the following 
items to trade for their tablet fragments.

...pop in to see a wizard... ...and fly back home. Repeat to fade...

SWAMP WIZARD wants Ginti’s Amulet 
WEST WIZARD wants the Silver Ring 
NORTH WIZARD wants the Talisman 
of the Moon
EAST WIZARD wants the Helmet and 
the Name
PALACE WIZARD wants the
Banshee’s Wail
PINE WIZARD wants the Swamp Fish 
Sparkle
SOUTH WIZARD wants the Crystal



COMPLETE CONTROLHERO QUEST

If you’re still struggling through Gremlin’s excellent 
board game conversion like some kind of highly 
strung soft boy, you might be able to hold your 
head up again in public if you use these tips kindly 
supplied by the game’s programmer...

1. Play the maze several times to gain 
cash fast.
2. Save up cash to buy the crossbow.
3. Note that you don’t have to be in the 
same room as the enemy to use the 
crossbow, you just need to have a line of 
sight to the target.
4. Don’t buy the plate armour, although it 
gives good protection, as it slows you 
down. Buy chain mail instead.
5. Buy the tool kit for when traps stand in 
your way.
6. A good way to keep your character 
healthy is to create the wizard, making 

sure he has the water and earth spells, 
then when you start the quest cast the 
healing spells on your player and then 
send the wizard through the stairs.
7. In ‘The Rescue Of Sir Ragnar’, kill all 
the creatures on your way in so that the 
path is clear for Sir Ragnar to escape.
8. In ‘Lair Of The Orc Warlord’, you'll find 
there is a very useful potion in the 
cupboard to the west.
9. In ‘Prince Magnus’s Gold’, kill all the 
creatures on the way in, as you will be too 
weighed down by all your gold on the 
return journey.

10. In ‘Melar’s Maze’ there is a magical 
item on the west side of the dungeon.
11. In ‘Legacy Of The Orc Warlord’ your 
items are in the room to the east.
12. In ‘The Stone Hunter’, Borin’s armour 
can be found up in the northwest area of 
the map.
13. In ‘The Fire Mage’ there is a treasure 
chest to the east.
14. In ‘Race Against Time’ use the 
southern door to get riches, or the 
western door to just get out.
15. In ‘Castle Of Mystery’, don’t collect 
the gold, as it’s Fools Gold - and so 

worthless - and you won’t be able to 
attack while carrying it.
16. Don’t buy the shield because one can 
be found in ‘Bastion Of Chaos’.
17. Search for the secret door to find the 
holder of the Star Of The West.
18. Use the spirit blade when fighting the 
undead, as it is very powerful against 
them.
19. Kill off the Witchlord’s henchmen with 
the crossbow before you attack him with 
the spirit blade.
20. There is - surprise, surprise! - no tip 
number 20. (Sorry).

ARCADE HITS 
j MARKETED BY

C? 1990, 1991, SEGA ENTERPRISE^ LTD. 
AH rights reserved. Alien Storm’'1 is 

a trademark of SEQA ENTERPRISES LTD. 
■SEGA’'1 is a trademark of SEGA ENTERPRISES 

LTb. Published by SEGA EUROPE LIMITED, 
Distributed by U»S. GOLD LTD.*, Units 2/3 

Holford Way, Holford, Birmingham B6 7AX. 
Tel: 021 625 3366.
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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.

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.

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!

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.

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...

Discover the Am
Amiga Format presents the greatest computer show this y Ea

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.

You'll think Christmas has come early!



Earl's Court II, November 15-17 1991: be there!

Number of tickets

Credit Card number

Please make all cheques payable to WORLD OF COMMODORE

Nearest 
tube: 
Earl's Court

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

You want to get the best 
games for your Amiga? 

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

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 
k Format, Amiga Power, Amiga Shopper, 

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

of bargain-offerers, lots of
A hardware developers and
A everyone into the world of
■ Amiga.

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

Total payment
Method of Payment (please circle) Access Visa Cheque PO
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US Gold, one of the real giants of the UK software industry, have just enjoyed their 
most successful year ever on the Amiga. Eye Of The Beholder, Cybercon III, and 

the incredible The Secret Of Monkey Island - quite simply three of the best games 

of this or any year - have lead the way of course, but with Cruise For A Corpse, The

Godfather and Indiana Jones 

And The Fate Of Atlantis 

amongst the goodies to come, 
it’s a winning run that doesn’t 
look likely to end just yet. 
Colin Campbell and Mark 

Ramshaw went to look at the 

games to come, while Matt 
Bielby talked to the man 

behind it all, Geoff Brown...

work

You sometimes still have to tell people US Gold isn’t an 
American company. That confident metallic logo with the 
stars on, the seemingly endless range of products, the 
sheer size of the thing - they don’t smack of a company 
based in Birmingham, which was no doubt exactly the idea 
when Geoff and Anne Brown started our eight years ago.

Of course, the fact that they still deal with a 
lot of American developed product may have 
something to do with it too - though this isn’t the 
over-involved military hardware simulator or the 
sloppily programmed eight disk arcade game 
we’ve become used to. No, it’s the really 
professional stuff. You’d be hard pushed to find a 
games development set up in the world to 
compete with Lucasfilm, say, for sheer quality and 
class, and it’s the association with the likes of this 
that has helped US Gold’s image tremendously 
over the last couple of years.

No-one associates the name US Gold with 
lack lustre CapCom coin-op conversions any more 
- you’d have to hold some massive chip on your 
shoulder against them to do so really, when 
they’ve been involved in a good proportion of the 
best games we’ve seen in the past few months. 
No one has held a candle to them for sheer 
consistent quality this year.

The question is, can they keep it up? Yes, 
there are good number of real must-buy products 
on their books for the end of this year and the 
beginning of the next - Indiana Jones And The 
Fate Of Atlantis promises to be the best adventure 
game ever, no question - but between then and 
now it’s peak release period time, with plenty of 
time (and plenty of products) for things to go 
wrong. Are the upcoming coin-op conversions, for 
instance, going to let the side down a bit, or not? 
Time we took a look-see, don’t you think..?
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BOB MALIN
PR Manager for SSI New 
World products

Shadow Sorcerer
The first thing to explain about Shadow 
Sorcerer is that the Amiga version hasn’t 
even been written yet. Bob Malin, Product 
Manager for SSI and New World games 
explains, “The ST version will take us 
about three days to convert, the Amiga a 
little longer. We expect to have it ready in 
under two months.”

That’s a pretty stupendous rate of 
conversion. Surely, things can’t always be 
that easy.

“This is a UK product. It’s being 
handled by a guy called Graham Lilley, the 
man responsible for Heroes Of The Lance. 
SSI in the States take at least three 
months to convert something from the PC 
to the Amiga. They couldn’t believe the

Shadow Sorcerer’s 3D isometric display. 
He we see a citadel entrance.

rate at which we do things.”
It looks like a bit for a departure from 

the usual Dungeons & Dragons game­
style. A bid for the mass market, perhaps?

“With Shadow Sorcerer we've tried to 
make things much simpler, more 
accessible to the average gamesplayer. It 
was originally even more action-based, but 
liaising with SSI in America the role­
playing angle has become more prominent 
again. I think that their input has improved 
it tremendously.”

The most obvious point of reference 
- visually anyway - is Gremlin’s Hero 
Quest. Using a large scale map-screen 
and a close-view 3D isometric play area, 
everything is mouse controlled. Spells are 
readied and fighting tactics planned, all

Casting a web spell at the nasties gives 
them something to think about.

In 1983 Geoff Brown set up what’s 
become one of the most successful 
leisure software outfits this country has 

ever seen - by importing American games. 
Today he’s not only in charge of one of 
Europe's biggest games distributors, his 
software company US Gold is selling British 
games in America under the most yankee 
sounding of labels. “It sounds like you’ve 
had a pretty busy eight years,” suggests an 
impressed Matt Bielby...

You used to be a musician, didn’t you?

Yes, for about 12 years until I was 32.1 used to 
play keyboards and guitar for a band called Muscles. 
We were a bit like Level 42 I suppose, but we disbanded 
when it became obvious we weren’t going to make it.

And a programmer too?

Yes, on mainframes for two years, then I was a 
teacher of computer science, and even wrote a couple 
of games on the C64 and Atari 800. We started 
Centresoft, the sister company to US Gold, in 1983 by 
importing American games from people like Cosmi, 
Access and MicroProse - we were the first people in the 
country to do that, I think - and then formed US Gold as 
an offshoot to convert the games to cassette versions 
and eventually to the Spectrum and Amstrad. The name 
simply came from the idea of American software and 
that it should all be good quality stuff - hence the ‘Gold’

own UK original product in the 
States, but under the US Gold 
banner, which is slightly odd.

What were the first 
games you did?

The first one we 
converted was, I think, Beach 
Head, with Bruce Lee and The 
Forbidden Forest soon after. 
It’s been nice because people 
who were our rivals at the 
time have come up to us 
since and said Beach Head 
totally changed their ideas of 
what Commodore 64 games 
could be like. They say they 
scrapped all their existing 
products and started again 
when they saw it.

Which side of the 
business do you find most 
interesting - the 
distribution aspect, or 
developing and marketing 
products with US Gold?

The development’s 
intrinsically more interesting, 
and I like to have a very 
hands-on involvement with it - 
I know all our current projects 
and what stage they’re at and 

so on - but in business organisation terms we’ve done 
some very innovative things with Centresoft. Centresoft 
turns over more money, but in terms of profit the two 
companies make a similar amount. Some years US Gold 
makes more, some years Centresoft.

US Gold seemed to slump a bit and not know 
where it was going a few years ago, but has 
since made a big comeback. What do you put 
this down to?

I think we had only one year when we were fairly 
directionless, around 1989. The market was changing 
then, 16-bit really becoming important, everyone 
worrying about consoles, and it took us a bit of time to 
adjust. You have to keep ahead of the game in this 
industry or you might as well give up, and happily we 
managed to pull ourselves back together and on top 
again. The retailers and so on in CTW (Computer Trade 
Weekly - the industry trade paper) recently voted us 
games publisher of the year, which is nice recognition 
that we’re doing something right.

One thing that seemed to go pretty much out of 
the window was all your coin-op based product?

Well, yes and no. We’ve got another spate of coin­
op stuff coming out shortly, but it’s true that in the 16- 
bit market it’s not the highest profile area. Coin-ops still 
do well, but it’s with adventures games, role playing and 
simulations that you really reach a lot of people.

If what you’re saying though is that we’ve had a lot 
more original product lately than we used to, then yes, 
that’s true. We support a number of games that we have 
faith in as products even if they’re not guaranteed to
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AND... LEVEL 42?: GEOLE BROWN SPEAKS

Destroy all monsters, then walk to the 
steps to gain access to a telescope.

always sell that well - things like E-Motion for instance. 
Having said that though. E-Motion has gone down pretty 
well in America. I keep thinking of things in terms of the 
music industry, but this is like that in that the best 
records aren’t always the ones that get to Number One 
in the charts, and similarly the best games don’t always 
do all that well.

Can you tell when a product is going to be a hit 
and when it’s going to fail?

Not always, no. It’s very hard to judge - some real 
outsiders, which we didn’t expect to do anything at all, 
have proved to be great successes, while other ‘sure­
fire hits’ have been anything but. The Indiana Jones And 
The Last Crusade adventure game is one that springs to 
mind -1 expected the arcade game to do lots better, 
but it didn’t work out like that at all.

How much do you have to do with the 
development of the Lucasfilm and Delphine 
games you market?

We don’t have all that much to do with the actual 
creative process to be honest. Our great strength has 
always been in the marketing of games, so we tend to 
have some input at the beginning on what sort of game 
is going to work in those terms, but little beyond that. 
We’ve never had in-house programmers traditionally, 
anyway - people like Tiertex, Probe and so on do all our 
coin-op style development, and we’re such an important 
client for people like that it’s almost the same as having 
them in-house most of the time.

The sort of large scale, very professional and 
innovative adventure games people like 
Lucasfilm do have been very important to you 
recently. Why do you think nobody’s doing that 
sort of thing in this country?

Well, you’ve got to remember that both Lucasfilm 
and Delphine are off-shoots of very successful 
companies (Delphine is a French record label, while 
we’ve all seen a Lucasfilm movie) and they’ve got the 
money to finance the development of such big games. 
When a project’s going to take a year or more, it takes 
a lot of money up front to keep it going.

I should know - we’ve got a project currently called 
Dragon’s Realm scheduled for 1992 which has cost a 
good deal to finance. It’s a vaguely Eye Of The 
Beholder-ish role playing game being developed by 
some of the guys who did Corporation, using what 
promises to be a revolutionary new system. Hopefully 
it’s going to knock everybody’s socks off when it comes 
out, but it’s an awfully long way down the line, and who 
can predict what’ll happen in the meantime? Somebody 
else could come up with an even better way of doing 
things, which’d prove rather annoying to say the least! 
It’s as if you were producing an album now that won’t be 
on sale for two years - who knows what sort of musical 
styles are going to be popular then? You need one hell 
of a crystal ball.

The other thing to remember is that good products 
can’t always do it on their own - they need to be 
marketed right. Only when US Gold got behind 
Operation Stealth and Future Wars did they really do 
anything at all. That’s our strength really, the 
marketing. Because we concentrate on that it means we 
can get involved with an awful lot of really good product 
from all over the world.

When using outside developers - and I’m

thinking about the original product here, not the 
coin-op licences - do you come up with the idea 
for a game and approach the development team 
with it, or do you decide you want to work with 
a particular team and then see what they want 
to do?

Usually neither. It’s true that with some projects - 
like, say, Italy 1990 - we’ll decide what we want to do 
and then go out looking for developers, but normally 
what happens is a team will come to us with an idea for 
a game they want to do. We have to decide if and when 
we want to do it, and take things from there.

What’s the biggest problem with original 
product?

Slippage. I always say, ‘water that’s gone off the 
boil doesn’t make good coffee’ and a project that goes 
late just gets to be an annoyance to everybody 
eventually. Everyone gets fed up with it and you don’t 
get the best out of it any more.

Of course, in any creative industry it’s inevitable to 
some extent. Italy 1990 went late, E-Motion’s another 
good example, there’s another project underway at the 
moment that’ll remain nameless but has been dogged 
with problems, from a programmer falling out with his 
girlfriend to the developers going into liquidation and so 
on. Everyone accuses software house of making vast 
profits on games, but if they saw our accounts they’d 
see it’s not true at all. Sure, we’ll make a lot of money 
on a hit game, but for every one of those there are 
plenty that won’t do anything at all. I defy you to find a 
publisher who has had 10 hits out of 10 games - for 
whatever reasons, sometimes our fault and sometimes 
not, there are always going to be failures.

What games are you particularly proud off?

I don’t know, that’s really hard to say. I guess 
Gauntlet and OutRun, because they were such difficult 
coin-ops to convert, yet we pulled it off in both cases, 
and both were massive hits. I’m pleased we recognised 
the strength of Beach Head at the beginning too, and, 
ooh, lots more. There are so many products that have 
set standards over the years. Even things like, say, the 
recent Gauntlet III are pleasing. We could have just 
churned out another overhead-view Gauntlet game, but 
we didn’t. Instead we went the isometric 3D route - a 
conscious effort to do something different to make the 
project really worthwhile.

Is there anybody out there you’d really like to 
be working with (but aren’t)?

In this industry, nobody that springs to mind. 
Outside, erm, Mikhail Gorbachev. I don’t know if he’d 
like to work with me though!

And finally, how do you see the future?

A-ha ! The big question! Well, to a large extend it’s 
cartridge-based, though of course floppy disks won’t 
disappear for quite a while yet, simply because you 
can’t write to a cartridge. As far as US Gold’s 
concerned, it’s exciting having our original product 
selling and doing well in the States, but if I had to put 
my finger on one individual thing I'd say CD Rom 
technology. I think developments in CD in the near 
future will prove to be revolutionary - in the long term it 
will prove to be the ultimate media.

using icons. Text plays a very minor role in 
Shadow Sorcerer, giving the player true 
arcade freedom in an adventure­
based environment.

“Whereas something like Eye Of The 
Beholder relies heavily on the combat 
rules of Dungeons & Dragons, Shadow 
Sorcerer is rooted very much in tabletop 
D&D, where things are played out on a 
hex map with little painted miniatures.

“It’s based on the DragonLance 
saga, so once again the setting is the land 
of Krynn. Choosing from four of thirteen 
Krynn characters, the objective is to lead a 
band of refugees to safety, though of 
course its not quite as simple as that. And 
with a title like Shadow Sorcerer, it’s 
obvious who you’re going to come across 
at some point.”

Expect a release early November.

All commands are accessed via pull­
down menus and these icons panels.

Might and Magic III
It’s sequel-mania in the world of role­
playing. Prior to US Gold blessing us with 
the new Eye Of The Beholder epic 
(entitled The Legend Of Darkmoon), this 
lush-looking fantasy bash will be gracing 
our screens. Once again, there isn’t 
anything to show as yet on the 
Amiga version.

Bob Malin explains: “The main code 
is almost entirely portable, so there’s no 
problem there. The only real task is to re­
create the graphics. The PC version uses 
256 colours, so it’s quite a task to transfer 
things to the Amiga, working only with a 32 
colour palette.”

Visually, things aren’t too dissimilar 
to Eye Of The Beholder.

“Well, the programmers of Might And 
Magic III used Eye Of The Beholder as a 
yardstick, and I think the results are even 
better than Beholder."

And what about the release of
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M&M III isn’t limited to underground 
action, there’s a whole world in there.

Beholder 2? Won’t that clash?
“I don’t think so. Eye Of The 

Beholder 2 is going to be more puzzle­
based anyway, rather than the tree­
movement hack-and-slash nature of the 
first. Character interaction will also play an 
important part in things, so essentially it’s 
going to be what Dungeon Master should 
have been. Might And Magic ///on the 
other hand, is more a collection of sub-

Although not fully graphically interactive, 
the nasties are still pretty formidable.

quests. Plus of course, the graphics are 
going to be quite astounding. New World 
are very much into big, bold games, so I 
think it will feel quite different to Beholder"

Certainly if Might And Magic III lives 
up to first impressions, then it could make 
Eye Of The Beholder look very dated 
indeed. A Christmas released is expected. 
That’s not it though as far as role players 
are concerned - keep an eye out also for 
Pools Of Darkness, Gateway To The
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The main game screen of M&M III isn’t 
too far removed from Beholder.

Savage Frontier (both due in October), 
and a rather exciting one by the name of 
Citadel Of The Black Sun. Utilising a 
scrolling 3D isometric display, the German 
programmers have been working on it for 
last three and a half years! Expect a 
release early next year.

Animated interludes spice up Might & 
Magic III even further. Although the PC 
screens shown here use 256 colours, the 
Amiga graphics should be just as 
effective and atmospheric.

SUE LUCIANO:
PR Manager for CapCom 
and Lucasfilm

Bonanza Bros
Regarding by some as one of the few 
arcade games of recent times to 
possess any real ‘style’, the Bros of the 
title are a pair of small-time crooks, now 
reformed. They’re up to their old tricks 
again, but this time they are actually 
being paid to make their robberies in 
order to test out security systems. Video 
cameras, trip systems, and other villains 
- all must be avoided in an effort to 
collect valuables. A strange game idea if 
ever there was one, Bonanza Bros is a 
breath of fresh air in both ideas and 
execution. Take a look at the screen 
shots, and you’ll see Bonanza Bros has 
a real flair, the graphics giving it a very 
individual identity.

Sue Luciano: “The program is still 
in the early stages, but hopes are high. 
The programmers are committed to 
getting the code in on time, so a release 
is currently penned in for November. 
The Sega Megadrive and the arcade 
versions contained twelve levels, all of 
which will be implemented on the 
Amiga, but we are also hoping to include 
four extra levels, to be designed by 
ourselves.”

Certainly, what’s ready so far 
bodes well for an impressive 
reproduction of the coin-op.

“Yes, though there are one or two 
things which we are still tweaking, such 
as making the colour scheme as close 
to the arcade machine as possible. We 
expect the Amiga version to be on par 
with the Megadrive and arcade versions, 
and hopefully even better!”

Bonanza Bros is shaping up quite 
nicely, the conversion work being 
handled by Twilight (the team also 
responsible for Mega Twins and 
Gremlin’s forthcoming Video Kid). 
Visually the Amiga version is almost 
indistinguishable from its coin-op 
counterpart, so if the gameplay is 
produced to a similarly high quality, 
Bonanza Bros could well be a 
contender for the coveted number one 
spot this Christmas.

Alien Storm
It may involve hordes of grotesque slime 
creatures from space, but Alien Storm 
actually bears quite a few similarities to 
US Golds’ other newie Final Fight. It’s 
another arcade machine, which despite 
a lack of any really outstanding features, 

has proved a 
consistent hit 
with the arcade 
crowds - it’s 
mixture of ultra­
violence and 
large, gory 
graphics 
appealing to 
the muscle 
brigade. The 
Amiga version 
is in the hands 
of conversion
veterans
Tiertex, so it’s no surprise that Alien 
Storm the computer game looks pretty 
much identical to the arcade game. The 
ultra-fast scrolling sequences, the vomit­
inducing 
nasties and the 
firepower 
overkill - all 
have been 
implemented 
perfectly. Two 
other neat 
touches which 
have been 
included are 
the smart bomb 
- which sends 
a huge space­
shape on a 
strafing run 
right across the play area - and the 
Operation Wo/Z-style sequences which 
provide an interesting change.

Sue: “What you see here is about 
70 percent 
complete. This 
is the first test 
version from 
the 
programmers, 
so there’s still 
quite a bit to be 
sorted. At the 
moment it’s far 
to easy, for 
instance. Once 
again we’re 
aiming for a full 
implem­
entation.”

Alien Storm is due in October.

Indiana Jones
If you’re 
wondering why 
you haven’t 
heard anything 
about a new 
Indiana Jones 
film, there’s a 
very good 
reason - there 
isn’t going to 
be one. The 
story Indiana 
Jones And The 
Fate Of Atlantis 
is actually a 
comic 
published by
Dark Horse in the USA, with a script by 
Mr Steven Spielberg himself. US Gold 
intend to release two games based upon 
the licence. The first to appear was to

The Amiga implementation of Bonanza 
Bros is almost impossible to tell apart 

from its arcade counterpart. Let’s hope 
the gameplay is similarly impressive.

Mobo and Robo, that terrible team of 
criminals attempt to outwit the building 

security, and pick up some loot while 
they’re at it.

Alien Storm’s two player mayhem. The 
game is 70 percent complete at the 

moment, but things already look 
remarkably close to the coin-op original.

Grossed-out nasties are perhaps the 
most outstanding feature of Alien Storm, 

with all manner of blubbering creatures 
just asking to be fried.



Every four 
years the 

the World’s major ^| 

Rugby playing nations 
battle it out over a four week W 

period to see which team will lift 
Rugby’s Greatest Trophy.

This simulation brings you the heart-pounding 
excitement of the moment: -
• The sweat and hustle as you grapple for the 
ball in the scrum.
• The tension as you wait for the throw-in in 
the line out
• The nerve-wracking moments just before 
you take a penalty kick.
• The skill and reflexes you’ll need to play the 
fast-moving passing game.
• The jubilation as you score the match 
winning try.
• The combination of accurate detail and 
phenomenal gameplay make this a true 
simulation of one of the greatest team sports. 
Take on the best and make your national 
team-Champions of the World.

^Vj7 'I
Software, Artwork and Packaging 
©  1991 Domark Group Ltd. Published by 
Domark Software Ltd, Ferry House,
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Indiana Jones - The Adventure Game (PC 
version shown) takes Lucasfilm's acclaimed 
parser system (first used in Monkey Island) 
and adds new features, such as icons to 
represent objects« The graphics too have 
been improved even further, with a real 
Indy comic-style look to things«

The OutRun concept expanded even 
further to include a variety of European 
cities and landscapes«
From London«««
«««its onto the road to Dover««« 
«««then to France on a jet-ski 
OutRun Europa is huge, and blindingly fast«

have been the British-produced action 
game. Programmed by Attention To 
Detail, Indiana Jones - The Action 
Game is a scrolling isometric 3D affair. 
Originally due for release in November, 
it’s now unlikely to make an appearance 
until April ’92.

Sue explains, “We’ve decided to 
push the action game back, because we 
don’t want it to get lost among all 
the other pre-Christmas releases, 
and also because we really want 
to make sure that the program is 
as perfect as possible. Rather 
than rush release, we want to 
spend time making it even more 
playable, to get it just right.”

The new story begins with 
Indy (plus new female sidekick) in 
a casino. From here, Indy must 
make his way to a naval base, 
steal a submarine, then locate the 
lost city of Atlantis. Rather than 
stick to the exact comic-book 
storyline, both The Action Game and 
The Adventure both promise to explore 
a few new avenues. Monkey Island 
creators Lucasfilm are handling Indiana 
Jones - The Adventure, but this is 
unlikely to see the light of day until April 
’92. Using the a slightly improved 
version of the parser system last seen in 

the aforementioned Monkey Island, the 
PC version of the game looks 
particularly impressive. It won’t be any 
surprise if this game goes straight to 
number one next year.

Outrun Europa
This is a bit of strange one. Although 
loosely based upon Sega’s OutRun

"Working with
Lucasfilm's
impressive 

adventures and 
Sega's fun shoot-'em 

ups is a great 
contrast"

arcade machine, OutRun Europa 
doesn’t actually exist as an arcade 
game. Taking the turbo-nutter 3D 
concept of OutRun one stage further, 
OutRun Europa is actually a multi­
vehicle ride across Europe. It takes in, 
amongst other things, a motorcycle trek 
from London to Dover, jet-skiing across 

the Channel section, then more exotic 
locations such as Spain and Berlin.

Sue Luciano is particularly fired up 
about this release. “The new version 
we’ve just got in is even better! It really 
is excellent. Generally everything is 
more polished. Vehicle lights work in 
tunnels, the sequence driving near the 
cliffs of Dover has been made more 

realistic, and the jet-ski 
sequence has been much 
improved, with a better range 
of obstacles to hinder 
your progress.”

The most striking thing 
about OutRun Europa has to 
be the speed - it even 
outdoes the arcade machine 
in the hell-for-leather stakes. 
Probe are once again 
handling OutRun duties, but it 
looks as though they will more 
than make up for the two 
previous OutRun games. It

will be interesting to see how it 
compares with Gremlin’s Lotus Turbo 
Challenge II, but US Gold are confident 
that the more colourful graphics and 
the breathtaking speed will give it 
the advantage.

Expect a full AMIGA POWER 
review next month.

Back in

ALEXA 
CZECHOWSKI
PR Manager for Delphine 
and Sega

The Godfather
Programmers Creative Materials have 
decided to cram five (although it might 
eventually be six) different games into this 
colourful action affair, all of which have 
been lifted from famous sequences from 

Animated anarchy on the Amiga.

the three violence-strewn movies.
The first is almost complete, although 

gameplay is still a little iffy at present. It’s 
set in the streets of grimy New York circa 
1947, and it has to be said that the 
graphics are gorgeously atmospheric. 
They’ve even given it that sepia look which 
helped make the first Godfather flick such 
a sensation.

Gameplay wise it’s all very simple - 
mostly just sideways scrolling shooting 
and beating while remembering to avoid 
taking out any innocents. There are two 
sub-games in this level, both of which are 
first person perspective gallery type shoot- 
’em-ups. The best is set in the barber 
shop, where you’re faced with the backs of 
huge leather chairs each one inhabited by 
a mobster. You’ll see a foot reach down to 
swivel the chair round, so it’s important to 
be quick before the villain gives you a 
taste of his Tommy gun...

The other, a bar-room sequence, 
seems to capture the feel of the movies 
well, with lots of ugly men reaching for 
guns before being blown away by your 
good self (splashes of blood are obligatory 
here). As we mentioned, the graphics are

The graphics really capture the feel of 
the first Godfather film.
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Back in the mafia high life.

superb, and there’s that real feeling of 
steamy, squalid New York City life. 
Parallax scrolling and attention to detail is 
as good as anything we’ve seen before, 
with outrageously realistic little touches 
like exactly correct street signs, and 
subway trains that pass through the game 
from time to time.

Alexa Czechowski explains: “We sent 
Pete Lyons, the graphic artist, over to the 
States to get some background, and it was 
well worth the trip. I think it’s all the little 
touches and details that make this so 
atmospheric. We have to get this just right, 
because the licensor, Paramount, insist on 
seeing the game at every stage of 
development. They’re very happy with 
what we’ve got achieved so far, but it’s far 
from ready.

“For instance, the main character 
wears a raincoat at the moment, but in the 
final version he’ll wear a traditional mob­
suit. In the Miami sequence he’s currently 
wearing the coat, which is obviously wrong 
for a place like Florida.”

The only danger with The Godfather 
is that this loving attempt to re-create 
‘interactive’ movies will harm gameplay. At 
the moment it’s extremely simplistic stuff, 
and it’s clear that the effort has been

ploughed into the look and feel of the 
game rather than its playability. That 
said though, US Gold promise they 
are going hell for leather to get this 
just right, and one can’t help feeling 
that the incredible atmosphere will 
cover up any minor gameplay 
shortcomings anyway.

Other levels will include a 
technicoloured sequence in Las 
Vegas, one in a Havana shanty 
town, that nautical romp around
Miami’s waterfront, and a blast-’em- 

up in Atlantic City (taken from one of the 
slaughter scenes in The Godfather III). 

The Godfather is scheduled for 
release in late November, and buyers will 
be treated to a mini photo album packed 
with shots from the movies.

Mega Twins
What with two boyish heroes skipping 
around platforms in full pursuit of bouncing 
baddies you’d have thought that this would 
fall into the ever increasing cutesy 
category. Well, yes and no. It does have a 
distinct child-like 
feel to it, but, 
according to 
Alexa, Mega 
Twins is 
“mischievous 
rather than cute”. 
Programmed by 
Twilight, and 
taken from the
CapCom coin-op, it features three levels - 
the first in a forest, the second underwater, 
and the third in the air (the heroes get 
wings). Not too original sounding, perhaps, 
but new is the fact that each level has a 
mini-game tacked on for good measure.

There’s definitely a high humour 
count, and the varied assembly of

"We know that 
people like fun 

and arcadey 
games"

enemies are really very funny little 
things. The coin-op and game are 
best tackled with two players 
controlling the naughty sword wielding 
teenage heroes.

As a coin-op it was a minor hit, 
but on the Amiga, we reckon the 
Rainbow Islands brigade will find this 
most attractive. Conversion wise it’s 
nigh on perfect with loads of bright, 
primary colours. There’s plenty to do 
as well, lots of things to collect, and a
smart bomb option for those tricky 
moments. “We know that people like fun 
and arcadey games,” says Alexa, “so its 
important for us to keep them coming.” 
Mega Twins is almost complete, and 
should be out in November.

Another World
Delphine’s Eric Chahi, has been working 
on this for two years (his last project was 
the hugely successful, but very different, 
Future Wars) so we’re expecting 
something quite special.

Another World is best described as a 
cross between 
their Cruise For 
A Corpse 
adventure and 
Broderbund's 
Prince Of 
Persia, with 
large, beautiful 
graphics mixed 
with some 

stunning animation techniques.
There’s also a (very French) plot 

which features our hero (a scientist) 
attempting to split the atom. It has to be 
said that this proves to be a rather crap 
idea, because the experiment goes 
squiffy, and our scientist chum ends up 
being transported to a horrible planet

A tentacle reaches out of a chasm, a lone 
man is lost - it’s Another World.

seething with nothing but genocidal aliens 
and monsters. All this is explained in a 
lush intro sequence with more of those 
movie-like close-up shots and unusual 
angles which are becoming ever-more 
popular (see Cruise For A Corpse review 
this issue).

The game itself is full of running, 
jumping and fighting, and this is where that 
Prince of Persia comparison comes into 
play. The body animations are very much 
like those which set Prince apart from all 
other arcade adventures, but according to 
Alexa, this is just coincidence. “Everybody 
makes the Prince Of Persia comparison, 
but I think it’s really just a natural 
development. Don’t forget that Eric has 
been working on this for two years now, 
starting long before Prince Of Persia was 
released.” This is surprising considering 
the look of the sprites.

We didn’t see much of the game, but 
what was on offer was maddeningly 
impressive. The monsters are a cool 
bunch, and it’s obviously taken a hell of an 
imagination (and not a little artistic talent) 
to bring these to life. Don’t hold your 
breath for this one though - it’s unlikely to 
make an appearance until well into ’92.

1. Two player cute violence in the 'mischievous' Mega Twins - a same well suited to the Rainbow Islands brigade.
2. Level two of Mega Twins sees the dynamic duo downing around underwater, complete with air bubbles and nautical nasties.
3. Onto level three, and the twins take to the air in hats with built-in birds. Somebody at CapCom is seriously weird.
4. Delphine’s Another World has one of the most elaborate and impressive intro sequences ever. The car here has just skidded to a halt.
5. This is the the hero of Another World, prior to his lab accident. Not unlike Cruise For A Corpse, he actually walks right into the screen.
6. Even into the game proper, and Another World uses film-like animated sequences to depict crucial sections of the game.
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GREAT SOFTWARE
CAN BE YOURS FOR AS LITTLE AS ABSOLUTELY, 

TOTALLY, DEFINITELY, VERY NEARLY, 
JUST ABOUT NOTHING AT ALL. (HONEST)

But (but! but!!) where do you start? How do you know which programs are 
completely wonderful and which ones should be re-formatted instantly?
What's the best way to buy PD? And - whilst we're at it - just what is PD anyway?

Owning an Amiga, PC or ST now means that you can buy incredibly good software 
for little more than the price of a disk. Stunning games, utilities, demos, graphics, 

word processors and more can be found in Public Domain and Shareware software.

15

For these answers and a whole trainload more, you'll need a new 
magazine called PUBLIC DOMAIN.

S Every issue is packed full of reviews -
PD programs assessed for the Amiga, 
PC and ST.

W Every review is screenshotted. You can 
see exactly what you'll be buying.

®  Every copy of PUBLIC DOMAIN comes with 
an incredible program-packed coverdisk - 
so you can get the very best PD for your 
machine every time.

#  Every page is in glorious full colour, so you'll 
have unrivalled quality.

W And every edition of PUBLIC DOMAIN is backed 
by the full editorial resources of Europe's most 
successful news-stand computer magazine 
company, Future Publishing.

»è” » 1 \ Ì1

PUBLIC DOMAIN comes to you from the company that brings you Amiga Format, 
PC Format, ST Format, Amiga Shopper, PC Plus, Commodore Format, Your Sinclair, 
New Computer Express, Amiga Power, Amstrad Action, PC Answers, Sega Power 
and 8000 Plus; markets leaders all.

First issue on sale October 3rd at £2.95
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SIMON PHIPPS has four firm
Amiga favourites under his belt and yet only 
now is he working on what he considers to 
be his first ‘real’ 16-bit project, Wolfchild for 
Core Design. But if he’d known then what he 
knows now, how would his old games have 
been done differently?

I
I taught myself how to program on the BBC back in 1982.1 went 

on to Polytechnic to do an HND in computer studies and worked for IBM 
during my ‘sandwich’ year, which was quite enjoyable. After that I went 
out into the big wide world of professional computing, which lasted 
about four months. It was incredibly boring -1 was writing in BCPL 
(’Bloody Crap Programming Language’) working on a document 
processing system for typesetting purposes. Terry Lloyd, who I’d 
known for ages - he did the graphics for Impossamole and so on - 
was working for Gremlin at the time and he gave me a call to see if 
I’d be interested in doing some freelance graphics. So I ended up 
doing the graphics for Masters Of The Universe on the ST. I then 
did the graphics for Skate Crazy on the Commodore 64, with Terry, 
and then the graphics for Night Raider on Spectrum.

Core started as development house in - oh - August 1988. We 
needed some projects to get us off the ground, so basically me and 
Terry sat around in a dark room and came up with Rick Dangerous...

THUNDERHAWK
When Mac (Thunderhawks programmer) turned up here he’d got this 3D 
system and he said he’d like to write a helicopter game. He had 
lots of ideas for the technical side, so I was involved with 
putting everything else on top - the gameplay really. It 
was originally a very simple shoot-’em-up in 3D, but 
then we decided to make it more complex. We’d 
designed it such that you would have six campaigns j 
and 10 missions. What you’d do instead of flying j 
all 10 missions was select which one to play and || 
the order they were played would influence the fl 
campaign. It would have taken too long to design |1 

the campaigns though, and anyway, it would 
have put people without any wargaming B
experience off. I would have preferred a plain V 

shoot ‘em up, but I’m pleased how it came out - we 
hit that elusive halfway point. My major contribution 
is all the text - it all came from these fingertips. The 
volume of work there was incredible - how many 

different ways can you say ‘You 
screwed up’? I do enjoy a 

good simulator - stuff like Gunship - 
or a damn good adventure like Mercenary. We've only just 

moved into 3D and I don’t know much about it. The 
problem with 3D games is there’s little or no character 

k interaction. I’ve had a few ideas, but too much to 
it code. We’ll see...
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SWITCHBLADE
I started this in my spare time when I was doing Rick. To look back at it now, it’s a coding nightmare. 

With Rick, I was working with a team of four other guys so we’d talk things out and decide the best 
way to do stuff. With Switchblade the code’s like spaghetti - but it worked.

Switchblade is a different style of game to Rick. It was something I 
wanted to do - remember (Datasoft’s) Bruce Lee on the 64? - 

with quite a big map, plenty of running around, kicking 
everyone in. It’s platformy beat-’em-up. I let my 

imagination run riot. My only regret is that Core never .
released it themselves. Yes, the jumping is a little 

awkward - that was my lack of experience, but I put 
it right in Rick. The title sequence was something I 

wanted to do - it was something a bit different.
There are a lot of games out there which look 

different but you can’t play them.
Would I have liked to do the sequel? I’d 

thought about it. I’d have certainly made Hiro bigger 
and had more sprites on screen and more animation. 
And some parallax. Basically I’d have made it a bigger 
version, with more R/ck-style traps and stuff. No, I’m not 

all that keen on the sequel.

F RETRO
I basically did just the graphics. There 

wasn’t an artist to do it, and the design 
was already done. I did the best job I could 

do, and I’m pleased with the results 
graphically... I’m not really interested in future 
sports though.

WOLFCHILD
This comes from an idea I had last year. Basically, it was to do a really big beat-’em-up type platform game and revisit, in some respects, 

old territory but with plenty of new stuff. Something like Striderand Rick- all the best bits but with a totally different style of graphics. 
The storyline’s in a Japanesey Akira sort of mould. You’re this six-foot-six brick outhouse with long blonde hair and your dad’s this fli 

sort of genetic scientist who’s been kidnapped by an evil organisation that wants to rule the world. Your dad’s been working on J 
perfecting the mutation and alteration of super-human animals to produce the ultimate warriors - that’s why you have the ability to fl

turn into dirty great werewolf that fires laser beams and stuff. Basically what you’ve got to do is kick bottom and escape fl 
with your dad. SfW

There are five levels which are each themed towards a different kind of animal, and all the guys you’re fighting against are 
half-human mutations as well. It’s a sort of futuristic Island Of Doctor Moreau. John Kirkland’s coding Wolfchild- he did Warzone. Bl

I’m helping out with the coding and doing all the graphics. This is actually my first truly 16-bit game because we’re not having to 
consider 8-bit conversions. It’s a chance to really let loose now we know an awful lot more about 16-bit. We’re majoring on Amiga, fl

with parallax scrolling and special effects galore and so on. 1 
From a graphics point of view I want to put a really well-animated character into a game - there’s not a lot of animation in my ’SS 

other stuff so I’m learning how to animate properly. One of the things I’ve done with this is to have lots of set pieces. Rather than have 
lot of repetitive aliens, the map’s built up so specific things happen in certain places. There are sloped floors and curves and all that sort of 

thing. It’s a real challenge creating and cramming in this fully animated character. He’s made up from 176 separate frames - facing one way.
We’ve managed to fit him in to 80.5K, so there’s enough room for the bad guys.



RICK DANGEROUS
We wanted to try and do the kind of game you used to get on the 64.1 never actually owned one, but I played stuff like

B Electronic Arts’ Spelunkerand Activision’s HERO and Pitfail round at Terry’s house. At the time it seemed like no-one had 
considered doing this sort of thing on the home computers for a long while. There was a big glut of sports and driving 

Bl simulations, but we hadn’t seen anything like this for years and years so we wrote down absolutely every kind of
B category we could do - fantasy, Indiana Jones and so on. Right next to that we wrote down all the existing games that
BE fitted into those categories, and it turned out that no-one had done a decent Indiana Jones game. None of them had 
B captured the spirit of it - the sneaking into a temple and the traps and so on - so we designed the game like that. The 
B visual influence came from the Mordillo stuff - do you remember those posters?

We had lots of wild ideas and threw them down and because I had some knowledge of programming - once I’d 
B started at Gremlin I taught myself how to code 68000 - it helped the design. That’s something I try to do with 

anything I design: I wouldn’t do anything I couldn’t program myself. As Rick progressed things got trimmed and toned 
B to fit into Spectrums and so on - it had to be convertable so it wasn’t state of the art on the Amiga, but it was still very 
B playable. One of the ideas we dropped was the ability to pole vault - that's where the stick came from. Basically it was 

ft7 t0° complex to program and we couldn’t fit it into the control system. Otherwise we didn’t have many problems.
There’s one thing we put in though which is a real killer - and I should have been more forceful about it being 

toned down. There’s a bit towards the end of the second level where you have to jump over a blowpipe and avoid some
I spikes. We made it easy but Firebird asked us to make 
B it harder, so we went through the whole game and 

toughened things up. Some people in the office could do it 
and some couldn’t but because it could be done we left it 
in. Rick was done across six formats in no more than 
about five months. j

RICK 
DANGEROUS

We were scheduled to do this in 
fjk aoou: six months, but Pytfion 

B inning late meant that we had 
|bgB ¡ess time. We still managed to . p ^^R^B 1I turn it around on time. We

. " E learned a lot from R/c/i/-making
■ v , A ¡t easier on the first level and so

lit Br 0n■ p,'c*11 was 9reat iun t0 Put

toaetner a^d it went so smoothly- ''BM especially after Python. Terry did the
!|BBB|HF backgrounds, and I did the sprites and
" the coding on the ST and Amiga. We

wondered whether everyone would compare it 
to the first one. We managed to put in all the things that we wanted to put 
into the original game, and on a coding level it’s totally different. The only 
thing I’d do now is make it easier for me because I can’t play beyond level 
three. It was nice to work on a game where I didn’t know what to expect - 
I only knew the mechanics and not implementation. Actually, I wish I’d 
known at the time how to get it working on the Amiga 3000.

■ THE FUTURE
Have I had any thoughts beyond Wolfchild? Not really. I want to get into 

console stuff ultimately. I’m happy to do coding and graphics and design - it 
helps to keep a continuous look

throughout the game. And if I
ever get the chance to do Tom

MONTY PYTHON ' B
Before we got Python we went for two options: Judge Dredd and 

Python. We ended up with Python (The Sales Curve got Dredd).
Bl I 1 d like t0 have d°ne Dreclcl-,cl have d006 something pretty

.7 meaty, along the lines of the first Ocean RoboCop thing but
T| with more detection. I’ve always wanted to do a future-cop p""""nBBB^B^v

/ a??“ type game... M|^BB|B^
/ 7 11 With Python, Virgin were concerned that we didn’t

I do another Rick Dangerous, so that influenced me to go for

something off the wall, which is what the whole Python thing 
forces you into anyway. We spent a lot of time trying to get the 

B game right. The problem with Python is that it means different things to 
f everybody. What we saw as Python wasn’t what everyone else saw. When

wHk HI we took f°r aPProval people would ask if we had such and such sketch in. There
was just so much potential for what the game could be - you could just keep going and going. The original design was to have 

B^^BB something a lot more based on mastering control of something - something like Rick has very immediate control. And again, the 
design had to work over six formats. We started with Gumby in his four forms. In the section underwater, say, where Gumby’s the 

fish, the main thing was to get to grips with the control and the timing, but as it evolved the control got snappier and tighter because 
everyone preferred it. I do regret getting the control wrong at first. It certainly taught me a lot about using inertia.

The one thing I would do now is make it run smoother. At the time of Python we actually had no-one with enough experience on the 
Amiga for much more than an ST port-over. Still, it’s not a bad game because of it - for what it set out to be. It’s always a problem with licences as 

you’re bolted down to the subject. With Python we had a loose brief, and that helped but also hindered. I’d be a lot more cautious of touching another licence. Sometimes licences 
don’t capture the feel of the original. Imagine trying to bring a comedy show on BBC2 to the home computer. Yes, I’d like to see somebody try to do something better. I’m very pleased 
with how the graphics turned out. It was a challenge to get them to look as much like Terry Gilliam’s as possible. It was difficult afterwards trying to get out of that style. Basically, it 
was something I enjoyed seeing out and finished, but actually doing it was murder.
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INDY HEAT IS THE MOST 
RADICAL DRIVING GAME . 
AROUND AS 3 PEOPLE CAN

MACHINE IS THAT WE ARE

PLAY AT THE SAME TIME! 
PLUS, WITH 14 DIFFERENT 
CIRCUITS TO CHOOSE 
FROM, THERE'S ALWAYS A 
NEW CHALLENGE! BUT THE 
BEST THING ABOUT THIS

GIVING IT AWAY! SO PUT 
YOURSELF IN THE DRIVING 
SEAT AND CALL NOW!

WIN AN AMIGA 
500 SYSTEM!

0Œ  404633

POCKET THIS 6 FOOT

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.



JEUX SANS FRONTIERES!

are
French games

Come on, you know what we mean. When was the last time you loaded up a 

French game and didn’t have to look twice to check you hadn’t accidentally
been warped into the sixth dimension? Gallic eccentricity, or just the fact
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France is famous for a lot of things: wine, cheese, 
berets, stripy t-shirts, Citroens, Plastic Bertrand, 
boules... and weird computer games. In fact, the 
words ‘French’ and ‘weird’ go hand in hand when it 
comes to gaming. You simply won’t see one 
without the other. It’s not just in the surface details 
that they’re weird, either. Even after you’ve stripped 
away all the psychedelic colour schemes, wacky 
plots and naked ladies which adorn most French 
games and could (just about) be dismissed as the 
products of over-fertile imaginations, they still 
seem to be permeated by a deep-down weirdness 
that defies accurate description.

But we’ve all played plenty of French games, 
so you know what I’m on about. What we don’t 
know is why they’re so strange. The world of 
software seemed such a sane and predictable place 
before the French arrived on the scene...

O

that French programmers are all 
completely bonkers?
Jonathan Davies 

was told to find out.

So just who is
responsible?

There are four big names when it comes to French software 
houses (plus a number of smaller ones we only see something 
of every so often).

Infogrames have been around for donkeys years, and 
have struck it big on a number of occasions with their high- 
profile strategy games (Sim City, North And South), the odd 
puzzler (Tetris et al) and a select few ‘ordinary’ arcade things 
(like Metal Masters). Their logo is an armadillo.

Ubi Soft, on the other hand, tend to take care of the 
action side of things. While you’d be hard-pressed to come up 
with the names of more than one or two of their games 
(remember Jupiter’s Masterdrive, Ranx or Brain Blasters, 
anybody?), they’ve come up with a number to be grateful for 
too (Pro Tennis Tour 2, for example).

Titus go back a long way (right back to Crazy Cars, in 
fact), and also mainly stick to what they’re best at - arcade
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games. Some of them have been pretty 
ropey (erm, Knight Force?) but there’s 
plenty of wheat amongst the chaff (you 
can’t go that far wrong with Prehistorik or 
Battlestorm too, say).

Finally there’s Loriciel, a multi­
talented bunch whose varied output 
ranges from puzzle games to battleship 
simulators (check out Quadrel, ADS, 
Super Skweek and Tennis Cup amongst 
recent-ish releases) with nothing 
approaching a discernible theme running 
through them at all.

Finally, if you’re going to be pedantic, 
you could also include the Paris-based 
Disc Company (the new Activision people) 
but since new Activision product (mainly 
developed in the UK) shows little to no 
immediate sign of becoming overtly 
‘French’ we’ll let them off for the time 
being. Both Virgin and Ocean have French 
arms to their companies too - the Virgin 
lot have never had a product released 
over here to the best of my knowledge 
(which makes me suspect them of at least 
a degree of weirdness) while Ocean 
France tend to come up with high profile 
arcade conversions, most recently the 
excellent Toki.

And then, beavering away behind the 
scenes, we mustn’t forget the smaller 
French programming teams and 
publishers who write stuff and only 
occasionally get it published over here 
(often through UK software houses). 
Delphine is the only one I can think of at 
the moment (Operation Stealth, Cruise for 
a Corpse) but there are probably lots of 
others too. Like Linel for instance, which

I’ve just remembered too.
There’s one thing they’ve all got 

in common though - they’re all 
completely loopy.

Getting to 
the heart of 

the matter
I decided to phone Dominique Cor 
at Infogrames.
Me: Hello. Why are French games weird? 
Yours in particular.
Dominique: Good question. You see, 
we’re a French company, which means 
we’re primarily writing games for French 
people, and the French market is a 
completely different kettle of fish to the 
British one. French kids simply aren’t into 
the shoot-’em-ups that you British seem to 
find so fascinating, so we have to look 
elsewhere for inspiration. And that means 
trying out new styles of games which 
could, at first glance, be mistaken for 
being weird.
Me: Hmm. So does this policy seem to 
be working.
Dominique: Well, in France they go a 
bundle on it, and the Germans lap it up as 
wefl. (They’re a bit weird too.) But 
admittedly we are having a few problems 
getting the message across in the UK, 
where some of our weirder games don’t do 
as well as they otherwise might. We’re 
making progress, though.

CONTRIBUTORY FACTORS

France borders with Belgium.

¡lation of France dropped on 
few things which may well

5 so dippy:

SOME FAMOUS (AND SOME NOT-SO-FAMOUS) FRENCH GAMES
NORTH AND SOUTH
Publisher: Infogrames 
Released: Late 1989

In theory: A wargame. Yikes. It’s the 
Confederates versus the Yankees battling 
for control of the USA. You’ve got to move 
your armies around, keep them supplied 
and think up strategies. There are some 
arcade sequences too, where you’ve got 
to attack trains, take forts and fight battles. 
But, erm...: The whole thing’s so totally, 
utterly wacky it’s untrue. It’s based on a 
cartoon strip, and it shows. The graphics 
are absolutely hilarious - superbly drawn 
and animated. And the same goes for the 
sound (apart from the ’drawn and 
animated’ bit), which is a continuous 
barrage of silly effects. It’s one of the only 
genuinely amusing games ever - nothing 
like a wargame at all - and brilliant fun to 
play even if you haven’t a clue what the 
hell is going on.
WEIRDNESS FACTOR: 100

JUPITER’S 
MASTERDRIVE 
Publisher: Ubi Soft
Released: Early 1991

In theory: A Supercars-style driving game, 
where you look at the course from above 
through a scrolling window. You race 
against two other cars, which can be 
bumped into or shot at to give you the 
edge. Extra fuel, ammo and so on can be 
picked up along the way, as can credits 
which can be redeemed in a shop 
between levels. Smooth graphics and 
pretty good fun all round.
But, erm...: ’‘Jupiter's Masterdrive”? And all 
the courses are rather odd-looking, too.

They’re supposed to be on the moons of 
Jupiter, you see, but that (weird though it 
may be) is no excuse for their very peculiar 
design. And the green alien who runs the 
shop and drums his fingers if you spend 
too long there? Weird.
WEIRDNESS FACTOR: 100

CHESS SIMULATOR
Publisher: Infogrames
Released: Mid 1990

In theory: A simple, straightforward chess 
game with all the normal features you’d 
expect to find: 2D/3D views, various 
difficulty levels, help if you need it, learning, 
lots of technical things like openings 
libraries and ELO ratings... Surely not even 

the French could come up with a weird 
chess game.
But, erm...: They have! (It was only to be 
expected, I suppose.) Who on earth did 
they sample the speech from? He sounds 
like the bad guy out of a James Bond film 
after a heavy night on the vodka. And the 
chess sets are very odd indeed. The African 
and Indian ones are quite weird enough, 
but the ‘nuts and bolts’ one really takes 
the biscuit.
WEIRDNESS FACTOR: 100

ALPHA WAVES
Publisher: Infogrames
Released: Mid 1991

In theory: There’s nothing even vaguely 
sensible about it at all.
But, erm...: There’s nothing even vaguely 
sensible about it at all. It’s actually been 
designed from the outset to be weird, as if 
to say ‘Well, if you thought all those were 
weird...’ Even the instructions have trouble 
describing it, babbling on about New Age 
experiences and virtual reality. But what 
chance do they stand when the game’s 
supposed to stimulate your brain with 
various combinations of colours which are 
meant to reflect your mood? At its heart is 
a series of 3D rooms filled with platforms 
which you have to bounce around, crystals 
to collect and baddies to avoid. Unless you 
want to play it in ‘emotion mode’, that is, 
where you can forget about the crystals 
and things and just bounce around. It’s 
even more boring than it sounds.
WEIRDNESS FACTOR: 100
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FRENCH INSTRUCTIONS - 
THEY’RE PRETTY WEIRD TOO

■ f you’ve ever read the manual to a French game you’ll know 
I what we mean. Even allowing for the eccentricities of your 
average French-to-English translator, they’re very odd indeed...

‘Millions of spectators come every year to plunge themselves into 
the vicious atmosphere of Jupiter and watch the numerous 
qualification trials organised in sight of the grand finale...’
- Jupiter’s Masterdrive, Ubi Soft

‘Always available and extremely performing, Chess Simulator is 
the ideal partner which promises to guide your talent on the path 
of the Grand Masters.’
- Chess Simulator, Infogrames

‘You are an impossible young man, a true game cock.’
- Disc, Loriciel

‘One unique feature of this game is the use of the corners of the 
well to create new shapes from the old shapes. When a piece is 
wrapped round a corner, its segments go in a direction appropriate 
for the wall that section is on, until one segment hits an 
obstructing piece. If obstructing pieces are very close to the 
corner, this can result in the parts of the piece overlapping each 
other, making a smaller piece out of the original piece.’
- Welltris, Infogrames

Me: Right. Erm, bye then. 
Dominique: Bye.

I’m a bit crap at phoning people up 
(as you can probably tell). Fortunately I 
think Dominique probably speaks for the 
whole French software industry there, so I 
didn’t feel I needed to call anyone else.

France certainly is a completely 
different market. If you’ve ever checked 
out a French shopping precinct you’ll have 
noticed a complete lack of (or certainly 
less of) all the things British people 
generally regard as ‘culture’. You’d have to 
search long and hard to find a Turtles 
poster to stick on your wall, for example.

Instead, French people spend their 
spare francs on what they call ‘bande 
dessins’ - cartoon strips. These come in 
big hardback books, a bit like Tin Tin ones, 
and feature comic characters like Gaston 
and Boule et Bill, and serious tough-guys 
like Buck Danny and Tanguy et Laverdure 
(who fly Mirages). They’re brilliant, but in a 
very weird sort of way. (And of course 
they’re all in French.)

The thing is, though, that French 
games and French comic books have a lot 
in common. The big, epic graphic 
adventure games such as BAT and 
Delphine’s games are done in a similar 
style to the action cartoons, while the 
really outlandish arcade games, like Super 
Skweek and Prehistorik, bear an uncanny 
resemblance to the more comicy ones. 
And as the books have been around a lot 
longer than the games, I think its fair to 
say that the latter are heavily influenced by 
the former. Indeed, some games are 
directly based on comic books - just look 
at North And South or Ranx (but grab hold 
of a good, solid piece of furniture first).

Hurrah! I think we might actually be 
getting somewhere.

While sifting through the large pile of

Okay, so 
French 

games are 
weird

French games from which I picked the 
ones featured in this article, I noticed 
something else. Apart from being weird, 
they’re all, almost without exception, 
extremely good. It’s true! Okay, so the 
French may have come up with the odd 
crap puzzle game, and when they try a 
bog-standard driving game or something
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FIRE AND FORGET
Publisher: Titus
Released: Late 1988
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In theory: An ordinary driving game. Well, 
quite ordinary anyway. You pick a warzone 
and then drive through it, shooting 
anything that gets in your way and 
watching out for tanks and helicopters. 
You may start running out of fuel, but as 
usual the enemy have had the foresight to 
leave handy fuel tanks lying around for 
you to pick up. It’s pretty good fun 
and everything...
But, erm~4 The game’s littered with 
unnervingly bizarre sound effects, and the 
choice of colours is as odd as ever (mostly 
purple). And there’s this strange two- 
player mode, where player two flies this 
sort of plane thing. It makes the 
helicopters less of a problem, but looks (as 
I said) strange. As if the one-player mode 
isn’t weird enough as it is.
WEIRDNESS FACTOR: 100

SUPER SKWEEK
Publisher: Loriciel 
Released: Mid 1991

In theory: A ‘cute’ game, where you’re a 
fluffy yellow thing who jumps around 
changing the colours of tiles. There are 
traps to avoid, baddies to kill, bonuses to 
collect and all the other features normally 
found in this sort of thing.
But, ernuu The French obviously equate 
‘cute’ with ‘weird’. (And everything else 
with ‘weird’, for that matter.) So expect 
more ‘Er..?’ than ‘Aahh...’. You’re meant to 
be rescuing ‘beautiful Skweekettes’ for one 
thing. And, while the first few levels are 
reasonably sane, things quickly degenerate 
into a chaotic free-for-all, with monsters 
leaping at you from all sides, platforms 
crumbling away underneath you and fried 
eggs suddenly appearing out of nowhere . 
It’s enjoyable, slightly repetitive and 
unquestionably French.
WEIRDNESS FACTOR: 100

DUCK TALES
Publisher: Disney Software/Titus
Released: Mid 1990

In theory: A prestigious cartoon tie-in, 
where you take control of Scrooge McDuck 
and chums in an attempt to collect collect 
as much money as possible and become 
Duck Of The Year, a title also sought by 
Flintheart Glomgold who’s trying to beat 
you to it. This means picking destinations 
from a map of the world, flying to them (a 
simple sideways scroller) and then playing 
one of three or four mini-games at 
each one.
But, emu: There are plenty of ‘unusual’ 
touches graphic-and sound-wise, but that’s 
nothing. Weirdness or simply crapness, I’m 
not sure, but the unbearable amount of 
disk accessing that goes on in between - 
and even during - each section turns the 
whole thing into a bit of a disaster. They 
must be qua... (Snip! Ed)
WEIRDNESS FACTOR: 100

BAT
Publisher: Ubi Soft
Released: Late 1990

In theory: You’re an agent who’s been sent 
to Selenia to stop it from being blown up 
by a baddy called Vrangor. That means 
visiting various locations, each with its own 
picture from which you can select things to 
‘interact’ with. You can talk to other 
characters, use machines and even have a 
crack at flying the Drag (a plane thing). To 
assist you you’ve got a computer stuck 
onto your arm, which can be programmed 
to do lots of useful things. A pretty 
ordinary graphics adventure, then, by the

SIM 
Publii
Relea*

sound of it.
But, erm...: Not so. As well as the typically 
French graphics and undeniably weird 
atmosphere, the game also features such 
oddities as a ‘love meter’ (ahem). It’s also 
extremely complicated, and masses of 
work obviously went into it.
WEIRDNESS FACTOR: 100
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(presumably in an attempt to appease the 
British) it usually ends in disaster. But 
when they’re in their element, French 
programmers are very good indeed. Let’s 
face it: if I’d taken a similar random cross­
section of British games, 90 percent of 
them would have been absolute tripe.

There just seems to be a lot more to 
a French game. I’m speaking very 
generally here, of course, but while the 
British seem content to chuck a few

e

rd,

spaceships, sideways-scrolling terrain and 
platforms together and call them a game, 
the French go to a lot more trouble, adding 
long introductions, plenty of atmospheric 
graphics and sound and masses of detail 
which you slowly discover as you get into 
the game. The result is that you feel that

e your Amiga is being stretched rather than 
pampered, and - more importantly - that 
your money’s been well spent. (American

CONTENTS OF A 
TYPICAL FRENCH 
GAME
A 63ft-long leopard called 
Jean-Luc.
Several purple-skinned, 
bare-breasted women. 
Sampled sound-effects of 
somebody pouring tomato 
ketchup down a 
disused mineshaft.
A road cone which sings the 
Marseillaise when you stand 
on the lip of it.

games tend to be similarly intricate, but 
they’re all a bit, well, American.)

What’s happening? I’m meant to be 
going on about French games being weird, 
and here I am saying just how good they 
all are.

French games are weird, that’s for 

So what 
have we 

discovered 
exactly?

sure. And the real reason is that it’s just 
the way the French are - weird. Well, 
maybe not ‘weird’, exactly, just a bit, urn, 
okay-weird.

So, that’s that then. I’m going to have 
a nice, quiet lie down now, while you have 
a bit of a think about the future of British 
games in Europe. Are they going to have 
to become weird too, for example? Will we 
eventually have to wave goodbye to the 
bloke-walking-along-shooting-things 
game, the little-people-wandering-around- 
isometric-landscapes game, and all our 
other favourites?

Or will we eventually manage to wear 
them down with an endless stream of 
nigh-on identical shooty-shooty games? I 
find myself having come along to gently 
mock the French way of doing things, and 
have ended up actually rather enamoured 
by their individuality. Oh dear. Things 
never seem to work out quite the way you 
thought they were going to, do they? Oh 
well, c’est la vie.

French developers, 
defend yourselves!

SIM CITY
Publisher: Infogrames
Released: Late 1989

THE TOYOTTES
Publisher: Infogrames
Released: Mid 1990
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In theory: The game that launched quite a 
lot of similar games. It’s the original ‘build a 
city’ game where you’ve got to start off 
with a collection of mud huts and develop 
them into a throbbing metropolis, 
complete with industry, commerce, police 
and fire services and a transport network. 
Depending on your mood, you might want 
to treat your population to an airport, a 
stadium or a nuclear power station. 
Load it up and you probably won’t even 
blink for a week.
But, emu: The weirdest thing about it is, 
it’s not actually weird in the slightest. From 
start to finish, absolutely nothing weird 
happens at all. Weird, eh? (Of course, the 
fact that Maxis, the American developers of 
the original PC version, aren’t even slightly 
French might have something to do with it). 
WEIRDNESS FACTOR: 0

In theory: You, Cyprian, have got to rescue 
the king’s son who has disappeared while 
out playing with his ball.
But, erm*»: You’re a rat. And so’s the king. 
And everyone else for that matter. Apart 
from all the baddies, that is, who come in 
all manner of weird, French shapes and 
sizes. It’s another cartoon tie-in, you see, 
so the flood gates are opened for a deluge 
of gratuitous wackiness. Bump into a 
monster and you and it will disappear into 
a cloud of smoke, in which all you can do 
is press fire and hope for the best. Clamber 
into a pipe and you’ll crawl along it, making 
a little bump in it and a scraping sound. 
The game’s packed with brilliant animation 
and silly sound effects, making it ludicrously 
playable. For about ten minutes, anyway, 
after which it gets ludicrously boring.
WEIRDNESS FACTOR: 100

It’s not really fair to say all this without allowing some of the 
French software house a right to reply though, is it? Being a 
bit too scared to ask them if they thought their games were 

weird or not, I instead put it to them that there might be a few 
subtle, urn, ‘differences’ between Gallic software and the stuff 
you get in the rest of the world...

‘I would say that we are making the best software in the 
world, and that’s because we’re French, ha ha!
What, you want the real answer? Okay, well, we tend to try and 
write a different sort of game from straight shoot-’em-ups, and 
while sometimes they work at other times they’re not as 
successful as we’d like them to be. Games like Alpha Waves are 
very different from most things you get in the UK market - 
perhaps too different. English games players tend to like on the 
one hand simple games like shoot-’em-ups, and on the other 
hand quite heavy and involved strategy things. There isn’t a lot 
in the middle area between these sorts of games though, and 
that’s where we tend to fit.

‘Also, in the UK game players tend to read lots of 
magazines and know exactly what they want - they’ll go into a 
shop with one product in mind, buy it, and then head straight 
out again. They won’t take a risk on the more unusual products, 
or things they’ve never heard of, which can get a bit frustrating 
for us.’
Dominique Corr 
Infogrames

‘Okay, so we’ve made our mistakes in the past, as everyone 
has, but now I think we’re producing some very high quality 
products. We’re currently running a series of conferences - 
mainly in France - where we invite people who’ve bought a Ubi 
Soft product before to come along, take a look at things were 
developing, and then make the modifications they suggest. 
Games that do well in the conferences tend to do well in the 
market place - BAT, for instance, was received very well and 
has been a bit hit for us, whereas one we had called Joe The 
Monkey which got a big thumbs down and hasn’t been heard of 
since. I would agree that certain sorts of game do well in certain 
territories, but generally a good game is a good game is a good 
game. A high quality product will generally do well anywhere.’ 
Duncan Lowthian
Ubi Soft

‘In the UK people tend to like shoot-’em-ups a lot, some 
adventure games, and in general games with a very high 
standard of graphics - what they don’t seem to go for so much 
are puzzle games. I tend to get the impression there isn’t 
enough action In them - they’re too boring for you. Me, on the 
other hand, I like puzzle games - but then I’m a girl, so I would, 
wouldn’t I?

‘What? Have we got any good games coming up? Well, 
there’s one called Baby Joe that a lot of people seem to really 
like. You control a really cute little baby - he’s got to find his 
bottle and eat lots of food, but when he does he has to go wee 
wee, and then his nappy gets really full so he can’t run any 
more. It’s a hilarious game.’ 
Emmanuelle Kreuz
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Yeah, we play games 
but we take 'em seriously!

Want to know a secret?
We blow the lid on the tricks and techniques 
that are used to create into a game 
with top-class graphics

Make a hard decision!
We put A500 hard drives to the test and 

help you decide which to buy

Are you making the 
most of your machine?
Harness the hidden power of
CLI with our new Beginners' series

Does it feel real?
Find out what the experts think of sims

Why are you STILL 
using a mouse?
How an alternative input device 
can improve your work

PLUS latest news of the Amiga scene (including an in-depth report on the upcoming World of 
Commodore show), the best reviews of everything that's new in games, serious software, hardware and PD 
software, and lashings of advice and help in our Workbench and Gamebusters sections.

Which is what makes Amiga Format the most exciting mix of everything for the Amiga, every month. 
Don't miss it!

SCHIZOPHRENIA UNLEASHED!
ISSUE 28 ON SALE THURSDAY OCTOBER 10TH £2.95

The world's best-selling Amiga magazine1 
Britain's best-selling home computer magazine1 

Reviews that the computer industry trusts the best2

1 ABC audited circulation 115,158 Jan-Jun 1991
2 Voted No 1 magazine aiding stocking decisions. Computer Trade Weekly Dealer Survey 1991



GAME REVIEWS DINO WARS + GEISHA

This month, budgies start on page 88, PD on 
page 93 and full price games below - not 
forgetting, of course, POWER'S first ever 
hardware review, just across the way...

A
M

IG
A

 PO
W

ER
 OCTO

B
ER

 199
1

DINO WARS
Publisher: Magic Bytes 
Price: £25.99
Authors: DigiTek Software 
Release: Out now

Dino Wars is set (approximately) in 
the year 160 000 000 B.C, concerning 
itself with two particular groups of 
dinosaurs who happened to be around at 
the time, the plot enlightening its reader to 
the fact that each group has just 
kidnapped an important egg from the 
opposing side. As can be imagined, both 
parties are more than a little miffed and 
hence decide to get their own back on 
each other by, yep you guessed it, having 
a game of chess.

And here’s where you, and possibly a 
friend, come in. The actual gameplay 
takes place chess-like on a chequered 
board, but with a number of notable 
differences from the traditional game. And 
here they are (in a long list). In preference 
to moving tacky wooden pieces around 
(where you have to use a piece of Lego 
because you’ve lost one of the Knights), 
little animated dinosaurs are played with 
instead, naturally with the obligatory 
restrictions on movement patterns. The 
game can be won in either of two ways - 
by killing off all the opponents (when two 
pieces meet, an arcade style beat-’em-up 
takes place putting you in the hot seat), or 
alternatively (and far more strategically) by 
recapturing your egg from the opposite 
side of the playing area. Additionally the 
game can be played in ‘turns mode’, 
where each player takes it in turns, or the 
somewhat less polite ‘simultaneous mode’ 
when the other player doesn’t have to wait 

o Playins chess with dinosaurs? It sets a lot 
stranger in Dino Wars.
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for you to move, and therefore the game is 
far more frantic. And finally it is possible to 
alter the board so that rivers, mountains, 
volcanoes, mud and so fourth appear on 
the playing area which only certain pieces 
can cross.

Well, that’s the facts down on paper, 
but how will you know if it’s any good? 
Hmmm, a bit of a tricky one that. I know - 
you can ask me. Well, firstly a word about 
the beat-'em-up part. It’s not very good, 
as lack of moves (each dinosaur has an 
unique three) means that little skill is 
needed at all. More moves would in all 
likelyhood have been too confusing 
perhaps, but just three make things far too 
boring - it’s a bit of a no win situation I’m 
afraid. Nice graphics, though.

Basically, once you’ve played one 
game in each of the different modes 
available, glanced through the 
enlightening encyclopedia screens and 
fiddled around with the box for a while, 
you’ll probably have discovered all the 
game has to offer, and will be severely 
disappointed. It’s no fault of the 
programming, just the fault of the over- 
simplistic game design which fails to be 
simplistic AND addictive. Call it a cliche, 
but at budget, perhaps, it might be alright. 
At full price? Not on your nelly. • 
RICH PELLEY

THE BOTTOM LINE
A board-type game, with 1 F 
dinosaurs, but with far too fl £ 
little substance to it. A few U 71 £ 
goes and you’ll be bored. ■ W

GEISHA
Publisher: Tomahawk 
(Electronic Zoo)
Price: £25.99
Authors: Coktel Vision 
Release: Out now

PHWOOAAAAAR! Where would we 
be without sex, eh? We wouldn’t, it’s as 
simple as that. After evolution, sex is the 
oldest trick in the book, so to speak, and 
yet certain sections of society still find the 

subject embarassing or distasteful or 
offensive even. So for their benefit: sex, 
sex, sex, sex, sex.

The French aren’t so coy about sex, 
that’s for sure. They love it. They seem to 
have so much sex it’s coming out of their 
ears. And any left-over sex, it would seem, 
has been used to create ‘top’ home 
computer software such as Emmanuelle 
and now Geisha.

As far as the dictionary’s concerned, 
sex doesn’t actually come into the 
repetoire of a Geisha (she only sings and 
dances for entertainment apparently). But 
of course, we don’t believe that for a 
minute - and why should we when this 
Geisha's sold in a brown-paper-effect box 
with a bright red ‘XXXX ADULTS ONLY 
XXXX’ stamp on it? Hubba hubba.

The Top Quality plot behind Geisha 
concerns a young lady called Eve. She’s 
been kidnapped by the Lustful Dragon and 
will die after “repeated orgasms” if he has 

Here it is, an almost non-titillating screen 
from the quite atrocious Geisha.

his wicked way. He’s more than welcome 
to her as far as I’m concerned. He didn’t 
have to play this crap to get his claws into 
her in the first place.

Geisha turns out to be a dull, dreary, 
and very limited mouse-driven adventure 
with a user-interface so poor that it’s more 
embarassing (or offensive even) than the 
subject matter. Apart from bucketloads of 
weak innuendo to read, the player also 
gets to see handfuls of badly drawn or 
digitised bare breasts, snatch glimpses of 
girls’ ‘other bits’, and play five banal 
arcade ‘action’ sequences (these include a 
‘sexy’ version of Mastermind in which a 
naked young lady caresses a ‘hologram’ of 
your good self, a ‘sexy’ shoot-’em-up 
called - this gets me every time - 
‘Penetration’, a ‘sexy’ card game known as 
‘Erotic Fight’, and a ‘sexy’ Strip variation of 
the Scissors-Paper-Stone theme).

This so-called adventure is more 
linear than ... something appropriate which 
springs to mind. Geisha’s just one long 
hard slog with far too many delays - now 
the Real Thing might be all the more 
enjoyable if it was like that, but sadly the 
same doesn’t hold true for computer 
entertainment. A more tongue-in-cheek 
approach would have helped the game - 
but not much. Anyone that desperate for 
sexual satisfaction should have a bash at 
a more productive pasttime and splash out 
elsewhere. 'GARY PENN

THE BOTTOM LINE
Geisha's about as user-friendly and sexy 
as a rotten anchovy - or Wendy James
(and she’s rubbish so you get 
the idea). Basically, it’s not 
naughty or nice by any 
stretch of the imagination. 5

This month has seen

ive most people a gun and 
they’ll soon start 
reckoning they’re anyone 

from Al Capone to Charles
Bronson. Or at least, Colin 
Campbell did when we sent him off 
for a play with the Phazer, a new 
lightgun for the Amiga which, 
according to manufacturer Trojan, 
will add that extra realism to a wide 
range of shoot-’em-ups. Looks like 
it's time to don your spats and get 
trigger happy...

Stroll into any arcade and the 
chances are that the clattering 
games featuring heavy duty 
lightguns will have some maniac 
hanging onto them, killing little 
soldiers, terrorists or (in one 
unmemorable instance) zombies at 
a ridiculous rate. There’s little 
doubt about it that actually having 
something gun-like to hang on to 
makes a world of difference to 
many shoot-’em-ups.

Unfortunately though, when it 
comes to home computers 
lightguns have never really had the 
same impact. Owners of 8-bit 
computers like the Speccy, or 
consoles such as the Nintendo, 
have been treated to lightguns in 
the past but, on the whole, they’ve 
been too cheap and nasty to give 
the player that real gun-toting feel. 
The other great problem has been 
that the software hasn’t been there 
either - okay, so a couple of rather 
ropey Op Wolf clones have 
cropped up for each one, but until 
the publishers of ‘real’ software 
start to put a lightgun option in 
their blasters it’s hard to see them 
really catch on.

That’s a bit of a shame, 
because lightguns do provide 
rather a different, some would say 
much more directly interactive, 
experience on straight-on shooting 
games (Operation Wolf et al) than a 
mouse or joystick. For that reason, 
at least, we’ve got to greet the 
Phazer, a new Amiga compatible

Alien Pretty but limited in gameplay



TROJAN PHRZER GAME REVIEWS

desperate quest for a funny, pithy or just plain original lightgun headline, and oh dear.

TEN UP, WISEGUY
lightgun from 
Welsh 
peripherals 
manufacturer 
Trojan, with 
open arms.

So what 
do you get 
for your £40? 
Well, the gun 
(shaped in 
classic 
space-age 
style, and 
actually - J
outwardly at waYtese* 

least - the same as the one they 
bundled with the Spectrum two 
years ago) and two games which 
would normally cost around £10 
each. When you consider the price 
of a mouse or a dodgy joystick, 
this seems very reasonable indeed 
- though, of course, you must 
remember this is a lot more a 
novelty item, so you’re unlikey to 
get as much use out of it.

Quite a good thing, all told, 
because if you did decide you 
wanted to use the thing all the 
time, we fear you’d run into real 
problems. The gun is a real 
lightweight, and I can’t help feeling 
that something more substantial 
would have been a much more 
attractive proposition. This cheap 
feel seems to betray the machine’s 
basic structure too for, after 
extensive play, the trigger on our 
model started to stick.

shooting

affair, and 
Orbital 
Destroyer, 
which 
involves

space ships 
which move 
mysteriously 
around on 
screen.
Skeet Shoot 
is by far the 
most 
entertaining 

of the two, with lush graphics and 
plenty happening. There’s a real 
feeling of aiming and firing which 
seems to be lacking in Orbital 
Destroyer, much more of an 
arbitrary exercise. You shoot away 
at the screen and every so often 
something dies, though you 
couldn’t really claim (well, not if 
you’re honest) that you were 
actually aiming at it.

Once you’ve tired of these two 
(and we don’t think that will take 
long) it’s time to move onto the 
extra games (which sell for a few 
pence under £10). By far the best, 
and almost worth buying the gun 
for in its own right, is The 
Enforcer, a gangster style shoot­
out in front of Chicago buildings. 
Here, you get to bang away at 
psycho grannies, bent cops, and of 
course bloodthirsty mobsters.

As is usual with these affairs,
With a range of about four feet 

(meaning it’s fine if you’re sitting 
at your desk, but useless for 
across the room jobs) the gun is 
extremely accurate, but this seems 
to have been achieved at a price - 
every time you fire at the screen it 
flashes white for an instant (so the 
computer can work out where the 
bullet landed). This is something 
that happened on the Speccy 
version too and was a real pain - 
it’s not quite so bad here, but the

the length of game depends on 
your depleting energy rating, and 
this will slip away rapidly if you 
start killing any of the innocents 
who pop up. It’s all frantic stuff, 
and kept the more violent members 
of the AP team amused for hours 
on end.

A good deal less atrractive is 
Aliex which, despite being the 
prettiest of the bunch, is by far the 
most limited. Jungle or desert 
based monsters crop up, and the

situation is 
still less than 
ideal.

So what 
about the 
games? 
Well, inside 
the box 
there’s Skeet 
Shoot, a 
straight clay
pigeon Orbital Destroyer, Not really a great
boshing introduction to the gun, it has to be said

backdrops are 
very 
Psygnosis, 
but the 
baddies are 
so big that 
they’re far too 
easy to hit, 
and it all 
becomes a tad 
tedious. Just 
about all 
these games 
have been

developed exclusively in-house by 
the Trojan team, and they’re the 
first to admit that the capabilities 
of the lightgun have yet to be truly 
tested. As you read this, various 
top software publishers are being 
wined and dined in an effort to 
persuade them to develop Trojan 
compatible blockbusters, though 
there’s been no firm takers as yet.

Which all leaves us with a 
fairly vague conclusion. While this 
gun will hardly get you all excited 
about lightguns (if you’re not 
already, of course), it could 
become very different if some 
interesting software starts to crop 
up for it. Boring, I know, but to find 
out if it’s a success or a failure 
we’ll simply have to wait and see 
what support it gets.
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P U B LI C  A P O L O G Y
M. D.  Offi c e  S u p pli es  w o ul d  li k e t o a p ol o gis e  t o all its c o m p etit ors  i n t his m a g a zi n e.  As  

e v er  w e  s h all b e  off eri n g  dis k ett es,  st or a g e b o x es  et c.  at  si m pl y i n cr e di bl e pri c es.

H O W  A B O U T  T H E S E  T W O  A M A ZI N G  O F F E R S

O F F E R  O N E
8 0  D o u bl e  Si d e d,  D o u bl e  D e n sit y,  

8 8 0 K  3. 5"  Di s k s

P L U S

8 0  C a p a cit y  B A N X  

St a c k a bl e  Di s k  B o x

O N L Y

£ 3 9. 9 5
All  di s k s  1 0 0 %  c ertifi e d  a n d  t e st e d err or  fr e e, s u p pli e d  

wit h  c ol o ur  c o d e d  l a b el s at  n o  e xtr a  c o st.  B a n x  st a c k  

h ori z o nt all y  or  v erti c all y.

O F F E R  T W O
2 0 0  D o u bl e  Si d e d,  D o u bl e  D e n sit y,  

8 8 0 K  3. 5"  Di s k s

P L U S

2  of  o ur  D el u x e  1 0 0  c a p a cit y  

l o c k a bl e st or a g e  b o x e s

£ 7 4. 9 5
All  di s k s  1 0 0 %  c ertifi e d  a n d  t e st e d err or  fr e e. 

O v er  4  milli o n  a  y e ar  s ol d,  y o u  c a n n ot  b u y  

b ett er.  Fr e e  c ol o ur  c o d e d  l a b el s s u p pli e d.  

H U R R Y!  H U R R Y!  H U R R Y!
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★
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AA L L  P RI C E S  I N C L U D E V. A. T.  A N D  C A R RI A G E

M D  O F FI C E  S U P P LI E S,  1 8  C R E S C E N T  W A Y,  O R PI N G T O N,  K E N T,  B R 6  9 L S  a

H  s  0 6 8 9  8 6 1 4 0 0  s  E

G L O B A L  C O M P U TI N G
- L u c e p o ol  L a n e,  W o o d h o u s e s,  Y o x all,  D E  1 3  8 N R.  T el:  0 5 4 3  4 7 3 1 3 1
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3. 5 ”  Dis ks  D D/ D S
e a c h

.... 3 5 p

.... 3 2 p

.... 2 9 p

.. £ 3. 9 9

.. £ 4. 9 9

.. £ 6. 9 9

1- 4 9 .........................................
5 0- 9 9 .......................................
1 0 0 + .......................................

4 0  C a p  Dis k  B o x  - l o c ki n g...
8 0  C a p  Dis k  B o x  - l o c ki n g... 
1 0 0  C a p  Dis k  B o x  - l o c ki n g.

3. 5 "  Di s k  Dri v e  

o nl y  £ 4 9. 9 9

L E A D S
N ull  M o d e m ..........................£ 3. 9 9
4  Pl a y er ...................................£ 4. 9 9
E xt e nsi o n  L e a ds ................... £ 4. 9 9
Pri nt er  C a bl es .......................£ 4. 9 9
S c art ........................................£ 7. 9 9
R. E  L e a ds .............................. £ 1. 9 9

If  it's n ot  h er e  - as k!

A mi g a ... 

S T .........

Pri nt er..  

M o nit or.

. £ 2. 9 9

.. £ 2. 9 9

.. < £ 4. 9 9

.. £ 4. 9 9

6 m m  M o us e  M at ...........

8 m m  M o us e  m at ...........

S T  R e pl a c e m e nt  M o us e.

A mi g a  R e pl a c e m e nt .....

.... £ 1. 9 9

.... £ 2. 9 9

.. £ 1 4. 9 9

J C 1 4. 9 9

U P G R A D E S

A mi g a  1/ 2  M e g  w/ o ut  Cl o c k .......... £ 2 2. 9 5

o n/ off  s wit c h ( 4 D R a m)  

A mi g a  1/ 2  M e g  wit h  Cl o c k  

o n/ off  s wit c h ( 4 D R a m)  

1. 5  M e g  U p gr a d e ................

.. £ 2 7. 9 5

.. £ 6 9. 9 5

A mi g a  1/ 2  M e g  w/ o ut  Cl o c k .......... £ 1 9. 9 5

o n/ off  1 6  C hi p  v ersi o n

A mi g a  1/ 2  M e g  wit h  Cl o c k  

o n/ off  1 6  C hi p  v ersi o n  

1 M b  T hr o u g h  B o ar d ..........

Usi n g  e xisti n g  1/ 2  M e g  u p gr a d es  t o a  t ot al of  2 M b

.. £ 2 4. 9 5

.. < £ 5 4. 9 5

C HI P S  N  SI M M S RI B B O N S

2 5 6 K xl .....
2 5 6 K x 4 .....

1 M b  SI M M S  

2 M b  SI M M S.
3 M b  SI M M S  
4 M b  SI M M S.

.........9 5 p

..... £ 3. 9 5

... £ 4 3. 0 0

.... £ 8 2. 0 0

.. £ 1 2 0. 0 0

.. £ 1 5 5. 0 0

St ar  L C 1 0 ................

St ar  L C 1 0  C ol o ur...

Citi z e n  1 2 0 D ..........

A mstr a d  8 2 5 6/ 9 5 1 2

C o m m o d or e ...........

( all m o d els)

.. £ 2. 9 9

.. £ 6. 9 9

.. £ 2. 9 9

.. £ 3. 9 9

.. £ 2. 9 9

I nt er n al 

A nti- Cli c k- B o ar d  

O nl y  

£ 1 2. 9 9

M a k es  t h e d ri v e  
r e all y  q ui et

—

Vi s a  &  A c c e s s  a c c e pt e d.  All  pri c e s  i n cl u d e V A T,  P & P  e xtr a.  Pl e a s e  c all  w h e n  or d eri n g
H

................ ... .. ........ ... .............. .................................................................... ..................... .. ............................................... .... ..



KING’S BOUNTY + CRIME DOES NOT PRV + DRRKMRN

KING'S 
BOUNTY
Publisher: New World 
Computing
Price: £25.99
Author: Michael Sean 
Clement
Price: £25.99 
Release: Out now

Oh no, not another one. I’m an awful 
long way short of being the world’s biggest 
fan of these D&D fantasy role-playing 
things, so after Death Knights Of Krynn I 
was less than thrilled to get this one to 
review as well. Imagine my surprise, then, 
when I found myself spending the best 
part of the day playing it and having a 
pretty good time into the bargain. I hate to

Programming crap like this does not pay.

reviewer been closer to eating his own 
head in a state of maddened frustration 
than after two hours in the vile company of 
this pseudo-gangster yarn, Crime Does 
Not Pay.

It’s not that I think there’s anything 
wrong with doing a game based on the 
undoubted thrills and spills of a gangster’s 

life - where would the movies be without 
The Godfather or Scarface, say? - simply 
that I think making such a hopeless game 
out of such a gift of a subject matter 
should be a felony in itself.

So how does it work? Well, you are 
the head of a criminal organisation - the 
game is ‘endorsed by the Mafia’ it says on 
the box - and it’s your job to kill your 
enemies (ie just about everyone else in 
the game), make pots of money and finally 
become mayor of a major American city. 
This plot, desperately weedy as it is. takes 
you through a series of inane arcade 
sequences and unworkable ‘pick objects 
up and use them’ scenes.

The arcadey bits promise much at 
first, with some reasonable graphical 
representations of urban sidewalks, but 
get underway and you soon realise the 
horrid truth - gunplay is useless, killing 

boils down to a matter of waggling your 
joystick vaguely in every direction you can 
think of until some thug hits the deck, 
scrolling is juddery, loading is slow, 
gameplay is trashy, the manual is a mess, 
the so-called humour is fatuous, and... 
well, I’m sorry but enough is enough. I just 
can’t take any more.

No doubt you’ll be able to read a very 
similar review to this one in six month’s 
time when the game finds itself a home in 
our Oh Dear - I only hope I won’t be the 
one who has to play the darned thing all 
over again. • COLIN CAMPBELL

THE BOTTOM LINE
Pick up a thesaurus. Look up 
the word rubbish’, and then 
read the next ten synonyms. 
You’ll get the general idea.

Only 897 days left to save the kingdom. 
(The pressure's too much...)

keep bringing up the comparison, but this 
reminds me strongly of Julian Gollop’s 
Chaos and Rebelstar, mostly in its high 
level of accessibility, playability and 
presentation. Menus and stats are kept to 
a minimum, replaced by intuitive and 
logical controls and lots of action. King’s 
Bounty also boasts respectable graphics, 
a more-than-sufficient amount of speed 
and fairly minimal disk accessing, and a 
plot that’s so easy to pick up I didn’t even 
have to read the manual for the first three 
hours of playing. If you’ve ever fancied 
getting into this kind of game but have 
been put off by the sloppy, half-baked 
programming and design that D&Ders 
seem to have to put up with, this could be 
the very game for you. Really, I haven’t 
got the space to tell you about it properly, 
but trust me - if you’re anything but the 
most diehard zapping fan, you’ll love this. 
•STUART CAMPBELL

THE BOTTOM LINE
Against all my expectations, this is
actually very good indeed. For once, a
D&D FRPG has been written 
to 1991 Amiga standards, and 
its bloody good fun. Why not 
give it a try?

CRIME DOES 
NOT PAY
Publisher: Titus 
Price: £25.95
Authors: Corinne and 
Alexander Yarmitsky
Availability: Out now

By rights, this review should have 
been written from within the safe confines 
of a mental institution, for never has your

Yet another B-movie has its mediocrity captured on the Amiga...

DARKMAN ■
Darkman - The utterly mindless scrolling smash-their-faces-n sequencePublisher: Ocean

Price £25.99 
Authors: Mick West, James 
Clarke, Jonathan Dunn 
Release: Out now

I
n which Ocean, with a number of 
major licences due in the run-up 
to Christmas, bung out what’s 

hopefully the last in their series of 
dodgy movie-related runaround 
things - a series which has included 
some of Ocean’s poorest games in 
recent memory (Total Recall, Navy 
Seals, Nightbreed etc etc). Darkman 
takes the usual route, being 
composed of a number of sub-games 
all bearing some resemblance to a 
sequence from the movie, none great 
games in their own right, but 
hopefully all combining to make 
something reasonably entertaining. 
Of course, normally this approach 
fails miserably, but Ocean 
(particularly) have tried it so many 
times by now, they must be getting 
good at it. Right?

Right! No, sorry, only joking. 
Darkman surprises no-one very much

Darkman leaps across tall buildings in a 
single bound, while up above the bad guys 
do their very best to gun him down.

by being yet another spectacularly 
mediocre collection of 
inconsequential little snippets of 
arcade action which could have been 
from any of a thousand games were it 
not for the main sprite being a movie 
character. The biggest and most 
complex segments of the game 
involve, basically, running along the 
screen battering the fire button 
incessantly in order to punch and 
kick the swarms of enemies (two 
different sprites to choose from!) out 
of the way. Calling it a beat-’em-up, 
though, would be an insult to even 
the poorest of beat-’em-ups, because 
as long as you keep pummelling 
away on the fire button, the bad guys 
simply can’t get near you. The only 
complicated strategy you have to 
master is to get all of them on one 
side of you as they appear on screen, 
then just stand still and biff away as 
they line up to come at you. No 
matter how many there are, all will 
fall prey to your lightning fists.

Things only get worse in the 
intervening stages, where you have 
to take pictures of your enemies at a 
window (via an Op Wolf-ish sub-game 
not unlike the ones in RoboCop), in 
order to gather enough information 
to make yourself a disguise for the 
runny-punchy levels. The disguise 
stops the baddies from trying to hit 
you (big deal), but runs out after 
about 10 seconds or so anyway, 
making it a complete waste of time. 
Escaping from these first few levels 
(the second ‘proper’ level is lengthy 
and slightly tricky, and sends you all

Inferior Op Wolf 
is the order of 
the day in this 
dreary Darkman 
sub-game 

the way back to the start when you 
lose a life) brings you to the rooftop 
helicopter chase sequence, where 
you’re chased across some rooftops 
by a helicopter (so no surprises 
there). This calls for even less skill 
than the levels before, as all you can 
do is run along trying to avoid the 
huge bombs dropped by the chopper, 
the explosions of which blow you off 
the top of the building if you get even 
remotely close to them.

It was around this point that I got 
completely fed up with suffering such 
lazily-designed rubbish and 
consigned the game to the ‘never-to- 
be-seen-again’ drawer, but those of 
you with lots of time on your hands 
who can be bothered to play a bit 
further will find, largely, more of the 
same in the later levels, with the 
exception of a neat and imaginative 
‘driving’ sequence, where Darkman 
hangs from a rope underneath a 
helicopter and has to dodge the 
oncoming traffic by swinging around. 
Neat though this is, it isn’t worth 
putting up with the rest of this feeble 
mediocrity of a game for. •
STUART CAMPBELL

THE BOTTOM LINE
Good graphics, bad sound, and terminally 
ugly gameplay - it’s Another Duff Movie 
Game. I’m afraid, based on another of 
Ocean’s fairly duff choice of movies. (Oh,
and the documentation is a 
disgrace, too). One more 
great reason to look forward 
to Christmas. 59 C-5
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S MOST POWERFULL*

A2000 VEWS’lfäN STILL ONLY

YOU THE POWER TI©  FREEZE MOST ANY PROGRAM. THEN YOU CAN

JUST LOOK AT THE UNMATCHED RANGE OF FEATURES

PLUS A MACHINE CODE FREEZER MONITOR WITH EVEN MORE POWER

/ /// //I///

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND.
FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324

"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!!
C 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!!
v 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.
O 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 ail 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.

C SAVE THE ENTIRE PROGRAM IN MEMORY TO DISK
Special compacting techniques enable up to 3 programs to fit on one disk. 
Now saves directly to disk as Amiga Dos • reloads independently of the 
cartridge - even transfer to hard drive! Works with up to 2 Megs of Ram - 
even 1 Meg Chip Mem (Fatter Agnus).
t 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.
C IMPROVED SPRITE EDITOR
The full Sprite Editor allows you to view/modify the whole sprite set 
including any attached sprites. RANGE OF IMPROVED FEATURES.
C VIRUS DETECTION
Comprehensive virus detection and removal features to protect your 
software investment. Works with all presently known viruses.
C SAVE PICTURES AND MUSIC TO DISK
Pictures and sound samples can be saved to disk. Files are saved 
directly IFF format suitable for use with all the major graphic and music 
packages. Samples are displayed as screen waveform.
L 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! 
t RESTART THE PROGRAM
Simply press a key and the program will continue where you left off.
C FULL STATUS REPORTING
At the press of a key now you can view the Machine Status, including Fast 
Ram, Chip Ram, RamDisk, Drive Status, etc.
C POWERFUL PICTURE EDITOR
Now you can manipulate and search for screens throughout memory. 
Over 50 commands to edit the picture plus unique on screen status

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

EXPANSION PORT OF YOUR AMIGA AND

EVEN MORE FEATURES INCLUDING 80 COLUMN DISPLAY AND 2 WAY SCROLLING:-
« Full M68000 Assembler/Disassembler • Full screen editor t Load/Save block « Write String to memory • Jump to specific address • Show Ram as text O Show 
frozen picture t Play resident sample t Show and edit all CPU registers and flag e Calculator • Help command O Full search feature < Unique Custon Chip Editor 
allows you to see and modify all chip registers - even write only registers t Notepad < Disk handling -
show actual track. Disk Sync, pattern etc. < Dynamic Breakpoint handling l Show memory as HEX,
ASCII, Assembler. Decimal v Copper Assemble/Disassemble - now with suffix names
REMEMBER Al ALl 1 IMPS YOU ARE INI ERROGA1 ING 1 HE PROGRAM IN IT'S "FROZEN" SIA1 L
WITH AL L MEMORY AND REGISTERS INTAC1 - HmWwWWwM
INVALUABLE FOR THE DE-BUGGER OR JUST THE INQUISI1IVE!



bib BUSINESS + MONSTER BUSINESS GAME REVIEWS

BIG 
BUSINESS 
Publisher: Magic Bytes 
Price: £25.99
Authors: DigiTek and Off the 
Wall Productions
Release: Out now

The words ‘business’ and ‘humour’ 
make an uneasy combination at the best 
of times. So do ‘business’ and ‘simulation’. 
And ‘humour’ and ‘simulation’. So a game 
which bills itself as a ‘humourous business 
simulation’ seems, from the outset, to be 
onto a bit of a loser. Then again, the idea 
of a ‘drive along trying not to crash, game’ 
probably sounded a little shakey to start 
off with, as did the propects for a ‘game 
where you’ve got to fit coloured blocks 
together’. Perhaps Big Business is in with 
a chance after all, eh?

Well, not really. It becomes obvious 
within picoseconds of loading it that the 
‘humour’ has been flung rather hastily over 
the ‘business simulation’ side of things, 
leaving enough boring numbers and 
graphs poking through to reveal the 
game’s somewhat flimsy substructure.

I’ll start by explaining the simulation 
bit, shall I? It’s a game for one to three 
players, where each player runs a 
company (with any shortfall player-wise 
being made up by the computer). Each 
company produces the same product 
(pencils, say), but in competition with each 
other, and aims to win by making the 
biggest profit by the end of the game. This 
is achieved, as you’d expect, by juggling 
loads of statistics in your company’s 
various departments. And that’s where the 
fun starts.

To start off with you’ve got to ensure 
you’ve got enough raw materials coming in 
to supply t<ie production line. This can be 
done by buying them in or building your 
own factories, both of which require 
money which can be borrowed if 
necessary. There are also Research and 
Development budgets to play with. Other 
thrills include the possibility of spying on 
your competitors, attempting to sabotage 
them or taking them over. You probably 
could have written the whole thing yourself 
in Amiga Basic in a couple of hours.

Then there’s the humour, which is 
rather harder to put one’s finger on. I’ll 
hazard a guess and assume they’re 
refering to the graphics, laugh-free though 
they are. They’re done in a cartoony style, 
depicting each member of your 
management team with a stereotyped 
portrait - a smarmy advertising executive, 
a ‘northern’-looking production manager, a 
large-breasted, short-skirted financial

Now you can have a real spreadsheet with 
graphics, in Sig Business,

officer and so on. They’re okay, I suppose, 
but it’s not a style I feel particularly 
comfortable with. There are also a few 
nice(ish) touches (I’m desparately trying to 
look on the bright side here) like failed 
executives falling past the window and, 
urn... oh dear, I can’t think of any more.

Big Business isn’t a total dead loss -

Remember the old days, eh? The guys behind this one sure do...

MONSTER BUSINESS
Pump up the volume: our hero (we're not sure if he's man or animal) has got a glorified bicycle pump and he's gonna use it!

Publisher: Eclipse
Price: £19.99
Authors: Fabian Hammer, 
Marc Rosocha
Release: Out now

M
mm. It’s Euro-software time 
again, which - it has to be 
said - isn’t usually a time for 

celebration in the AMIGA POWER 
offices. Our continental chums 
haven’t fared too well recently, with 
manky old guff like Ghost Battle, 
White Sharks, Metal Masters, Crystals 
Of Arborea and Quadrel all receiving 
well-deserved critical savagings in 
previous issues, so when another of 
those crap floppy-sleeved boxes that 
foreign software houses seem to love 
so much plopped through the 
letterbox, there was a big fight to see 
which one of us could get to the door 
first. Not to review the game you 
understand, but to get out quickly to 
keep the urgent dental appointments 
we’d ail suddenly remembered. 
Rather unsportingly, Gary tripped me 
up with a promotional baseball bat as 
we all dashed for the exit, so I was 
lumped with the job.

The laugh’s on everyone else 
though, because - against all odds - 
Monster Business is a great little 
game. If you remember the age-old 
arcade classic Dig-Dug you’ll be well 
on the way to understanding Monster 
Business, because the basic principle 
is the same. You roam around a 
screen full of monsters, attempting to 
get on their level and pump them full 
of air, so that they eventually float 
away, balloon-like, and disappear. (In 
Dig-Dug you actually blew them up, 
but let’s not quibble about details).

The game also features at least 
one gameplay element from 
Toaplan’s recent coin-op Snow Bros, 
in that when the monsters have been 
fully inflated you can bounce them 
across the screen, whereupon they’ll 
kill any other enemies they collide 
with. When you clear all the baddies 
from a level it’s onto the next one (of 
45), and that, as they say, is all there 

the programming is well up to scratch - 
but it’s too hopelessly unoriginal to make 
any sort of an impression. If this really was 
'humourous', or could stake any claims to 
being an accurate 'simulation1, it might be 
excusable, but it’s not. In the event, we're 
only left with 'business', which never was a 
lot of laughs. • JONATHAN DAVIES

is to it. Technically there’s nothing 
impressive on show here, and while 
the graphics have lots of character 
the animation is of the distinctly two- 
frame variety (see Lupo Alberto a 
couple of issues ago for a handy 
comparison of both animation and 
movement). Musically though, it’s a 
step up from the usual continental 
stuff - professionally done, it has the 
odd halfway-decent tune to it for once 
(indeed, if you aurally squint a bit, 
you can spot a few famous pop 
classics in there).

The stand-out feature though has 
to be the gameplay. Simple, comical, 
fun and addictive, Monster Business 
plays like all the best arcade games. 
The cleverly laid-out screens increase 
in difficulty gradually but perceptibly 
as the game goes on - you always 

feel that completing them is within 
your grasp if you have just one more 
try - and just when you think things 
might be starting to get repetitive, the 
graphic style changes and different 
aliens with new capabilities appear 
on the scene. Although the 
baddies just wander around 
aimlessly and don’t actually chase 
you at all, they’re deceptively 
dangerous when you tackle them, 
and this just makes it all the more

THE BOTTOM LINE
A pretty grim affair all round, which 
shouldn’t really have left the 
drawing board. It would be 
just as effective running on a 
Psion Organiser.

galling when they - almost 
accidentally, it seems - kill you. 
You’ll quickly grow to hate the cute 
and gormless creatures of Monster 
Business, and for me that’s always a 
sign of a good game - it’s 
emotionally involving. I found myself 
sitting in the office well past going­
home time playing this, cursing and 
shouting at the little beasties on 
screen, and in no hurry to leave.

There aren’t many games which 
can keep a hard-bitten hack glued to 
his joystick when he should be 
relaxing by his own fireside in front 
of Coronation Street, but this is one 
of them. It’s not for fans of 
complexity or depth, just for people 
who remember that games are 
supposed to be entertaining. • 
STUART CAMPBELL

It may not look like much, perhaps, but 
just you just try puttins that joystick 
down once you’ve started!

THE BOTTOM LINE
A great little piece of pure arcade fun, at 
something approaching a 
respectable price. Looks like 
1992 might not be such a bad 
year for games after all.
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SECRET OF 
THE SILVER 
BLADES
Publisher: SSI/US Gold 
Author: In House
Price: £25.99
Release: Out now

Let’s do everyone a favour and be 
brief with this one. If you take everything 
said in the King’s Bounty review in these 
pages and negate it, then you’ll have a 
handy thumbnail guide to Secret Of The

The not-really-very-3D-at-all main 
movement and combat screen from Secret 
Of The Silver Blades.
Silver Blades. After an hour spent 
ploughing through the manual and the 
interminable start-up sequence, I was no 

nearer to understanding the first thing 
about this game. When I eventually got 
into it my effort was rewarded with endless 
hours (or it could have been days) trekking 
around the most tediously featureless 
landscape imaginable in desperate search 
of anything which could vaguely be 
described as action. Quite some time later 
I found an interesting-looking doorway and 
entered it, to find myself back where I’d 
just come from. Another couple of weeks 
of traipsing about, and I managed to find 
some other characters. Entering into battle 
I picked my way through the unwieldy 
control system and completely failed to 
have any fun whatsoever. Later I did some 
more event-free traipsing, cried a bit from 

boredom that was almost physically 
tangible, and went home. I'm sorry if any 
D&D fanatics out there think I haven’t 
spent nearly enough time playing this 
game, but it’s my life and it’s too short to 
waste any more of it on unadulterated 
rubbish like this. Actually that’s a lie. I’m 
not sorry at all. • 
STUART CAMPBELL
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C
EN

T

THE BOTTOM LINE
Exactly the kind of crap that the likes 
of King's Bounty will 
hopefully put an end to.
Tedious' just doesn’t even 
begin to cover it.

Just sometimes, there’s nothing quite as satisfying as utterly sadistic bone-crunching..

One of Final Fights finer points is the way that each Bad Guy’s (or gal’s) 
health is shown: the energy level and name beneath either Good Guy’s 
status relates directly to the last Bad Guy hit
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It’s not all blood and guts on the street 
At one point the Good Guys get a chance 
to total Mad Gear’s prized car.

Publisher: US Gold
Price: £24.99
Authors: Creative 
Materials
Release: Out now

I
'll tell you what - the home 
computer’s a marvellous 
invention, isn't it? It’s great.

Nowadays, the Good Things In Life 
are simulated from the comfort and 
safety of your own pad. There’s no 
need to socialise when you can put 
the real Uzi down and slap some 
heads in the front room instead.

There are times when I wonder 
just what the nation’s mothers must 
make of ail this computer fighting 
malarky. I’m sure they must find it all 
quite disturbing, what with these little 
people being bashed with fists and 

The Good Guys somehow manage to end up in a boxing 
ring. It’s business as usual though, so fight on.

feet and baseball bats - and even 
axes - on screen. Why, we could be 
breeding a race of highly-trained 
killers here through a seemingly 
innocent medium!

To be honest, I couldn’t care less. 
Look, let’s face it: the world’s no 
longer the global garden full of 
flower-pressing and skipping and 
kissing and love and stuff it once 
was. And just so long as all this 
rucking lark doesn’t extend to the frail 
old dears on the streets then it’s all 
right by me.

In Final Fight you get to smack 
hundreds of ruff ‘n’ tuff geezers in the 
teeth. There are a fair few chicks to 
punch up the bracket, too. Oh dear. 
It’s all getting out of hand, isn’t it? 
Not really, no - it’s all essential to the 
plot, which you get to see at the 
beginning in a sort of Rock-Hard 
Computer Comic form.

You see, former street fighter 
Mike Haggar has been 
elected mayor with a 
policy to clean the scum 
from the city streets. Fair 
enough, but now the 
confict’s gone up a notch
- it’s just become 
something personal. The 
city’s most ruthless gang
- the Mad Gear - have 
kidnapped Mike’s 
daughter, Jessica, who 
also happens to be 

emotionally attached to quiff-wielding 
hardman Cody and a good friend of 
his tough mate Guy. Can you guess 
what happens next?

Those are the Good Guys in Final 
Fight. You only get to play one of 
them at a time (of course) but you can 
involve a similarly inclined pal by 
getting him to join in the Good Fight 
as one of the remaining duo. (Now 
that’s a real hoot - duffing each other 
up as well as the Bad Guys).

Each of these three Good Guys 
has his own Special Move. Fat Mike, 
for instance has this hard crushing- 
and-smashing-the-opponent’s-head- 
on-the-ground move. Guy wears 
tights and skips a lot, I can tell, 
because his secret is the 'Off The 
Wall’ jump which involves spinning 
around in the air with his leg sticking 
out like some big girl. Cody’s more of 
what you’d call a bit of ladies’ man - 
he really cuts it with a knife and his 
version of Guy’s move is actually 
quite butch.

Mike and his mates aren’t the only 
ones with Special Moves at their 
disposal - the Bad Guys have their 
own variations on the theme, too. 
Take the cute cart-wheeling chicks for 
example, and the fat, baldy slap-head 
who charges around like a bull.

So what makes Final Fight one of 
the best computer scraps in the 
world? In its favour there’s the fact 
that almost all of the rest are rubbish, 

but even so Final Fights not really 
that brilliant in any technical way as a 
beat-‘em-up anyway. It is a right laugh 
to play though, and that’s far more 
important.

Which leads me nicely - and 
seeing as how you just asked - into 
some of the Penn criteria for a 
thumping good beat-’em-up...

It’s got to be fast, and that 
extends to being able to perform 10 
million moves (punches, for example) 
in about two seconds flat. The 
fighter’s repetoire of moves should 
come from a few, intuitive joystick 
movements and firebutton presses. 
Players should then be rewarded by 
being able to develop skills according 
to their own ability.

A degree of context sensitivity 
would also be employed so that the 
style of move executed would depend 
on the situation - for example, if the 
player was very close to an opponent 
at the time of unleashing an attack 
then he’d perhaps headbutt him or 
grab his hair instead of just punching 
him (as would be the case if the 
distance between the combatants was 
greater), and the opponents would be 
seen to react accordingly.

The characters have to be large 
enough for the player to be able to 
see (everyone in Final Fight is pretty 
porky). And the opponents need to be 
many and varied in terms of 
intelligence and physical skills - ie, 
the quantity and type of moves they 
can perform.

Anyway, Final Fight is a step in 
the right direction until the day that 
dream beat-’em-up comes. Anyone 
who enjoyed Golden Axe will go a 
bundle on this - and then some. • 
GARY PENN

THE BOTTOM LINE
A fine conversion of the CapCom arcade 
hit When it comes to venting frustrations, 
sadists, pugilistic thrill-seekers, uptight 
businessmen with ailing control over their 
bodily functions and marriages, and nine- 
pound weaklings used to 
getting sand kicked in their 
faces are all more than 
catered for here.
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3D Construction Kit
3D Pool..................New Price 9.99
688 Submarine Sim..................17.50
1943.......................New Price 7.99
A.M.O.S. 3-D................. New 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
Altered Destiny....................... 21.50
Ant Heads (It Came From

Desert add-on)..................... 10.99
Armour Geddon......................17.50
Arnhem....................................13.99
Atomic Robokid.......................17.50
Atomino...................................17.50
Back to the Future 3.........  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 Adv....17.50
Billiards 2 Sim.......................... 17.50
Blade Warrior........................... 17.50
Blood Money........... New Price 7.99
Boulderdash.............................. 4.99
Brian Clough's Football Fortunes9.99 
Bridge Player 2150.................. 21.50
Budokan.................................... 9.99
Burger Man................................ 6.99
Cabal.........................New Price 7.99
Cadaver - The Pay Off.............10.99
California Games....................... 7.99
Car-Vup and Torvak the Warrior17.50 
Carrier Command...................... 9.99
Centrefold Squares................... 9.99
Centurian................................. 17.50
Champions of Krynn (1 Meg)...21.50 
Charge of the Light Brigade.....21.50
Chase HQ 2.......Special Offer 9.99
Chess Champion 2175............21.50
Chuck Rock.............................. 17.50
Chuckie Egg 1 or 2.................... 9.99
Cloud Kingdoms....New Price 7.99
Cohort Fighting For Rome........21.50
Colossus Bridge...................... 17.50
Colossus Chess 10................... 17.50
Conqueror................New Price 7.99
Cricket (1 Meg)........................ 21.50
Cricket Captain........................ 17.50
Curse of Azure Bonds

(1 Meg only).......................... 21.50
Daily Double Horse Racing. 
Daley Thompsons Olympic
Challenge................................ 7.99

Darkman.......................... New 17.50
Death Knights of Krynn............ 21.50
Defender of the Crown............. 9.99
Deluxe Scrabble..................... 13.99
Deluxe Strip Poker..................... 9.99
Devpac 2.»............................... 39.99
Disney Animation Studio........ 69.99
Double Dragon.......................... 7.99
Dungeon Master...................... 17.50
E-Motion...........Special Offer 3.99
Elite......................................... 17.50
Emlyn Hughes Int. Soccer....... 17.50
Enchanter (Infocom)................. 9.99
Escape Planet Robot Monsters ..9.99 
The Executioner..............New 17.50
Eye of the Beholder................ 21.50
European Super League..,........17.50
F15 Strike Eagle 2 (1 Meg)....... 24.99
F16 Combat Pilot..................... 17.50
F19 Stealth Fighter................... 21.50
F29 Retaliator........................... 17.50
Fantasy World Dizzy.................. 6.99
Fast Food................................... 6.99
Ferrari Formula One................... 9.99
Final Whistle.............................. 8.99
Flight of the Intruder.New 24.99
Flood......................................... 9.99
Football Manager...................... 4.99
Football Director 2.................. 13.99
Football Manager 2 +
Expansion Kit............................ 9.99

Footballer of the Year 2............. 7.99
Frenetic.................................... 17.50
Full Contact............................... 9.99
Future Basketball Special Offer 9.99
Games Summer
Edition................. New Price 7.99

Gauntlet 2.................................. 7.99
Geisha......................................17.50
Gods........................................17.50
Golden Axe............................. 17.50
Grand National........................ 13.99
Grandstand..... .............. New 21.50
Gremlins 2............................... 17.50
Gunboat.................................. 21.50
Hard Drivin' 2.Special Offer 9.99
Harpoon (1 Meg).................... 21.50

.9.99

.21.50

Hero Quest 
Hill Street Blues 
Hitch Hikers Guide to the
Galaxy...............

Hollywood Poker 
Hostages............
Hunter............................New 21.50
Hydra...................................... 17.50
I Play 3D Soccer...................... 17.50
Impossamole.........New Price 7.99
Indianapolis 500..................... 17.50
Interceptor........Special Offer 9.99
Int. Championship Athletics ....17.50 
International Karate+..................7.99
Jack Nicklaus Unlimited
Courses (1 Meg).........

Jack Nicklaus Unlimited
Clip Art..................................10.99

James Pond Special Offer 9.99 
Jet.....................Special Offer 17.50
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
Kindwords 2 (Wordprocessor)34.99 
Kings Bounty................... New 21.50
The Last Battle........................... New 17.50
League Challenge........... New 6.99
Leather Goddesses................... 9.99
Leisuresuit Larry 3.................... 31.99
Lemmings................................ 17.50
Life and Death......................... 17.50
Little Puff.................................... 6.99
Lombard R.A.C. Rally................. 7.99
Lords of Chaos........................ 17.50
Lotus Esprit Turbo Challenge ...17.50 
Man. United............................ 17.50
Man. Unt. Europe.................... 17.50
Maupity Island................ New 21.50
Mega Traveller 1...................... 21.50
Mercs...................................... 17.50
Midwinter 2...................New 24.99
Mighty Bombjack....................17.50
Monopoly................................13.99
Moonwalker.............................. 7.99
Multi Player Soccer Manager....17.50 
Navy Seals............................... 17.50
New Zealand Story..New Price 7.99 
Nightbreed........Special Offer 9.99
North and South....................... 7.99
Operation
Harrier.............Special Offer 6.99

Operation Stealth.................... 17.50
Operation Wolf......................... 7.99
Oriental Games...Special Offer 6.99 
Outrun....................................... 7.99
P.G.A. Tour Golf....................... 17.50
Panza Kick Boxing (1 Meg)...... 17.50
Player Manager........................ 13.99
Pool of Radiance (1 Meg only) 21.50 
Populous/Sim City................... 21.50
Populous New Worlds.............. 9.99
Powermonger......................... 21.50
P.P. Hammer............................. 17.50
Predator 2................................ 17.50
Prehistorik................................ 17.50
Prince of Persia........................ 17.50
Pro Boxing Sim.......................... 7.99
Pro Tennis Tour 2......................17.50
Proflight................................... 27.99
Puzznic.................................... 17.50
Quadrel................................... 17.50
Quest For Glory 2.................... 31.99
R.B.I.2...................................... 21.50
R-Type....................................... 7.99
R-Type 2....... ................. New 17.50
Railroad Tycoon...................... 24.99
Red Heat................New Price 7.99
Renegade Legion (1 Meg)....... 24.99
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
Secret of Monkey Island
(1 Meg)................................. 17.50

Secret of Silver Blades (1 Meg) ..21.50 
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........... 11.99
Skidz......................New Price 7.99
Skychase............... New Price 9.99
Snowstrike.........Special Offer 6.99
Speedball...........
Speedball 2........
Spindizzy Worlds 
Sporting Triangles. 
Spot....................

...9.99

.17.50

.17.50

.13.99

.13.99

.9.99

.9.99

.7.99
.New 21.50
.........17.50
...........7.99
.........17.50
.........17.50
...........6.99
...........6.99
.........13.99

Steve Davis Snooker 
Stormball................
Striker Manager............... New 17.50
Super Cars.............New Price 7.99
Super Cars 2............................ 17.50
Super Monaco Grand Prix.......17.50
Super Off Road Racer............. 17.50
Switchblade 2......................... 17.50
SWIV........................................ 17.50
Team Yankee............................ 21.50
Teenage Mutant Hero Turtles 
Three Stooges...........
Thunderblade........... .
Thunder Hawk...........
Toki.............................
Toobin........................
Tower Fra................... .
Toyota Celica GT Rally 
Tresure Island Dizzy..., 
Treble Champions......
Trivial Pursuit...............
Turf Form/System 8

(Racing & Pools)...................... 9.99
Turrican2................................. 17.50
T.V. Sports Football..New Price 9.99 
Typhoon of Steel (1 Meg).......21.50
Typhoon Thompson New Price 7.99 
UMS. 2(1 Meg)..................... 21.50
Ultima 5................................... 21.50
Wacky Darts..... .-.........................6.99
Wargame Construction

Set.....................Special Offer 9.99
Warzone...................................13.99
Waterloo.................. New Price 9.99
Wings of Fury........... New Price 7.99
Winning Tactics......................... 7.99
Wonderland............................ 21.50
World Champ. Soccer

Special Offer.
World Class Leaderboard.......... 7.99
Worlds At War............... New 17.50
Xenon........................................ 7.99
Xenon 2..................................... 9.99
Xybots....................................... 7.99
Zork 1 or 2 or 3......................... 9.99

.9.99

.8.99

.5.99

.8.99

.7.99

.7.99

.5.99

.7.99

.8.99

.5.00

.5.99

.5.00

HINT BOOKS
Bards Tale 1 or 2 or 3................ 5.00
Buck Rogers............................... 7.99
Champions of Krynn.................. 7.99
Colonels Bequest...................... 8.99
Conquest of Camelot................ 8.99
Curse of Azure Bonds............... 7.99
Death Knights of Krynn.............. 7.99
Dragons of Flame...................... 4.00
Elvira.......................................... 4.99
Eye of the Beholder.................. 7.99
Heroes of the Lance.................. 4.00
Heroes Quest............................ 8.99
Hillsfar....................................... 7.99
Indiana Jones The Adventure ....4.99 
Kings Quest 1 or 2 or 3 or 4 or 5..8.99 
Leisuresuit Larry 1 or 2 or 3........ 8.99
Manhunter In San Francisco 
Might and Magic 2.............
Police Quest 2....................
Pool of Radiance................
Quest For Glory 2...............
Savage Empire................... .
Secret of the Silver Blades.., 
Space Quest 1 or 2 or 3....
Starflight 1 or 2....................
Ultima 5 or 6........................
Wasteland......... .................
Quest for Clues Hint Book 3.... 14.99
Hints and tips for 40 titles including: 
Codename Iceman, Future Wars, 
Hound of Shadow, Indiana Jones, 
Leisuresuit Larry 3, Loom, Manhunter 
in San Francisco, Police Quest 2, 
Space Quest 3, Battle Tech, 
Champions of Krynn etc. etc. etc.

CDTV
Advanced Military System 
Battlestorm....................... .
CD-Remix (icon driven
commands)........................... 29.99

Falcon.............................New 44.99
Hound of the Baskervilles.......29.99
Sim City................................... 29.99
Wrath of the Demon................ 29.99
Xenon 2 ..................New 29.99

3.5" Double Sided, 
Double Density with labels

1 £0.59
10 £5.50
25 £12.50

40 Piece 3 1/2 Disk Box.......... £6.99
80 Piece 31/2 Disk Box.......... £7.99
120 Piece 31/2 Disk Box........ £9.99

Midi Connector + 2 Midi
Cables...................................£14.99
Mouse Mats............................ £2.99
ST & AG Extension Leads..

Amiga 1/2 Meg Expansion 
with or without clock..........£29.99

.29.99

.29.99

.£5.99

Tel No

DATE

I
I
I
I_________________________________________________________________________________
f POSTAGE RATES - Please add 50p for post and packaging on all orders under £5. EEC countries add £1 per item. Non

EEC Countries add £2.50 per item
Paying By Cheque - Cheques payable to Software City

Icard type expiry date AMP1°□□□□□□□□□□□□□□□□□□□□
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DOUBLE DOUBLE BILL
T.V. Sports Football, Wings, Lords of the 

Rising Sun & T.V. Sports Basketball 
£24.99

VIRTUAL REALITY VOL. 1 
Midwinter, Carrier Command, Sturt Car Racer, 
Starglider 2, & International Soccer CriaBenge 

£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. £17.50

GRANDSTAND
World Class Leaderboard, Pro Tennis Tour, 
Continental Circus & Gazza's Super Soccer 

£21.50

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 Drivin' 

& Powerdrift
£17.50

T.N.T.
Toobin, Hard Drivin', A.P.B., Xybots 

& Dragon Spirit 
£17.50

POWER UP
Rainbow Islands, Turnean, Chase H.Q., 

X-Out & Altered Beast 
£21.50

VIRTUAL REALITY VOL 2
Sentinel, Virus, Weird Dreams, Resolution 101 

& Thunderstrike 
£21.50

HOLLYWOOD COLLECTION
Robocop, Batman The Movie, Ghostbusters 2 

& Indiana Jones The Last Crusade.
£21.50

HANNA BARBERA CARTOON COLLECTION 
Yogi's Great Escape, Hong Kong Phooey, Ruff 

and Ready & Beverley Hills Cats 
£13.99

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)--------

Name of game Computer Value

i 
i 
i
i

i 
i
i 
i

Postage
TOTAL

WINNING FIVE 
Iron Lord, Night Hunter, Twin World, 

Puffy’s Saga & Sr Fred 
£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

Fighter Bonte, Superski, Kick Off, Pro Tennis 
"te & Stunt Car Racer

£21.50

SOCCER MANIA
Football Manager 2, Microprose Soccer, 
Football Manager World Cup Edition & 

Gazza's Super Soccer. £17.50

VIRTUAL WORLDS
Driller, Total Eclipse, The Crypt 

& Castle Master 
£21.50



GAME n el u nc.ni _r‘ v vimat. ■
SHUFFLEPUCK CHFE

Nothing quite of Head Over Heels quality this month

T (surprise, surprise) but a fair selection of budgies all the 
same, including Respray's re-release of one of our 

favourites - it's quirky, bizarre, and very, very French...

RED HEAT
Publisher: The Hit Squad
Price; £7.99 
Release: Out now

Red Heat- Arnie gets (ahem) a bum deal.

This is one of the oddest movie 
licences ever, consisting as it does of 
utterly banal Kung Fu Master-style beat- 
’em-up gameplay, a ludicrously thin 
screen (to go with the plot and the 
gameplay, I suppose), one of the most 
hilariously crap bits of computer animation 
ever (watch the Jim Belushi character 
explain the objective between levels), 
execrable design (invisible dangers a-go- 
go), crap sub-games, misleading 
instructions, duff controls, and a lack of 
depth that’s so total you almost have to 
believe that it’s some kind of 
political statement.

On reflection, I decided to go with the 
cover blurb on this one. ‘The heat is 
on’...‘The hottest film tie-in to date’...‘Feel 
the heat - Red Heat ...it all said one thing. 
So I chucked it in the bin and set it on 
f ire. • STUART CAMPBELL

SKYCHASE
Publisher: Mirror Image 
Price: £9.99
Release: Out now

The premise of Skychase is very 
simple. Two planes battle it out over a flat 
landscape. And that’s it. If this sounds 
single-minded to you, then you’ve got the 
picture. IVs a good time to worry when a 
game bends over backwards to make itself 
totally user-definable - it often proves to 
be an attempt to mask a lack of depth. 
This game gives you a lot to worry about.

Skychase is basically like the 
dogfighting bit from a flight sim, with every

Loopins the loop and tarsetins a missile.

other aspect of the game removed (even 
the realism). This may sound like a good 
idea, but in reality it becomes tedious all 
too soon. Still, I did find myself playing it 
for a good 20 minutes before it began to 
feel like a chore, and the two player mode 
is kind of fun. • MARK RAMSHAW

INSECTOR 
HECTI IN THE 
INTERCHANGE
Publisher: Hi-Tec
Price: £7.99 
Release: Out now

This is a conversion of a recent puzzle 
game from the 8-bit machines, where it 
was received reasonably well. It’s a fairly 
original concept, placing the player in a 
messed-up maze with rotating walls, the 
object being to turn sections round until the

Purple puzzling in the intriguing Hecti.

maze is complete, while avoiding (or 
dispatching with the bouncing-ball 
weapons you carry) the limited number of 
baddies who stroll around. A simple but 
addictive concept, Insector Hecti somehow 
doesn’t seem to at home on the Amiga. • 
STUART CAMPBELL

STRYX
Publisher: Sizzlers 
Price: £7.99 
Release: Late
September/early October

As a full price game Stryx was terrible, 
and the buying public were unimpressed. 
Not surprisingly, the new budget price has 
done nothing to improve its pallor.

It’s all simple run, jump and collect 
stuff with a number of weapons lying 
around to use on the dull aliens, and 
baddie cannons that bimble about to avoid. 
Trouble is, most of the weapons are 
ineffectual - while the majority of aliens 
have a nasty habit of popping up when you 
have absolutely no chance of wasting 
them. The sprites are all far too small and 
the enemies are all cliches sponged from a 
hundred other platformers. A waste of disk 
space • COLIN CAMPBELL

Minuscule, mediocre action in Stryx.

THE BOTTOM LINE THE BOTTOM LINE THE BOTTOM LINE THE BOTTOM LINE
For the sake of balance, I 
was going to put a list of all 
the redeeming features here. 
But there aren’t any.

C-5

A real minor league sort of 
game. It doesn't achieve 
much, but it satisfies when 
there’s nothing else to do.

An interesting but 
insubstantial puzzler that's 
not at all bad for the price, 
though it s no Tetris.

Pointless platformer that’s 
not much fun at all. We’ve 
come to expect a good deal 
better from Psygnosis.
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91 SHUFFLEPUCK CAFE

Publisher: Respray
Price: £7.99 
Release: Out now

Shufflepuck Cafe is really 
nothing more than the twenty year 
old game Pong, twisted into three 
dimensions and dabbed with some 

©

Amiga style graphies and colour - 
excellent qualifications, in fact, for

The Shufflepuck viewpoint is exactly the 
same as that playins real air hockey.

one of the best budget games around 
at the moment. That’s the computer 
game explanation anyway - the rest 
of us may find it easier to imagine air 
hockey, the real life physical version 
of this game, where you have to bat a 
floating ice hockey style puck across 
a pool-sized table, in an attempt to 
whack it into your opponent’s goal. 
Games don’t come much simpler 
than this, and thankfully its easy-to- 
understand immediate appeal has 
hardly been tampered with at all here.

So how does it work on a 
computer? Well, the viewpoint is 
exactly the one you’d use to play real 
air hockey - you are positioned 
behind the bat (visible as a moveable 
rectangle near the bottom of the 
screen) facing any one of nine alien 
competitors of varying skills and

styles. Simply knock the difficult opponents is the tall
puck towards (and woman who can mentally move
hopefully past) him/her/it - the puck with out shifting her
bouncing it off the walls is hands at all!
a good way to try and fool And that’s it really - this is
them - then do your best one of those French games,
to return their shot. The :/ :/ like North And South, which is
winner is the first to ... agreeably quirky rather than
fifteen, while all manner of champagne Charlie outright weird, and while a bit

too thin-looking at full price 
proves to be ideal budget fare. 
It’s a shame that there’s no two 
player option been made 
available, but this remains one

of the essential purchases of the 
month. • COLIN CAMPBELL

- the rapidly 
intoxicated croc 
from Respray’s 
Shufflepuck Cafe.

variables to toy with - 
such as different bat size, 
or obstacles on the ‘air 
hockey’ pitch - help liven 
things up a bit.

Much of the rest of the appeal of 
the game comes from the 
competitors who hang out at the 
Shufflepuck Cafe. The ‘Champagne 
Charlie’ crocodile is quick with the 
bat, but starts making mistakes as 
the bubbly he constantly swigs starts 
to go to his head, while a space 
mutant with distinctly Churchillian 
features proves to be a bit of a push­
over. Possibly one of the most

THE BOTTOM LINE
Simplicity itself, and therefore quite 
excellent. Whatever you do. 
don’t miss out on the 
beautifully simple fun of



DUNGEONS, AMETHVSTS... HND EUERVTHIN’ + 
WATERLOO + SORCERER + DEADLINE

GAME REVIEWSBUDGET TITLES

DUNGEONS, 
AMETHYSTS, 
ALCHEMISTS 
AND 
EVERYTHIN' 
Publisher: Atlantis
Price: £7.99 
Release: Out now

Cover blurb is never a good guide by 
which to judge a game, but Atlantis, by 
describing this as ‘an amusing, outrageous 
graphic adventure’ are taking liberties. To 
be brutally frank, this isn’t terribly amusing, 
hardly outrageous, not very graphic and 
barely passable as an adventure at all.

What it is is a primitive, text input stroll 
through all the usual pseudo-Tolkeinesque 
locations, illustrated with a handful of 
childlike pictures. The plot is as you would 
expect from such as this, except 
programmer Robinson has added a few 
unmistakable (ie bleeding obvious) double 
entendres, puns and Carry On style gags 
to spice things up a bit. Unfortunately, the 
format is hardly conducive to booming fits 
of laughter, and it will be surprising indeed 
if this raises anything more than a few 
pained groans. Try this: ‘You are standing 
on a Sandy Shaw’. Not exactly Tommy 
Cooper material, is it?

The existence of some dreadful text 
lingering on large erect stalagmites seems

WATERLOO
Publisher: Mirror Image
Price: £9.99
Release: Out now

Personally, I don’t care if no-one ever 
plays a Napoleonic wargame, 
computerised or otherwise, ever again. I 
say this only because some readers notice 
that I review war and adventure games 
more than any other type and sometimes 
think I’m on a crusade to convert people to 

Mfater/oo isn’t exactly the fastest warsame 
in the world. This 3D picture just to over 
five seconds to appear on screen, so I 
hope you appreciate it.

playing them. Far from it. Most reviewers 
don’t want to touch this kind of game. I do 
simply because someone has to (it’s a 
dirty job, etc).

Though some PSS wargames look as 
though they’ve gone off half-cocked, 
Waterloo not only seems meant, it also 
qualifies as a fair paradigm of what a new- 
wargamers-start-here game should be 
like. The documentation glides from one

Dungeons etc. Laush? I nearly enjoyed it

to have been the justification for a ‘16’ 
rating, but let’s be honest here, this is 
nothing more than a cheap trick to lure 
those people who are rather younger than 
the so-called age threshold. If you’re going 
to be outrageous, for God’s sake be 
outrageous. Otherwise the effect is akin to 
that of your Gran coyly trying to tell a blue 
joke that you heard at the age of eight.

For the dwindling number of text 
adventure fans there’s nothing new here 
whatsoever, and those people who buy 
this in the hope of some titilation deserve 
all they get - which actually adds up to 
very little indeed. • COLIN CAMPBELL

THE BOTTOM LINE
Billot! .1'. a hurntitirou’, 
adventure but i! rrally 
nothing of th<- '.ort Appalling 
in jijt.l about r-vnry way 15

subject to the next without introducing too 
many ambitious ideas too soon for the 
average newcomer.

It’s a one- or two-player game with 
user-definable levels of complexity. 
However you choose to play it all the 
moves are carried out by typing in 
sentences of orders to the units under 
your command. Since all the types of 
orders, words you can use and what they 
mean to the computer are explained in the 
manual, this is as easily done as it is said. 
It does mean, though, that a thorough 
read of the manual is a good idea.

Units of soldiers look like colour 
coded ranks of liquorice allsorts and there 
are few effects visual or otherwise to 
stimulate the imagination. Yet once you 
get to grips with the forces you’re 
commanding and you see the 
consequences of your orders unfold, 
anyone with a jot of curiosity will wonder 
just what it takes to win. And there’s the 
rub. Waterloo moves at the kind of pace 
that makes continental drift look like prime 
time TV. But play a couple of well thought 
out moves per night and the satisfaction 
you’ll derive from winning will be more 
akin to contentedly finishing off a main 
meal than the lollipop level of glee 
normally gleaned from bashed-out budget 
baloney. • SEAN MASTERSON

THE BOTTOM LINE
Mow .r. boll arid not without 
il'. laid!'. Sfili if'. .1 touth ol 
t.lav. in < urrip.vi'.on Io mo*J 
ol it'. r orripr-litiori

SORCERER
Publisher:
Infocom/Mastertronic 
Price: £9.99
Release: Out now

Infocom games ain’t what they 
used to be. The devilish packaging 
and design that used to have 
potential punters drooling over 
them back in 1984 have been 
dispensed with. Sorcerer used to 
have an Infotator, a rotating data 
wheel that served as off-disk 
protection. In this re-released 
edition of Sorcerer the Infotator 
data has been transcribed to the 
manual and is served up with with 
a typically cryptic Infocom joke 
about Infocom going bust (or “ The 
Frobozz Magic Grommet Company” 
as it’s called). From there, Sorcerer 
continues from where Enchanter 
left off (after you killed the dread 
Krill and were rewarded with a 
position in the Guild Of Wizards).

I ought to mention that you die 
a lot. If you’ve played Infocom 
games before (and died a lot) you 
might say, ‘So what?’ But in

Infocom adventures may not look like muck, but play one for five minutes and 
you’ll get drawn into a thoroughly believable world. Attempting to pick up literally 
everything in the room elicits some typical Infocom replies, in Deadline.

DEADLINE
Publisher: Infocom/Mastertronic
Price: £9.99
Release: Out now

Deadline is probably best put into perspective by describing it as the 
kind of game that makes Sorcerer look as though it had been written for five 
year olds with learning difficulties. With the clogs of a wealthy industrialist 
popping before you can say ‘cobblers’ (hurrah, someone else for a change), 
the deceased’s attorney calls you, Chief of Detectives, to investigate. 
Marshall Robner died on his estate from an overdose of the drug Ebullion at 
1am, plus or minus one hour. Everybody’s statements add up to a case of 
suicide but you smell foul play and want to prove otherwise. You have 
twelve hours to find motive, means and opportunity.

Written in 1982 by one of Infocom’s first generation adventure game 
designers, Marc Blank, Deadline still stands up as one of the best adventure 
games ever written. It’s not just a mystery. It’s an unfolding story that 
delivers danger and deceit in abundance, thanks to the remarkably 
programmed independent actions of the suspects. You’ll know when you’ve 
solved it but the trouble is, you’ll think you’ve solved it when you haven’t. 
Games this good appear about once per decade. - 87 Percent
• SEAN MASTERSON

Sorcerer you have a choice of 
painful deaths to experience before 
you even get going. You begin the 
game in the throes of a nightmare 
and it doesn’t matter what you do. 
Climb the tree to escape the 
hellhound and a viper will get you. 
Run from the hellhound and there’s 
a minefield, double death by 
arachnids, fast-frying lightning and 
swarms of wasps. For starters. 
Even if you type ‘wake up’ you 
return to a scene of carnage at the 
Guild in which devils have 
slaughtered your comrades. On 
seeing you wake they turn their 
attention towards fresh meat...

Although it’s one of Infocom’s 
easier adventures to solve, it’s still 
blindingly difficult to see the clues, 
even when they’re being paraded 
around in front of you by one of the 
game’s characters.

For this reason, clues are 
paraded around by several 
characters as a sure-fire means of 
driving you up the wall, around the 
ceiling and back down the other 
side. Another piece of timeless 
magic from Infocom.
- 82 Percent • SEAN MASTERSON



GAME REVIEWS COMPILATIONS THE RHINBOILJ COLLECTION + GRANDSTAND

THE 
RAINBOW 
COLLECTION 
Publisher: Addicted To Fun 
Price: £19.99
Release: Out now

Cutie alert! Cutie Alert! If you hate 
anything fluffy, cuddly or loveable, stop 
reading now. The first release on Ocean’s 
new Addicted To Fun compilations label 
comprises three of the most adorably 
sweet (or grindingly twee and sickly, 
depending on your viewpoint) games ever 
to grace the Amiga.

Probably the best arcade conversion in the world.

100 screens bubbling with action and cute 
appeal, in Bubble Bobble,
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There’s The New Zealand Story, 
featuring Tiki the kiwi on a mission to 
rescue ail his kiwi chums, who’ve been 
kidnapped by an evil giant walrus. Then 
there’s Bubble Bobble, in which Bub and 

Bob the dinosaurs strive 
to rescue their girlfriends 
from the evil Baron Von 
Blubba by trapping nasty 
monsters inside bubbles 
and popping them. And 
finally (Cyril) there’s 
Rainbow Islands, the 
sequel to Bubble Bobble 
where Bub and Bob’s 
sons, Bubby And Bobby, 
have to rescue their dads 
and the rest of their 
family from the evil 
Prince Of Darkness who 

has imprisoned them on a series of 
islands which are slowly sinking into the 
sea. All of the games feature in the Amiga 
Power All-Time Top 100, at positions 19, 
53 and Number One respectively.

Now, the fact of the matter is that any 
self-respecting Amiga owner should 
already have all of these games. Still, 
there are doubtless some of you out there 
who are new to the whole business, so 
here’s a quick rundown on why you 
should get out and buy this compilation 
right now. The New Zealand Story, far 
from being just a pretty face, is one of the 
most challenging and addictive arcade 
games you’re ever likely to play. The 
gorgeous graphics are the most striking 
feature, but the toughness of the 
gameplay in some of the later levels is 
astounding. Bubble Bobble is one of the 
best ever games for two people playing 
simultaneously, and its hundred levels 
provide a challenge to test the most 
talented of gamers.

And Rainbow Islands? As the 
mathematically-competent among you will 
already have deduced, Rainbow Islands 
is, in our not-even-slightly-humble opinion, 
the best Amiga game there’s ever been. 
The ridiculously simple gameplay hides a 
myriad of hidden features and bonuses, 
and the difficulty is perfectly balanced so 
that anyone can play the first few levels, 
but hardly anyone’s ever finished it. In

Lì
L -1

LJ
I IL. 

IH
 ÊiLJLJL

JL

common with the other two titles it’s a 
superb (though not quite perfect) 
conversion of the coin-op, and it’s so 
playable it almost defies belief. If you 
haven’t got it, go and stick your head in a 
bucket of water until you see sense. At 
less than seven quid a game, this 
compilation could well be the best value- 
for-money the Amiga has ever seen. I just 
can’t recommend it highly enough. • 
STUART CAMPBELL

THE BOTTOM LINE
Are you clinically insane? In prison? 
Totally stupid? A hammerhead shark? If 
the answer to all of these questions is lno‘.
go out and buy The Rainbow 
Collection today. In fact, even 
if it isn’t, buy The Rainbow 
Collection anyway.

A
M

IG
A

 PO
W

ER
 OCTO

B
ER

 199
1

GRANDSTAND
Publisher: Domark
Price: £29.99 
Release: Out now

Just so’s you know, the box of this 
compilation informs purchasers that 
‘Gazza’ is a trademark of Paul 
Gascoigne Promotions Ltd. (I trust you’ll 
all be coughing up the royalty payments 
every time you say it from now on). 
This sporting collection features four 
games, covering tennis, golf, motor 
racing and football. Ubi Soft’s Pro Tennis 
Tour kicks things off (if you’ll forgive the 
mixed metaphor) with a passable (sorry) 
game, the best point (sorry) of which is 
the tasteful sound. Its worst faults (sorry) 
are the lack of control you have over 
shot direction and the incredibly 
annoying copy protection. The net 
(sorry) result is a distinctly average 
game which simply doesn’t match (sorry) 
up to the competition, especially its own 
sequel Pro Tennis Tour 2. You might 
quite like it, but you certainly won’t love 
it. (Sorry).

o
The Gazza(TM) hype machine goes 
horribly (horribly) wrong.

Pro Tennis Tour- almost, but not quite, 
pretty good.

World Class Leaderboard is another 
casualty of progress. Until recently this 
was the Number One Amiga golf sim, 
but with the release of PGA Tour Golf, 
it’s suddenly looking its age. All the 
same, it’s still an excellent little game, as 
a No 47 spot in the AMIGA POWER All- 
Time Top 100 shows, and it’s probably 
the star of this compilation.

Continental Circus was never the 
most stunning arcade racing game, 
although it was popular because of the 
‘real’ 3D view employed with the aid of a 
special visor. The Amiga version loses 
this gimmick, but remains a fast and

World Class Leaderboard- upstaged, 
but still a classic.

Clowning around in Continental Circus, the car getting dangerously close to the edge.

slick race game with a couple of novel 
features (if you crash, you can often 
survive until you reach the pits and 
repair your car) and is well worth a play 
or three.

The last, and least, game of the set 
is ‘Gazza’s’ (TM) Super Soccer, a truly 
awful football game with a stupidly 
confusing mixed perspective, stupidly 
confusing controls, comprehensive but a 
stupidly unfriendly (and confusing) front 
end, an irritating ‘commentator’ who 
grunts “Have a shot” whenever anyone 
comes within 30 yards of goal, and 
almost no sign of ‘Gazza’ (TM) himself at 
all. The game bears as much 
resemblance to actual football as 
‘Gazza’s’ (TM) performance in the FA

Cup Final did, and his subsequent 
career-threatening injury is no more than 
a just reward for allowing his name to be 
attached to this software atrocity.

The final analysis, then, gives us 
one excellent game, one good game, 
one average game and one completely 
dire one. Can’t say I’m impressed. • 
STUART CAMPBELL

THE BOTTOM LINE
Since the best two games here are 
available individually on budget labels, 
you'd be a lot better off just 
getting those instead for £8 
apiece and not bothering 
with the other two.
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1 2,  M E E S O N S  M E A D,  R O C H  I O K  I ». E S S E X  S S 4  I H N
7  D AI  - 2 4  H O E D  O D D E R  LI N E  - ( 0 7 0 2) 5 4 8 9 9 1

3 1/ 2 "  D S/ D D
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✓  --------------------------------------------------- N
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V  7
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5 0  3. 5 "  D S/ D D .....................................£ 2 1. 0 0

1 0 0  3. 5 "  D S/ D D .....................................£ 3 3. 5 0

1 5 0  3. 5 "  D S/ D D .....................................£ 4 9. 0 0
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2 0 0  di s k s  +  2  x  1 0 0  c a p  b o x e s  . £ 6 6. 0 0 
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O F F E R S
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P R E D A T O R  2  ............. £ 1 6. 9 9 
P R E HI S T O RI C __ _ _ .... £ 1 6. 9 9
S KI  O R  DI E ....._ _ _ _ _ _ £ 1 6. 9 9
R O B O C O P  2 ---------------£ 1 6. 9 9
S P E E D B A L L  2  ..._ _ _ ... £ 1 6. 9 9
S U P E R C A R S  2 _ _ _ _ _ _ _ £ 1 6. 9 9
S WI T C H B L A D E  2 _ _ _ _ £ 1 6. 9 9
S W T  V  ••••••••••••••••••••••••••• £  1 6. 9 9  
T O KI ------------------------- £ 1 6. 9 9
VI Z. ----------- -------- ...---- £ 1 6. 9 9

A L L  P RI C E S  I N C L U D E V A T  &  U K  P O S T A G E.  M AI L  
O R D E R  O F F E R S  O N L Y  ( S U B J E C T T O  A V A I L A B I L I T Y )  

C H E Q U E  O R  P O's  P A Y A B L E  T O  B Y T E  
DI R E C T.  P L E A S E  A L L O W  F O R  C H E Q U E  C L E A R A N C E

Cr e dit  C ar d  H otli n e
T el:  0 7 3 4  8 9 0 5 8 8

t o 1 M b.

A mi g a  A 5 0 0
R A M  C A R D S

V 5 0 0:  ’/ 2 M b yt e e x p a nsi o n.

U p gr a d e  y o ur  A mi g a  A 5 0 0
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V 5 0 1:  ’/ 2 M b yt e e x p a nsi o n +  Cl o c k.
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D at a s c a n  A mi g a  S c a n n er  
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A mi g a  5 0 0 ..................

C ar t o o n Cl a s si c  1 M b...

S cr e e n  G e m s  1 M b ......

A mi g a  1 5 0 0 ...............
A mi g a  1 5 0 0  +  m o nit or .

A MI G A S
......£ 4 6 0

........ £ 3 5

........ £ 6 0

........£ 2 8

........ £ 3 1

....£ 2 9 9

.... £ 3 6 0

....£ 3 6 0

.... £ 6 5 0

.... £ 8 9 5

Cl a s s  of  t h e 9 0‘ s ........

1 0  St ar  G a m e s  P a c k....

C u m a n a  dri v e ............

1 M b  n o  cl o c k ............

? M b  +  cl o c k ..............

A C C E S S O RI E S

M o u s e  m at .................. .... £ 2. 7 5 Pri nt er  l e a d................ .....£ 8. 5 0
Zi p sti c k ....................... .. £ 1 1. 5 0 D u st  c o v er ................. .....£ 5. 5 0
J etfi g ht er ..................... .. £ 1 2. 5 0 1, 0 0 0  Tr a ct or  l a b el s... .... £ 1 0. 0 0
Q S  T ur b o  III................. .... £ 8. 0 0

2, 0 0 0  S h e et s
C h e et a h  1 2 5 + ............. .... £ 8. 0 0

1 0 0 0  l a b el s................. .... £ 8. 0 0
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Tr a d e/ G o v er n m e nt/ S c h o ol  or d er s  
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A d d  £ 3. 6 5  p & p,  a d d  £ 4. 0 0  f or 3  d a y  

d eli v er y,  a d d  £ 8. 0 0 2 d a y,  1 0. 0 0  n e xt  
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|| A c c e s s  I
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T el:  ( 0 2 7 3) 5 0 6 2 6 9  
o r ( 0 8 3 1) 2 7 9 0 8 4
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F a x:  0 7 3 4  8 9 1 6 4 6

E xt er n al  s 1/!" Di s k  Dri v e

T o p  q u alit y,  l o w n ois e,  hi g h  
r eli a bilit y l m e g dri v e.

£ 5 0. 9 5

O N L Y  
£ 2 3. 9 9

O N L Y  
£ 2 7. 9 9

R a m  c hi ps  2 5 6 K x 4
A 5 9 0  c o m p ati bl e  

£ 1 7. 5 9  f or 

• A M b yt e

V 2 0 0 0  b ar e  b o ar d

£ 3 7. 9 5
V 2 0 0 0  +  2 M b yt e

O N L Y  

£ 1 0 4. 9 5

V 4 0 0 0  b ar e  b o ar d
£ 6 3. 0 0

V 4 0 0 0  +  4 M b yt e
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y/ 2 "  D S D D
2  f or 1 g u ar a nt e e

£ 4. 4 5  f or i o

A U DI O  S H O P

Mi di  I nt erf a c e £ 1 9. 5 0

St er e o  S o u n d  S a m pl er  £ 2 9. 0 0

S o u n d  D e m o n
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AMIGA GAMES JUST 69p A DISK

s Tel: 0424 712349
WE MUST 
BE CRAZY

G001 PSEUDO COP. Robocop type shoot em up.
G002 C.C. GAMES #7. Great compilation includes 

PacMan.
G003 C.C. GAMES #22. Another good compilation. 
G004 BREAKOUT CONSTRUCTION SET.

Includes 3D Breakout.
G005 MEGA GAMES PACK. Includes Air War, 

Cobra, Mastermind.
G006 STAR TREK. 2 disk graphic adventure. (1Mb). 
G007 2 PLAYER SOCCER LEAGUE. Football 

management.
G008 DRIP. High quality 1 Meg game.
G009 BLIZZARD. Good but hard space shoot em up. 
G010 QUIZ MASTER II. Pub trivia type game.
G011 WHEEL OF FORTUNE. TV quiz game.
G012 POPEYE. Great conversion from a hand 

held game.
G013 COMPUTER CONFLICT. Space shoot em up. 
G014 TENNIS. Good but hard 1Mb only.
G015 FRED FISH GAMES. Includes Car, 

fast race game.
GO 16 FLASCHBIER. Boulderdash clone.
G017 C.C. GAMES #13. Includes Daleks + Zerg. 
G018 TREASURE HUNT. Find the buried treasure.
G019 BATTLEFORCE. Complicated strategy game.
G020 WET BEAVER GAMES. Bat + Ball 

console sim.
G021 ARCADE GAMES. Includes Missile 

Command + Asteroids.

We also have a very large 
collection of demos, 
music & utilities

Overseas orders add 
25p per disk for Europe 
60p for rest of World.

Send 50p 
for disk catalogue with 

free games.

All orders sent out 
in less than 
24 hours.

HOW TO ORDER: First write your 
address and the name and number 
of the disk you require and enclose 
the revelant money in the form of a 
cheque or postal order. Remember 

to include 50p for P&P on all 
orders. Then send it to us.

rana

G022 WORKBENCH GAMES + HACKS. 
Loads of fun.

G023 STAR TREK NEXT GENERATION. Not as 
good as the first.

G024 GAMES COMP. Includes Bleed, Skyfight 
& Shootout.

G025 VGA GAMES. Includes Cosmoroids, 
Rollerball + Lady Bug.

G026 MOVIE GAMES. Includes Boing, Bertrand, 
Yachtc + Ted.

G027 HACK. Workbench text adventure.
G028 EAT MINE. Boulderdash clone.
G029 PDom GAMES. Old & dated games.
G030 RETURN TO EARTH. Space trading game.
G031 BIP. 2 player dogfight game.
G032 KLONDIKE. Card game.
G033 STONAGE. Don't ask me why.
G034 TREK TRIVIA. Star Trek quiz.
G035 JEOPARDY. Arcade type game.
G036 PIPELINE. Pipemania clone.
G037 SEVEN TILES. Poor mans Speedball.
G038 DRAGONS CAVE. Graphic adventure.
G039 GOLDEN FLEECE. Text adventure.
G040 PDom GAMES 2. More old stuff.
G041 FRANTIC FREDDY. Platform game.
G042 NO ONE MINE 5. Boulderdash clone.
G043 LEMMINGS DEMO. 5 levels fully playable.
G044 INVADER COMP. 3 good games.
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L R B V B U G  +  E D 2 D 9  - T H E  R E U E N G E  +  B U G  B R S H  +  B U C K  R O G E R S  +  
L U  I Z Z Y' S Q U E S T  +  C U B U L U S

G A M E  R E VI E W S

It’s  s oft w ar e,  it’s  fr e e ( pr a cti c all y), a n d  it’s  gr e at  ( m or e 

oft e n  t h a n n ot).  W h at  el s e  c o ul d  y o u  p o s si bl y  n e e d  t o 

k n o w ?  St u art  C a m p b ell  t ell s y o u  e v er yt hi n g  a n d  m or e.

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

L A D Y B U G
( S oft vill e, di s k  U G A M 1)
O n e  of  t h e e arli e st  ar c a d e  g a m e s,  a n d  o n e  

of  t h e fir st t o e x p a n d  i nt er e sti n gl y o n  t h e 

m a z e  t h e m e pi o n e er e d  b y  P a c- M a n,  w a s  a  

g a m e  c all e d  L a d y b u g.  T h e  bi g  i n n o v ati o n

E D 2 0 9  - 
T H E  R E V E N G E  
( Stri ctl y P D,  di s k  G 2 5 1)
T h e  fir st of  t w o R o b o C o p-r el at e d  g a m e s  

t hi s m o nt h,  E D 2 0 9  - T h e  R e v e n g e  i s l e s s

B U C K  R O G E R S
( Stri ctl y P D,  di s k  G 2 6 9)
S o m et hi n g ’s  g o n e  wr o n g  h er e,  I t hi n k. 

B u c k  R o g er s  i s a n  u n c o m pli c at e d  s h o ot-  

’e m- u p  w hi c h  l o o k s li k e S p a c e  H arri er  a n d  

pl a y s  li k e G al a xi a n s.  T hi s  i s all  v er y  w ell

If t hi s i s y o ur  s ort  of  t hi n g t h e n t hi s'll b e  

y o ur  s ort  of  t hi n g.

V E R DI C T:  E x c ell e nt  g a m e  t h at’ s a  bit  

s h ort  o n  a cti o n  f or ar c a d e  p uri st s,  b ut  

l o a d s of  f airl y e n gr o s si n g  i nt elli g e n c e­

str et c hi n g  f u n f or t h e r e st of  u s.  ****

L a d y b u g*.  n ot hi n g  m or e,  or  l e s s, t h a n a  

v er si o n  of  P a c M a n  wit h  m o v e a bl e  w all s.
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Pr ett y  a n d  f airl y br ut al:  t h e writi n g' s  o n  t h e 

w all  f or o ur  ol d  fri e n d E D 2 0 9.  ( S orr y).

Y e s,  it' s B u c k  R o g er s.  ( H o p e I g et  a  g o  at  

bl a sti n g  T w e e k y  l at er o n...)

If y o u  c a n  g et  p a st  t hi s s cr e e n,  c a n  y o u  t ell 

u s  h o w  y o u  di d  it ? Pr ett y  pl e a s e ?

i n L a d y b u g  w a s  t h at t h e m a z e  w all s  

w er e n ’t fi x e d, b ut  w er e  i n f a ct t ur n stil e s 

w hi c h  y o u  c o ul d  t ur n r o u n d, alt eri n g  t h e 

w h ol e  c o m pl e xi o n  of  t h e g a m e  at  a  str o k e.  

T hi s  P D  v er si o n  c a pt ur e s  all  t h e f e at ur e s of  

t h e c oi n- o p  g a m e  ( wit h a  c o u pl e  of  littl e 

e xtr a s),  a n d  e v e n  a d d s  a  gr o o v y  

s o u n dtr a c k  of  N e w  Or d er ’s  Bl u e  M o n d a y  t o 

t h e a cti o n.  A  s m all  err or  i n t h e 

pr o gr a m mi n g  c a u s e s  s o m e  l o n gi s h p a u s e s  

b et w e e n  li v e s a n d  l e v el s, b ut  n ot hi n g  t o o 

a n n o yi n g,  a n d  i n a n y  c a s e  a  c orr e ct e d  

v er si o n  s h o ul d  b e  a v ail a bl e  b y  t h e ti m e y o u  

r e a d t hi s. T hi s  L a d y b u g  i s j u st a s  g o o d  a s  

t h e ori gi n al,  a n d  wit h  t hr e e ot h er  g a m e s  o n  

t h e di s k  (i n cl u di n g t h e r at h er e x c ell e nt  

R oll er b all),  y o u  s h o ul d n ’t n e e d  m e  t o t ell 

y o u  t o g o  a n d  b u y  a  c o p y.

V E R DI C T:  A  gr e at  vi nt a g e  ar c a d e  

g a m e  c o m e s  t o t h e A mi g a,  wit h o ut  

l o si n g a n yt hi n g  i n t h e tr a n sl ati o n. Y et  

a n ot h er  o n e  t o a d d  t o y o ur  b ul gi n g  

N o st al gi a  C oll e cti o n.  ****

B U G  B A S H
( A mi g a n ut s)
A  c uri o sit y  h er e,  i n f a ct I t hi n k it’s  a  fir st. 

B u g  B a s h  w a s  o n c e  a  c o m m er ci al  g a m e  

(r el e a s e d a s  p art  of  a  t w o- g a m e 

p a c k a g e  b y  M ut ati o n  S oft w ar e  wit h  a  

s h o ot- ’e m- u p  c all e d  N u cl e u s),  b ut  n o w

of  a  g a m e,  m or e  of  a  d e m o  wit h  a n  

i nt er a cti v e el e m e nt.  P o or  E D 2 0 9  i s f e d- u p 

of  h a vi n g  hi s  pl a n s  f or w orl d  d o mi n ati o n  

t h w art e d b y  t h at ol d  killj o y  R o b o C o p,  s o  h e  

d e ci d e s  t o, er,  w al k  al o n g  a  v er y  l o n g 

str e et  wit h  a  gr affiti- c o v er e d  w all  a n d  kill  

e v er yt hi n g  h e  c o m e s  a cr o s s.  T h e s e  

u s u all y  t a k e t h e f or m of  a  s u p er h er o  or  

c art o o n  c h ar a ct er  ( B at m a n, T urtl e s  et c),  

w h o  a p p e ar s  at  t h e e n d  of  t h e str e et  a n d  

s h o ot s  E D  if h e  d o e s n ’t bl o w  hi m  a w a y  

wit hi n  a b o ut  1 0  s e c o n d s  ( y e s, y o u ’r e ri g ht, 

it i s n’t t h e t o u g h e st g a m e  i n t h e w orl d).  

Still,  t h e gr a p hi c s  ar e  g o o d,  t h e w all  

c o nt ai n s  a  f e w g o o d  g a g s,  a n d  t h e s o u n d  

eff e ct s  ar e  brilli a nt,  s oli d  a n d  br ut al  j u st li k e 

i n R o b o C o p  it s elf. T h er e  ar e  s o m e  gr e at  

t o u c h e s t o o, li k e t h e w a y  s h a d o w s  ar e  c a st  

b y  t h e str e et  li g ht s - t h e eff e ct  of  w hi c h  i s 

i n tr ut h t h e m aj or  r ai s o n d ’etr e  of  t h e g a m e.

V E R DI C T:  Di n k y  s ort- of  s h o ot- ’e m- u p,  

w ort h  g etti n g  j u st s o  y o u  c a n  s h o ot  a  

‘H er o ’ T urtl e  5 0 0  ti m e s f or f u n. **

it’s  e nt er e d  i nt o t h e P u bli c  D o m ai n  ( s ort 

of)  vi a  a n  e x cl u si v e  li c e n si n g d e al  wit h  

P D  p e o pl e  A mi g a n ut s.  T h e  g a m e pl a y  i s 

pr ett y  el e m e nt ar y,  f e at uri n g y o u,  t h e 

pl a y er,  a s  a  l a d y bir d wit h  a  h eli c o pt er  

j et p a c k o n  a  mi s si o n  t o cl e ar  u p  l ot s of  

r u b bi s h fr o m t h e g ar d e n,  all  t h e ti m e 

b ei n g  hi n d er e d  b y  l ot s of  ot h er  i n s e ct­

t y p e b a d di e s.  T h e  gr a p hi c s  a n d  s o u n d  

b efit  a  o n e-ti m e  c o m m er ci al  r el e a s e b ut 

t h e g a m e  it s elf i s si m pli sti c  a n d 

r e p etiti v e, a n d  d o e s n ’t t a k e v er y  l o n g t o 

b e c o m e  b ori n g.  Still,  a s  P D  y o u  c a n ’t 

r e all y c o m pl ai n,  a n d  t h e pri c e  i s a  f air 

r efl e cti o n o n  w h at  y o u ’r e g etti n g.  

V E R DI C T:  C ut e  b ut  li mit e d ( m a y b e 

g o o d  f or ki d s).  A n  i nt er e sti n g i d e a t o 

sti c k  o n c e  c o m m er ci al  g a m e s  

t hr o u g h t h e P D,  o n e  t h at it' d b e  

i nt er e sti n g t o e n c o ur a g e.  *** 

a n d  gr o o v y  a n d  w o ul d  m a k e  f or a n  

a d di cti v e  z a p p er  if it w a s n ’t f or o n e  t hi n g: 

y o u  c a n  n e v er  h a v e  ‘o n e  m or e  g o ’ i n B u c k  

R o g er s,  b e c a u s e  w h e n  y o u  l o s e all  of  y o ur  

fi v e li v e s, y o u,  er... g et  a n ot h er  fi v e. A n d  

t h e n a n ot h er  fi v e. A n d  t h e n a n ot h er  fi v e, 

a n d  s o  o n.  T hi s  b uilt-i n  i nfi nit e li v e s c h e at  

s p oil s  t h e g a m e  t o q uit e  a n  e xt e nt,  b ut  it’s  

still  g o o d  f u n f or t h e s h ort  ti m e it’ll t a k e y o u  

t o g et  t hr o u g h all  t h e v ari o u s  l e v el s. It 

l o o k s l o v el y a n d  t h e s o u n d  i s pl e a si n gl y  

s oli d,  b ut  u nl e s s  a  ‘pr o p er ’ v er si o n  c o m e s  

o ut,  t h e n I c a n ’t h o n e stl y  s a y  it’s  a n  

u n mi s s a bl e  p ur c h a s e.  ’

V E R DI C T:  Nift y  bl a st er  s o m e w h at  

wr e c k e d  b y  t h e i n e x pli c a bl e l a c k of  

g a m e- e n di n g  d e at h.  If y o u  c a n  g et  it 

wit h o ut  i nfi nit e li v e s t h o u g h, it' d b e  w ell  

w ort h  h a vi n g.

WI Z Z Y' S  
Q U E S T  
( X- Pr e s s P D)
S ol o m o n ’s  K e y.  Gr e at,  w a s n ’t it ? O n e  of  

t h e b e st  ar c a d e  p u z zl e  g a m e s  e v er,  b ut  

o n e  w hi c h  di d n ’t r e all y g et  t h e cr e dit  it 

d e s er v e d,  eit h er  a s  a  c oi n- o p  or  a s  a  h o m e  

c o m p ut er  c o n v er si o n.  Wi z z y ’s  Q u e st  t a k e s 

t h e b a si c  g a m e pl a y  el e m e nt  of  S ol o m o n ’s  

K e y  (t h e b uil di n g  a n d  d e str o yi n g  of  bl o c k s)  

a n d  p ut s  it i nt o a  ( sli g htl y) m or e  tr a diti o n al 

pl atf or m  g a m e  str u ct ur e,  r e s ulti n g i n a n  

i ntri g ui n g g a m e  of  m a ni p ul ati o n  a n d 

str at e g y.  C o ntr ol  i s j u st a  bit  o n  t h e sti c k y  

si d e,  b ut  t hi s i s m or e  of  a  mi n or  irrit ati o n 

t h a n a n yt hi n g  el s e,  si n c e  wit h  n o  ti m e 

li mit s it d o e s n ’t aff e ct  t h e g a m e pl a y  t o a n y  

n oti c e a bl e  e xt e nt.

Wi z z y ’s  Q u e st  i s a  gr e at  p u z zl e  

ar c a d e  g a m e  ( a s o p p o s e d  t o t h e ot h er  w a y  

ar o u n d),  a n d  it’s  g ot  j u st t h e ri g ht b al a n c e  

b et w e e n  j u m pi n g ar o u n d  a n d  sitti n g  d o w n  

a n d  t hi n ki n g t o m a k e  it a  str at e gi c  cl a s si c.

C U B U L U S
( N B S, di s k  G 1 7 5)
D e m o  pr o gr a m m er  T o bi a s  Ri c ht er  i s 

s o m et hi n g  of  a  l e g e n d i n P D  c o di n g  

cir cl e s,  s o  y o u ’d  b e  f or gi v e n f or e x p e cti n g  

s o m et hi n g  a  littl e bit  s p e ci al  fr o m t hi s f or a y 

( wit h a  c o u pl e  of  c h u m s)  i nt o t h e w orl d  of 

g a m e s.  A n d  t h at s pr ett y  m u c h  w h at  y o u  

g et  i n t hi s g or g e o u sl y- pr e s e nt e d  p u z zl e  

g a m e  wit h  s e v er al  el e m e nt s  of  R u bi k ’s  

C u b e  t hr o w n i n. Y o u  ar e  pr e s e nt e d  wit h  a  

3 x 3  bl o c k  of  4 x 4  s q u ar e s  m a d e  u p  of 

v ari o u sl y- c ol o ur e d  bl o c k s,  a n d  y o u  c h o o s e  

a  n u m b er  of  mi xi n g- u p  m o v e s  (li k e t wi st s 

of  t h e C u b e),  w hi c h  y o u  t h e n h a v e  t o 

u nt a n gl e  t o r e st or e t h e b o ar d  t o it s ori gi n al  

st at e.  T h er e ’s  a  ti m e c o u nt er,  a n d  it 

d o e s n ’t t a k e v er y  m a n y  m o v e s  t o r e d u c e 

t h e b o ar d  t o a n  u nf at h o m a bl e  m e s s  of  

c ol o ur,  s o  y o u  c a n  b e  a s s ur e d  of  a  r e al 

c h all e n g e.  T h e  m u si c  i s n’t m u c h  c o p  

(t e c h ni c all y gr e at  b ut  t u n e-fr e e, a s  s o  oft e n 

s e e m s  t o b e  t h e c a s e  wit h  A mi g a  m u si c),  

b ut  ot h er wi s e  t hi s i s a  s eri o u sl y  cl a s s y  

pi e c e  of  m e nt al  t ort ur e.

V E R DI C T:  F or  all  f a n s of  c o m p ut eri s e d  

mi n d b e n di n g,  t hi s r a n k s ri g ht u p  t h er e 

wit h  m o st  w ell- k n o w n  c o m m er ci al  

r el e a s e s. Pr of e s si o n al  l o o ki n g a n d  

g e n er all y  r at h er sli c k.  ****
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GAME REVIEWS NUCLEUS + FLASCHBIER + GO-MOKU + ROBOCOP GOES TO IRRQ 
+ MIDDLE ERST MRNIR + POM POM GUNNER

NUCLEUS
(Amiganuts)
Here we have the very game once 
released with Bug Bash (see review on 
this page), now also exclusively licensed to 
Amiganuts. Nucleus is a horizontally- 
scrolling shoot-’em-up in the R-Type 
mould, and features extremely good 
parallax graphics that are well up to much 
of the competition in the genre (Ziriax, X- 
Out, Atomic Robokid etc). Unfortunately 
the gameplay doesn’t match up, being 
slow and uneventful with unimaginative 
aliens and dim attack patterns.

The customary power-ups which you 
can bolt onto your weedy spaceship are a 
better set than usual, but when you die you 
lose them (of course) and it becomes even 
tougher than in most games to progress 
without them. Even on the later levels and
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Blurring the line between commercial 
and public domain software still further, 
it's Nucfcus, originally sold with Bus 
Bash (reviewed on the previous page).

with lots of speed-ups things never get 
very exciting, and the pretty graphics seem 
to have largely gone to waste. Again 
though, you’re not getting a bad deal at a 
PD price, and as there aren’t many other 
PD games in this particular market, it has 
to be worth giving a go. If you really, really 
want a shoot-’em-up, and you really are 
pretty skint, that is.

VERDICT: Not a bad shoot-’em-up, but 
then not a very good one either. You 
can see why it never made it 
commercially, but for a couple of quid 
for the PD re-release, it’s worth 
owning. ***

FLASCHBIER 
(Softville, disk UGAM2) 
A game which has been around in the 
Public Domain for quite a while now, 
Flaschbier is basically a simplified version 
of Boulderdash, in as much as it’s got the 
boulders and the enemies, but not the 

diamonds. The object of each screen is 
simply to reach the exit, but that’s 

much easier said than done, as the 
pace of the enemies and the 
layouts of the screens make every 
level a tricky little teaser. 
Presentation is very nice and the in­
game music is superb, and together 

with the imaginative, fast-moving and 
addictive gameplay and cute graphics, 

everything adds up to make Flaschbier one 
of the best PD games available to date. 
This is quite simply brilliant - every home 
should have one.

VERDICT: Excellently-structured 
puzzle/arcade game that’s a definite 
must for Boulderdash lovers, and 
everyone else too for that matter.
*****

Brainless Bou/derdasb-inspired fun 
in the diffficult-to-pronounce Flaschbier»

GO-MUKU
(Capricorn Computers, disk 
CC Games 27)
On this disk from new name Capricorn are 
China Challenge II (an updated version of 
the Shanghai clone reviewed last month 
with four stars), Roll On (a version of the 
classic Chinese puzzler Soko Ban), a 
Missile Command game, and best of all, 
Go-Muku. This is another age-old 
Japanese game, the object of which is to 
complete a line of five stones on a large 
board. As with most games of this nature, 
it has incredibly simple rules but is hugely 
difficult to master, and this particular 
version looks beautiful, with a computer 
opponent who plays a mean game. 
There’s very little else to be said about it 
really, except that it’s absolutely gorgeous 
and I love it.

VERDICT: A superb compilation 
combining mind-stretching strategy 
with brainless arcade reaction games 
to brilliant effect. Get it. *****

you're not too far wrong.

ROBOCOP 
GOES TO IRAQ 
(Strictly PD, disk G252)

No RoboCop perhaps, but at least you get 
a decent game with Middle East Mania»

MIDDLE EAST 
MANIA
(Strictly PD, disk G250) 
A couple of games that I’ve lumped 
together now, because they share a 
similar theme, they were 
both written with Shoot- 
’Em-Up Construction Kit, 
and they look distinctly 
alike too. The RoboCop 
game mixes vertical and 
horizontal scrolling, but 
the character himself 
doesn’t, with the same 
feebly-animated sprite 
used whichever way 
you’re walking. Movement 
between levels seems to 
be largely arbitrary, the 
front end is remarkably 
shabby, and some nice 
sampled effects can’t

POM POM GUNNER (Start 
Computer Systems)

This American shareware game features 
some of the best graphics you’re ever 
likely to see on a PD game, digitised 
shots of scenes from the WWII battle in 
the Pacific between the US and 
Japanese navy and air forces. You man 
a ship’s gun, and waves of Japanese 
planes (more digitised graphics) fly past 
on their way to attacking Pearl Harbour 
(or other targets, depending on which

At last! A chance to relive Pearl Harbour 
in the comfort of your own home!

turn this sow’s ear of a cash-in into a silk 
purse. Middle East Mania (or Middle East 
Madness as the title screen would have 
it), on the other hand, is equally 
ideologically unsound but a significantly 
better game. Your sprite actually turns to 
face the way he’s going, gameplay is 
faster and calls for more skill, there’s an 
acceptable amount of target variation and 
the Commando-style gameplay holds 
together quite respectably. The excessive 
amount of lives you’re endowed with 
knock down the addictive potential 
considerably, but all the same this is a 
nifty slice of fun which would stand up by 
itself without the dodgy Gulf connection. If 
you must have a Desert Storm simulation, 
at least make sure it’s one with a halfway- 
decent game included.

VERDICT: RoboCop Goes To Iraq is a 
tacky concept executed even more 
tackily, but Middle East Mania is a 
reasonable SEUCK game which is as 
good as most of its peers. Bin the 
former, go for the latter.
R.G.T.I.* M.E.M.***

However much you love the old tin constable, you'll not find 
you get much fun from RoboCop Goes To Iraq»

level you’re on). In the second or two that 
they’re in your sights, you have to shoot 
them down, whereupon they burst into 
flame and plummet, smoke trailing, into 
the ocean. You have to be careful not to 
shoot US planes, though, or you’ll be 
reprimanded by the top brass and lose 
lots of points (in fact, I haven’t managed 
to register a positive score yet). That’s all 
there is, and if the truth be told it’s not all 
that much of a game. The waves go on 
for far too long, and the end of a game 
isn’t something I’ve had the stamina to 
reach yet. Still, while you’re playing it’s 
pretty gripping, and it’ll take some time 
for the novelty of the excellent graphics 
to wear off (indeed, they’ll keep you 
playing just to get to later levels and see 
more). Take a look.
VERDICT: Not a particularly great 
game, but wonderful-looking, and as 
PD it’s cheap enough to be worth 
getting just to impress Grandad. **

Contact addresses for this month’s games: CAPRICORN COMPUTERS, 35 Warwick Rd, Olton, Solihull, West Midlands, B92 7HS « 021 707 0381 • STRICTLY PD, 11 York 

Place, Brandon Hill, Bristol, B51 5UT • START COMPUTER SYSTEMS, 20 Holmside, Sunderland, SR1 3JE « 091 565 2506 • SOFTVILLE PD, Unit 5, Stratfield Park, Elettra Avenue, Waterlooville, Hants, PO7 7XN « 

0705 266509 • NBS, 132 Gunville Rd, Newport, PO30 5LH • CRAZY JOE’S, 145 Effingham St, Rotherham, S65 1 BL « 0709 829286 • X-PRESS PD, 12 Hathaway Court, Cheriton Rd, Gillingham, Kent, ME8 0ES « 

0634 30638 • AMIGANUTS, 169 Dale Valley Rd, Hollybrook, Southampton, SO1 6QX « 0703 785680



F O R T Y  O N E  G A M E S  O N  T W O  DI S K S ?
I M P O S SI B L EI... B E LI E V E I T O R  N O T  I T  S  T R U E  

" N o w  f o r t h e fi r s t ti m e e v e r  y o u  c a n  b u y  o n  o nl y  t w o di s k s  t h e  
g r a n d  t o t al of  F O R T Y  O N E  q u ali t y  P D  &  S h a r e w a r e  g a m e s "

C h e s s
P e g  P u z zl e  
W ell t ri x
D e a t h  B ri n g e r s  
T ri p p e n
S u p e r  G ri d d e r  
C hi n a  C h all e n g e

C o nt e nt s  I n cl u d e
Vi d e o  P o k e r
Dil e m m a
Pi n g- P o n g
T r o n  '
Ci r c ui t  W a r
I n v a d e r s
K a m a k a zi

B a c k g a m m o n  
S o r r y!
B all y  I B  
C o s m o r oi d s  I I
S h o o t  o u t  
T r e k- T ri vi a
D el u x e  H a m b u r g e r

S el e ct  a n y  3  g a m e  titl e s v al u e d  7. 9 9  or  l e s s a n d  y o u  p a y  o nl y  £ 2 0

IÍ

P L U S  T W E N T Y  O T H E R  E N T E R T A I N I N G  A N D  A B S O R B I N G  G A M E S  
A L L  F O R T Y  O N E  G A M E S  F O R  O N L Y  £ 4. 9 9  I N C L U S I V E  

Pl e as e  d o  n ot  b e  p ut  off  b y  t h e e xt r e m el y  l o w p ri c e  of  
t h es e g a m es  - t h e y off e r  e x c ell e nt  v al u e  f o r m o n e y.

( H U M DI N G E R  4 1  )
Pl e a s e  m a k e  C h e q u e s / P. O. s  p a y a bl e  t o N.  J O R D A N a n d  p o st  n o w  t o 

T E L E S C A N  C O M P U T E R  S E R V I C E S  ( A P ), H a n d s w o rt h  R o a d,  Bl a c k p o ol  F YI  2 R F

T h e  f oll o wi n g g a m e s  titl e s ar e  I mlt e d 
off er s  at  t h e ti m e of  g oi n g  t o pr e s s.

Pl e a s e  or d er  e arl y  t o a v oi d  
di s a p p oi nt m e nt!

W e  st o dr  af  t/t e l at e st a n d  c urr e nt//  
a v ail a bl e  titl e s w hi c h  w e  off er  at  

M M  O F F  

of  r e c o m m e n d e d r et ail  pri c e!

W orl d  Cl a s s  L e a d ert w ar d  
W orl d  C u p  Y e ar  9 0  C o m pi at e »

G A M E S

O n/
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 o m p etiti o n s  h el d,

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  O E S.
T el:  0 6 3 4  3 0 6 3 8

■i TI Til TI';  P R

3 0  C o n str u cti o n  Kit  
3 0  P o ol  
Aft er b ur n er  
A n ar c h y  
A nt h e a d s  
At o mi c  R o b o ki d  
B al a n c e  of  P o w er  
B ar b ari a n  ( P al a c e) 
B at m a n  
B atti e m a st er  

Bi o ni c  C o m m a n d o  
Blit z kri e g  ( 1 M b)

C a p e  ' n' C ar n a g e  
C a pt ai n  R z z  
C arri er  C o m m a n d  
C e ntr ef ol d  S q u ar e s  
C h a s e  H Q  II 
C h u c kl e  E g g  
C h u c ki e  E g g  II 
Cl a s si c  4  
C ol o s s u s  C h e s s  X  
C or p or ati o n  &  Mi s si o n  Di s k  
C o s mi c  Pir at e  
D at a st or m  
D ef e n d er  of  t h e Cr o w n  
D el u x e  Stri p  P o k er  
D o u bl e  Dr a g o n  
D o u bl e  Dr a g o n  II 
Dr a g o n  Br e e d  
Dri vi n  F or c e  
D u n g e o n  Q u e st  
D y n a st y  W ar s  
E- M oti o n  
E n c h a nt er  
E s w at
E ur o p e a n  S u p erl e a g u e  S o c c er  
E x oI o n
F A- 1 8  I nt er c e pt or 
F al c o n  Mi s si o n s  V ol  1  
F a nt a s y  W orl d  Di z z y  
F a st  F o o d  Di z z y  

F a st  L a n e
F er n a n d e z  M u st  Di e  
F err ari  F or m ul a  O n e  
F ull  C o nt a ct  
G a u ntl et  2
Gr a n d  M o n st er  Sl a m  
Gr a n d  N ati o n al  
Gr e mi n s  2  
H ar d  Dri vi n ’ II 
H er o e s  ( c o m pi atf o n) 
Hit c h hi k er s  G ui d e  t o t h e G al a x y  
H o n g k o n g  P h o o e y

X e n o n
X e n o n  II
Y o hji' s  Gr e at  E s c a p e  

Z or klll
S E RI O U S

7 9 p I N C L U DI N G P & P  
A L L  I N C L U SI V E

N O  C A T C H E S  ❖  N O  GI M MI C K S  ❖  N O  MI N.  O R D E R!
G A M E S

G 0 0 8  Br e a k o ut
G 0 1 3  Pi n g  P o n g
G 0 1 6  C a v e  R u n n er
G 0 2 0  J et m a n
G 0 2 5  G a m e s  Di s k  5
G 0 2 8  Dri p
G 0 2 9  X e n o n  III
G 0 3 4  S e v e n  Til e s
G 0 3 6  M ar at h o n  Mi n e  3
G 0 3 8  C o m p ut er  C o nfli ct

U TI LI TI E S
U 0 0 7  G ol dfi s h  1
U 0 1 1  6 8 0 0 0  A s s e m bl er
U 0 2 8  T B a g  4 3
U 0 3 1  Ri m  D at a b a s e
U 0 4 2  Di s k s al v  V 4. 2
U 0 1 4 U E dit
U 0 4 3  J a z z b e n c h

U 0 5 3  Vir u s  Kill er s  
U 0 5 5  S y d n e y  a n d  Fri e n d s
U 0 5 6  Fl e xi b a s e

M U SI C

M 0 0 5  P ur e  M et al
M 0 1 1  D etr o n  M u si c
M 0 1 8  Tiff a n y
M 0 2 0  L o a d s a m o n e y
M 0 2 3  P et  S h o p  B o y s
M 0 5 3  T h e  W all
M 0 5 6  Ti m e cir cl e
M 0 5 8  P a c e  M u si c  Di s k
M 0 6 4  A mi g a  C h art  5
M 0 6 7  D E M O B  M u si c  1

D E M O S

D 0 0 8  H ol st e n  Pil s
D 0 2 4  S af e  S e x
D 0 5 2  J u g gl er  2 _ _ _ _ _ _ _ _

D 0 5 4  H a m  Sli d e s h o w  
D 0 6 7  Ir a g D e m o  
D 1 1 9  N a s a  Sli d e s h o w  
D 1 2 4  R e c oil  D e m o s  8 
D 1 3 3  G a m e s  D e m o s  
D 1 3 6  Wi n g s  D e m o  
D 1 4 2  R e b el s  M e g a  D e m o

A D U L T
O v er  1 8' s  o nl y  
S e n d  f or li st.

S P E CI A L!

S p e ci al  i ntr o d u ct or y 

off er,  s el e ct  a n y  

c at e g or y  ( or mi x e d)  

a n d  e n cl o s e  £ 7. 5 0  f or 

1 0  P D  di s k s  c h o s e n  at  

r a n d o m b y  u s.

A  A  S E N D  S. A. E.  F O R  F R E E  LI S T A  A
S e n d  c h e q u e/ P. Or d er  p a y a bl e  t o:-

J. M d nt yr e
D e pt  A R  7  C e cil  Str e et,  

S pri n g  Vi e w,  Wi g a n,  
L a n c s.,  W N 3  4 T S

Fr e e  s w a p  s er vi c e  a v ail a bl e.  

P & P  i n cl u d e d o n  all  U. K.  or d er s.

S u p pli e d  o n  t o p q u alit y  K A O  

D S/ D D  di s k s

I m p o s si bl e Mi s si o n  II
I n di a n a J o n e s  +  Z a k  M c Kr a k e n  
J a m e s  P o n d
J u m pi n  J a c k s o n
K e ef  ti e T hi ef
L a st  Ni n a  2
L e at h er  G o d d e s s e s  of  P h o b o s  

L e g e n d  of  Dj el  
Li n e  of  Ar e
L o m b ar d  R A C  R all y
L o o m
M o nt y  P yti o n s  H yi n g  Cir c u s  
N e w  Z e al a n d  St or y
Ni nj a  R a b bit  
Ni n E s Dirit

Pl a n etf all  
P o w er pl a y  
Pr e d at or  
Pr o  B o xi n g  Si m ul at or

P u b  Tri vi a

R o a d bl a st er s  
R uff  ‘n ’ R e a d y  
S h uft e p a c k  C af e  

S h a d o w  of  t h e B e a st  
Si k w or m  
S k at e  of  t h e art  
S p orti n g  Tri a n gl e s  
St e v e  D a vi s  S n o ot er  

S u p er  S cr a m bl e  Si m ul at or  

St e el  
S u b b ut e o  
S u p er  Gr a n d  Pr k  
S u p er  L e a g u e  S o c c er  
S u p er  Off  H o a d  R a c er  
S w or d s  of  T w S dit  
T e e n a g e  M ut a nt  H er o  Ttrt e s
T e n ni s  C u p  
T err or p o d s
T h e  D e e s
T h e S g Wt a  L o v e d  M e

7. 9 9

VI D E O
P h ot o n  Vi d e o  ( C el A ni m at or)  
D el u x e  Vi d e o  III 
A e gi s  A ni m a gi c
Br o a d c a st  Tifl er  2  

A mi g a Vi si o n
S c a i a 

T V  T e xt  Pr of e s si o n al  
T V S h o w 2  
Vi d e otitl er  1. 5  3 D  
W O R D P R O C E S SI N G  
S cri b bl e  Pl ati n u m  
Ki n d w or d s  2  
I nt er w or d 
P e n p al
E x c ell e n c e  2  
Pr ot e xt  4. 2  
Pr ot e xt  5. 0  
Pr o Writ e 3. 1  
W or d  P erf e ct  4. 1  
W or d  P erf e ct  Li br ar y  
W or d w ort h
S P R E A D S H E E T  
A d v a nt a g e
D G C al c  
D A T A B A S E S  
I nf ofit e
S u p er b a s e  P er s o n al  2  
S u p er b a s e  Pr of e s si o n al  4  
I N T E G R A T E D ( W P/ S M J B) 
T h e  W or k s  Pl ati n u m  
G ol d  Di s k  Offi c e
D T P  
P a g e s ett er  2. 0  
Pr o  P a g e  1. 3  
Pr o  P a g e  2  
Pr o  Dr a w  2  
O uti n e  f o nt s 
G ol d  Di s k  F o nt s  1- 4  
Str u ct ur e d  Cli p  art  
E cli p s  
Pr o cli p s
D el u x e  Pri nt  II

1 4. 9 9
5 0. 9 9
5 0. 9 9

1 7 4. 9 9
8 9. 9 9

1 7 4. 9 9
8 9. 9 9
4 9. 9 9
6 9. 9 9

Ti g er  C u b + Mi di  I nt ert a c e/l e a d s

B A D  Di s k  O pi mi s er

Cr o s s  D o s  4  
D o s  2  D o s
Di s k  M a st er
F a c dl  
G B  R o ut e
Q u art er b a c k  H/  Di s k  B a c k u p  
Q u art er b a c k  T o ol s  
B yt e N' B a c k  H/  Di s k  B a c k u p  
E D U C A TI O N A L
A n s w er b a c k  J u ni or  
A n s w er b a c k  S e ni or  
Arit w nrt c  ( A n s wr b a c k f a ct s) 
A s s  f at b afi ( A n s wr b a c k f a ct s)

7 9. 9 9
1 7 4. 9 9

3 4. 9 9
2 9. 9 9
3 9. 9 9
3 9. 9 9
2 4. 9 9
3 4. 9 9
4 9. 9 9
5 0. 9 9
1 8. 9 9

4. 9 9
6. 9 9
6. 9 9
4. 9 9
6. 9 9
4. 9 9
6. 9 9
6. 9 9
6 9 9
9. 9 0
6 9 0
6 0 0
7 0 0
7 0 0
6 9 0
4 0 0
6 9 0
5 9 9
6 9 9
8 9 0
7. 9 9

1 2. 9 9

3 9. 9 9
3 9. 9 9
3 9. 9 9
6 9. 9 9
8 9. 9 9
7 4. 9 9

1 0 9. 9 9
9 9. 9 9

1 5 9. 9 9
7 9. 9 9
8 9. 9 9

7 9. 9 9
2 8. 9 9

5 9. 9 9
1 0 9. 9 9

5 2. 9 9
9 9. 9 9

1 9 9. 9 9
9 9. 9 9
9 9. 9 9
3 4. 9 9
3 9. 9 9
7 9. 9 9
1 7. 9 9
3 4. 9 9

F A S T  m m  P RI C E  
C O M P U T J E R R E P AI R S  

A MI G A S  ( E x cl. Di s k Dri v e,  
K e y b o ar d  &  F A T  A g n u s)..  . £ 4 5 

At ari  S T s  ( E x ci. Di s k Dri v e  &  

............................£ 4 5  

( E x cl K e y b o ar d). £ 3 5
Pri c e s  i n cl u d e r et ur n p o st a g e!

C A D
X- C A D  D e si g n er  
X- C A D  Pr of e s si o n al  
A e gi s  Dr a w  2 0 0 0
A C C O U N T S  
H o m e  A c c o u nt s  
C a s h b o o k/ R n al  A c c o u nt s  
P er s o n al  T a x  Pl a n n er  
P er s o n al  Fi n a n c e  M a n a g er
S m al  B u si n e s s  A c c nt s  C a s h  
S m al  B u si n e s s  A c c nt s  Xtr a  
G R A P HI C S
D el u x e  P ai nt  3  
P h ot o n  P ai nt  
D el u x e  P b ot ot a b
R e al  T hi n g s  Bir d s  
R e al  T hi n g s  H u n a n s  
R e al  T hi n g s  H or s e s  
Pr o Ff c
P b er at e  
B ut c h er
T h e  Art  D e p art m e nt  
T h e  Aft  D e p art m e nt  Pr o.  
K ar a  A ni m  F o nt s  1  
K ar a  A ni m  F o nt s  2  
K ar a  A ni m  F o nt s  3  
K a a  F o nt s  H e a dl n e s  1  
K ar a  F o nt s  H e a dl n e s  2  
K ar a  F o nt s  S u b  H e a dli n e s  
S O  M O D E L L M G  4  R E N D E RI N G  
S c uf ot a O X L
S c ul pt  A ni m at e  4 D  
Vi st a
Vi st a  Pr of e s si o n al  
I m a gi n e
3 0  Pr of e s si o n al  
R e al  3 0 B e gi n n er s  
R e al  3 0  Pr of e s sl o n al/ T  ur b o 
P R O G R A M MI N G
A M O S  
A M O S  C o m pil er
D e v p a c  2  
L atti c e  C  
Hi  s oft  B a si c  
Hi s oft  B a si c  E xt e n d
M U SI C
D el u x e  M u si c  C o n st  S et  
Q u art et
M a st er s o u n d  s o u n d  s a m pl er  
M u si c  X  J u ni or

7 4. 9 9
1 5 9. 9 9
9 9. 9 9

2 7. 9 9
4 4. 9 9
2 9  9 9
2 1. 9 0
5 0. 9 9
7 9. 9 9

8 4. 9 9
2 2 9. 9 9
4 2. 9 9
6 9. 9 9

1 8 9. 9 9
3 4 9. 9 9
1 1 9. 9 9
2 9 9. 9 9

4 9. 9 9
3 5. 9 9
2 9. 9 9
7 4. 9 9

S p e M n g  ( A n s wr b a c k f a ct s) 
B ett er  M att s  ( 1 2- 1 6) 
B ett er  S p elli n g  ( o v er 8)  
T hr e e  B e ar s
D o n al d' s  Al p h a b et  
Di st a nt  S u n s  ( A str o n o m y) 
D e e p  s k y  O bj e ct s  

S k y m a p  E x p a n si o n  
fir st l ett er s 
fir st L ett er s!  W or d s  
F u n  S c h o ol  II ( 2- 6) 
F u n  S c h o ol  II ( 6- 8) 
F u n  S c h o ol  II ( O v er 8 s)  

F u n  S c h o ol  III ( U n d er 5 s)  
F u n  S c h o ol  III 5- 7)  
F u n  S c h o ol  III O v er  7 s)  
G a m e  S et  a n d  M at c h  

G o of y ’s  R ail w a y  
H e nri ett a ’s  B o o k  of  S p ell s  
H o or a y  f or H e nri ett a  ( 5- 1 2) 
J u ni or  T y pi st  ( 5- 1 0) 
Ki d T N k  
Ki d ’s  T y p e  
L et s  S p ell  at  H o m e  
L et s  S p el  at  t h e S h o p s  
Mi c k e y' s  R u n a w a y  Z o o  
M a gi c  M at h s  ( 4- 0) 
M afli s  M a ni a  ( o v er 8)  

M at h  T al k  Fr a ct o n s  
M a vi s  B e a c o n  T e a c h e s  T y pi n g  
Mi x  4 M at c h  
Pr of  H u nt s  f or W or d s  
Pr of  L o o k s  W or d s  
Pr of  M a k e s  S e nt e n c e s  
Pr of  Pl a y s  a  N e w  G a m e  
P u z zl e  B o o k  
P u z zl e  B o o k  II 
P u z zl e  St or y b o o k  
S e s a m e  Str e et  L ett er s  
S e s a m e  Str e et  N u m b er s  
S p el b o o k  
T hi n g s  t o d o  wit h  N u m b er s  
T hi n g s  t o d o  wit h  W or d s

H A R D W A R E
M A G A S
A mi g a  5 0 0  B a si c  
A 5 0 0  S cr e e n  G e m s  1 M b yt e  
A 5 0 0  C art o o n  Cl a s si c s  
A 5 0 0  Q  a s s  of 9 0  s  P a c k  
A 1 5 0 0  I n cl u di n g M o nit or  
A 1 5 0 0  N o  M o nit or  

A 2 0 0 0  4 0 M b  F V Di s k  
A 3 0 0 0  1 6 M h z/ 4 0 M b  
A 3 0 0 0  2 5 M h z/ 4 0 M b  
A 3 0 0 0  2 5 M h z/ 1 0 0 M b  
C O T V  
1 0 M  O F F  all  C O T V  s sft w sr e  
A 5 9 0  2 0 M b  H ar d  Dri v e  
A 5 0 0  2 0 M b  H/ Drr v e- 2 M b  R A M  
Tr u m p c ar d  5 0 0  4 0 M b  H A Jri v e  
Tr u m p c ar d  2 0 0 0  4 0 M b  H/ Dri v e  
4 5 M b  H ar d c ar d  A 2 0 0 0/ A 1 5 0 0  
9 0 M b  H a d c ar d  A 2 0 0 0/ A 1 5 0 0  
1 3 5 M b  H ar d c ar d  A 2 0 0 0/ A  1 5 0 0  
1 7 3 M b  H ar d c ar d  A 2 O O O/ A 1 5 O O  
4 5 M b  S C SI  H a d  Di s k  ( B a e) 
9 0 M b  S C SI  H a d  Di s k  fl ar e 
1 3 5 M B  S C SI  H a d  Di s k  ( B ar e) 
1 7 3 M b  S C SI  H a d  Di s k  ( B a e) 

C U m a n a  3, 5*  E xt er n al  Dri v e  
Z yrt e c  3. 5  E xt er n al  Dri v e  
R F  5. 2 5*  E xt er n al  Dri v e  
C 8 M  3. 5*  I nt er n al fl o p p y Dri v e  
5 1 2 k R a m  E x p a n si o n  n o  d o c k  
5 1 2 k  R a m  E x p a n si o n  +  d o c k  
1. 5  M b  R a m  E x p a n si o n  
A 2 0 0 0/ 1 5 0 0  8 M b  R a m c ar d  
2 5 6 k x 4  R A M  c hi p s  p er  M b  
I M b xl D R A M  c hi p s  p er  M b  
C 8 M  6 8 0 3 0/ 0 8 8 8 2  2 5 M h z  
C ol o ur  S ol utl o n( Vi d k R G B s plt)  
S h ar p  J X 1 0 0  A 6  C ol.  S e a m er  
S h ar p  J X 3 0 0  A 4  C ol.  S c a n n er  
G ol d e n  I m a g e H a n d  S c a n n er  
P o d s c at  Gr a p hi c s  T a bl et  
Z y d e c  Mi cr o  s wit c h e d  M o u s e  
N a k s h a  M o u s e  (i n c O p er ati o n  ~  

T ur b o  M o u s e  
M o u s e  M at  
5 0  Bl a n k  Di s k s
M O NI T O R S
All  m o nit or s  i n d u d e l e a d s 
P hili p s 8 8 3 3-II  
C o m m o d or e  1 0 6 4 $  
C o m m o d or e  1 9 5 0  M ull s y n c  
P RI N T E R S
All  pri nt er s  i n cl u d e l e a d s 
a n d  A MI G A  P RI N T E R  D RI V E R S  

St a L C 2 0 0  C ol o ur  
St ar  L C 2 4- 2 O O  M o n o  
St a  L C 2 4- 2 0 0  C ol o ur
Citi z e n  S wift 9 C d o ur  
Citi z e n  S wift  2 4  C ol o ur  
c a n o n  B u b bl ej et  P ort a bl e  
H P  P ai ntj et  C ol o ur  I n kj et 
P a n a s or v c  4 4 2 0  L a s er  
P a n a s o ni c  4 4 2 0  1 M b  U p gr a d e

2 7 9
3 5 9
5 3 9
5 1 9
3 4 9
4 9 9
5 7 5
6 4 9
1 9 9
3 5 9
4 4 9
4 9 9
5 9
5 5
9 9  

1 1 9
2 5
2 9
8 9

1 8 9
3 5
3 5

8 9 9
1 5 9
6 2 5  

2 7 5 0  
1 7 5  
1 9 9  

( s h a M o u s e  ( T œ Ô p er àti o n St e alt h)  2 4
..----- 1 2

4
2 0

2 3 9
2 5 4
4 9 9

Y mi  n a m e  it... W e  d e  it... J u el  p h e n e  e n d  w e  II mi et e...  W e  er e  f e st er e n d  c h e e p er!
P RI C E S  Q U O T E D  A R E  S U B J E C T  T O  A V AI L A BI LI T Y........

S O M E  O F F E R S  A R E  LI MI T E D  S O  O R D E R  E A R L Y  T O  A V OI D  DI S A P P OI N T M E N T  

C h e q u e s/ P O  Or d er s  t o R K S SI T S,  1 1 a  B ur g at e  L a n e,  C a nt er b ur y,  K e nt.  C T 1  2 H H

T E L E P H O N E  H O T LI N E 0 2 2 7- 7 6 4 2 0 4 9. 3 0 a m  t o 7. 0 0 p m
( A n s w er p h o n e o ut si d e  n or m al  h o ur s)

VI S A,  M A S T E R C A R D  a n d  E U R O C A R D  or d er s  w el c o m e  

Vi s a,  M a st er c ar d,  E ur o c ar d  a n d  P O  Or d er s  ar e  d e s p at c h e d  s a m e  d a y!  
R e a s e  all o w  u p  t o 4  w or ki n g  d a y s  f or c h e q u e s  t o cl e ar.  O v er s e a s  or d er s  a d d  £ 2. 0 0  p o st a g e.  

M AI L  &  T E L E P H O N E  O R D E R S  O N L Y....  N O  P E R S O N A L  C A L L E R S  P L E A S E!
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A500 Internal replacement drive............................
8372 Fatter Agnus Chip (allows Chipmem feature)
1.3 Kickstart Chip...................................................

A500 HIGH 
CURRENT

POWER SUPPLY
• Allow addition of many 

peripherals without 
damage to computer 
or power supply

• Switch mode design 

£44.95
British Made

CUMANA 3.5" EXTERNAL
DISK DRIVE

• High quality
• High specification
• Anti click
• Long moulded cable

£57.00
£69.00
£52.00
£36.00

All prices include P&P & VAT A Please add £5.00 if you require 24 hour courier to your door or parcel post will be used A 12 month warranty 

W.T.S. ELECTRONICS LTD, Chaul End Lane, Luton, Beds.
Tel: 0582 491949

X\ British Made

500RX 1Mb
500RX 2Mb

SUPRA MODEMS
____________ •

£25.00 without clock £28.00 with clock

A500 PRO-RAM BOARD 
i/2 MEG UPGRADE

Latest design incorporates chipmem option at no extra cost 
Increases computer memory from 1/2 Megabyte to 1 Megabyte 
Allows all 1 Megabyte software to run
Direct replacement for Commodore A501, 16 Chip Technology 
for complete compatibility.

£149.00 500RX 4Mb....... £273.00
£198.00 500RX 8Mb....... £423.00

A2000 MEMORY UPGRADES
0Mb ...£119.00
2Mb ...£179.00
4Mb ...£289.00
8Mb...£409.00

SUPRA RANGE
A the most cost effective, highest quality, technologically advanced products available >Y 

500RX 1Mb - 8Mb MEMORY EXPANSION
• Simply plugs into the side port of the Amiga 500
• Auto configures to work in conjunction with computer memory
• Easily expandable from 1Mb - 8Mb using latest Zip chips
• Proclaimed as being the best expansion available
• This neat robust unit is set to revolutionise the market.

cSPXND YOUR Aj»fZc.
V QUALITY PRODUCTS Q.

at affordable prices

W.T.S. ELECTRONICS LTD

' VARTA +- .* <
9 4V t0ûmAhc

100% Hayes compatible 
Tone Pulse auto dial/answer 
RS232 Interface 
Internal diagnostics 
Programmable number 
storage

Supra 2400.....................XI 19.00
Supra 2400 MNP...........X159.00
Supra 2400 +................ XI 74.00
Supra 9600.....................X499.00



COMPETITION

WIN £2,000 WORTH of 
MIRRORSOFT GAMES

Every Mirrorsoft game ever released *
Every Mirrorsoft game for the next five years

Good grief, it’s a monster of a competition. We’ve chummed up with Mirrorsoft in order to give away two grand’s 

worth of games. The winner will be receiving a sack full of great titles to start off with, followed by a regular supply 

of Amiga games for the next FIVE YEARS.

We’ve 35 games to give away immediately (worth about £700) which will be followed by all the titles that’ll be 

appearing on the Image Works, Mirror Image, Cinemaware, FTL and Spectrum Holobyte labels for the next half 

a decade.

Phew, the excitement’s too much! That we can still get our hands on, that is.

What's it all about then?

RULESAND REGULATIONS

• The closing date for this 
competition is October 31st 
1991. Entries received later than 
that haven't a hope.

• On all matters relating to this 
competition the editor's decision 
is final.

• Employees of Future 
Publishing and Mirrorsoft are not 
eligable to enter this 
competition. Neither are Stalin, 
Mussolini, or Julius Caesar.

’ Only those games still stocked 
by Mirrorsoft can be included, 
but this includes pretty much all 
of them anyway (35 titles in all).

So what has brought about this mood of generosity? Well, 
Mirrorsoft have gone all nice and slushy because everyone is 
going potty over their latest game Mega Io Mania (AP rated

90 percent). If you don’t already know, it’s a laugh-a-minute 
everyday tale of world domination (featuring oodles of pretty 
tricks and infuriating gameplay).

Here are the questions...
Enough of this faff and fuffle. It’s time for the questions. Since 
this is all related to Mega Io Mania, the theme is power and 
domination. Unfortunately, to stand a chance of winning 
you’re going to have to swot up on insane megalomaniacs 
from history. Here goes then:

1) Where was Mussolini’s blood, an hour after he died?
2) Complete this dubious Julius Caesar phrase: ‘Infamy, 
infamy...”
3) In the latter years of World War II, the British had an 
‘affectionate’ nickname for Stalin. What was it?

What you have to do?
Simply jot the correct answers to our tricky trio of questions onto the back of a postcard, and post it to us at: AMIGA POWER 
FOR PRESIDENT, 29 Monmouth Street, Bath, Avon, BA1 2BW. Don’t forget to include your name and address...
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This month - hurrah! - we introduce a prize winning element to 

the letters page to spice things up a bit. Yes, from now on, the 

writer of not the longest, not the crawliest, but the MOST 

INTERESTING letter we receive gets at least £50 worth of 
software and perhaps anything up to £100 - if we think it’s 

good enough. Get scribbling...

• Address your letters to AMIGA POWER, Beaufort Court, 30 Monmouth Street, Bath, Avon, BAI 2BW

Dear AMIGA POWER,
I have just purchased your magazine and felt 
I must write and ask your advice. With so 
many new magazines on the shelves I tried 
very hard to resist buying your mag as I 
already purchase at least two each month - 
one has to draw the line somewhere! 
However, the temptation of the coverdisk 
and the games reviews got the better of me 
and I found myself coming home clutching 
your mag under my arm. How I wished I’d 
purchased it earlier! From now on I think I 
will resist the other two and buy yours 
instead. Congratulations on a lovely mag - 
your honest reviews of the games are a real 
help and I agree with many of your opinions. 
Which brings me to the point of this letter.

A couple of weeks ago I spotted what 
looked like a real ‘cute’ game called Jungle 
Book. I have a nine-year-old son and he and 
I love games based on children’s stories or 
with cute characters in them. So I purchased 
the game, came home and and could not 
believe what a load of rubbish it was! I did 
actually return to the shop and ask if I could 
exchange it but to no avail. I do appreciate 
the policies of shops so I accepted this and 
came away putting it down to experience, 
but still fuming that I had wasted precious 
money on a game we’ll never use. If I had 
bought your magazine earlier I would have 
seen your opinion of the game and avoided 
it, but alas too late - I’m lumbered.

I know it’s only a budget game, but so is 
Treasure Island Dizzy, which is wonderful. 
After reading your comments I felt relieved 
that someone else shared my opinion and 
decided that I would write to Monkey 
Business themselves and tell them exactly 
what I thought of their game. But of course 
there is no address on the packaging. Could 
you possibly tell me the address so that I 
could let them know how disgusted I am that 
games like this reach the shop shelves? 
Yours hopefully,
Mrs L. Cooper, Nottingham.

I’m afraid I don’t have an address to hand, 
Mrs Cooper, but Monkey Business is a label 
of Electronic Zoo, and their telephone 
number is 0285 641541. Hope this helps.

Dear Poor Excuse 
For A Magazine,
Picture this. Friday 26th July. Rushed into 
Smiths to get the latest issue of AMIGA 
POWER. Looks good, I thought. Got home 
and booted up the disk. Beast Busters - 
playable level (really?). Specially prepared 
for AMIGA POWER? It lasted all of about 
two minutes!

The Executioner- new label Hawk 
ought to pack up their bags and admit defeat 
with this exclusive, yet totally bloody 
impossible, preview.

Could it get any worse? Of course 
it blooming well could!

Pharaoh’s Curse-1 am all for 
converting classic 8-bit games to 16-bit 
machines, but how can crap like this be 
called ‘classic’ when nobody’s ever even 
heard of it?
Mazeman - This game is so crap, I wouldn’t 
pay £2.95 for it, even if it were exactly the 
same on a VIC-20.

Dad- If no-one at AP has completed it, 
how can you be sure that it’s possible?

According to the title on page eight, the 
above-mentioned games are the best in PD. 
What a load of rubbish! If this is the best PD 
has to offer, all the PD libraries would wind 
up bankrupt!

On the front cover, you have stated that 
AP is ‘a magazine with attitude’. Well, if your 
bad attitude towards your cover disks 
continues, I shall not be buying AP again. 
Yours,
Kris King, Droitwich

PS I am not trying to be offensive, but if this 
letter is not responded to, it is obvious that 
you can’t take criticism AT ALL.

Well Kris, you nearly blew your chances with 
that PS (just another variation on the feeble 
‘I bet you won’t print this letter’ challenge), 
but since I’m in a good mood today, I’ll reply 
to your points individually. Yes, the Beast 

Dear AMIGA POWER,
First of all, I would like to send my congratulations to the team 
for producing a magazine which soars right to the top of an 
overcrowded market. AMIGA POWER’S fresh and intelligent 
style takes me back to those halcyon days of early Crash and 
Zzap!. Your reviews are detailed, witty, well illustrated and often 
raise interesting issues, such as how thoughtless presentation 
can ruin a game s atmosphere, and the value of good game 
packaging. Furthermore, your interviews are always absorbing, 
it’s reassuring to know that programmers are not the faceless 
number crunchers which some magazines would have us 
believe.

If I had to make a criticism (/ think you'd better, or people 
will think we're making this letter up -Ed), it would concern your 
rating system. Over the years I have become increasingly 
disillusioned with the now universal percentage rating system. 
Games are reviewed subjectively and cannot be rated with the 
accuracy that a percentage system demands. So, what is the 
point of arguing over a couple of percent? Secondly, a game 
receiving less than 40 percent is simply not worth buying. Why 
bother trying to assess its relative crapness? Who cares if it’s 
worth 3 percent or 33 percent?
I am in favour of a simple five star system, set out along the

following guidelines:
***** A masterpiece, set to leave its mark on the software 
industry for some time to come.
**** An excellent game, maybe a couple of niggles or a lack of 
innovation prevents it from attaining five star status.
*** A decent enough effort, especially if you enjoy this style of 
game.
** May have a couple of redeeming features, but even ardent 
followers of this type of game will be hard pushed to get their 
money s worth.
* A complete waste of time and money.
Thanks a lot.
Matthew Skidmore. Halesowen

We spent a lot of time at the launch of this mag deciding what 
(if any) rating system we should use. In the end we plumped for 
the single percentage system, because it's flexible and 
informative without being fussy. You can always operate the 
star thing yourself, simply by dividing our marks into 
categories (0-20 percent is one star, 21-40 percent is two stars 
etc) if you want to, but our opinion is that to do things that way 
allows for no distinction between games which could be as 
much as 20 percent apart in real terms. It’s fine for a rough 
guide (like The Bottom Line), but really, it’s much too vague for 
what you yourself admire as our detailed’ reviews. And just to 
be nitpicky, you ask ‘ why bother if a game ’s worth 3 percent or 
33 percent?” Since those would equate in your system to two 
different marks (one star and two stars respectively), why not 
take the argument to it ’s logical conclusion and just have a 
binary system - two stars for good’ games and one star for 
bad’ games? If you ’re going to have a rating code at all, it’s got 
to be meaningful, and percentages are the most instantly- 
graspable and easy-to-relate-to one there is. (Well, that we can 
think of, anyway).
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Busters demo WAS a playable level (not 
much room for debate on that one actually), 
and as for The Executioner, well, another 
correspondent this month (Shaun Wilson of 
Rye, if you’re interested) feels that it was 
‘excellent, as it makes a nice change to be 
able to use skill instead of just speed and 
luck on a game’. Maybe you just need to 
practice a bit more, Kris?

As for Pharaoh’s Curse, what do you 
want us to do, circulate the entire readership 
every month to make sure everybody's 
familiar with everything on that issue's disk? 
Lots of other people have heard of the game 
- if you haven’t, then it’s all the more reason 
why we should show you what you’ve been 
missing all these years. Pharaoh’s Curse 
was one of the most popular games of its 
day, we can’t help it if you’re not old enough 
to remember it from the first time around.

Mazeman? Well, we weren’t asking you 
to pay £2.95 for it, were we? It was one 
game of five on a disk given away with a 
108-page magazine. If you don’t like Pac- 
Man that’s a shame, but Mazeman is a great 
conversion of one of the all-time arcade 
classics, and that’s reason enough to put it 
on our disk.

Finally, the 500 or so readers who’ve 
sent us Dad solutions (at the time of writing! 
would confirm quite unequivocally that the 

game can be completed. Again, maybe you 
just need to try a bit harder...

And now (ta-da!) it’s time for... Stuart 
Hardy Corner!!

Dear Sir,
Like most computer users, I’m waiting in 
anticipation for all the new re-releases which 
are currently flooding the Amiga software 
market. Games such as Tennis Cup, 
Waterloo and the Infocom adventures are 
bound to do very well indeed. People who 
missed them first time around can now add 
these titles to their disk collection at a 
fraction of their original cost.

No doubt the majority of Amiga 
gamesplayers will have noticed that all the 
recent budget companies package their 
products in small, non-glossy but adequate 
boxes. I presume this is because these 
companies have too little cash to waste on 
large, flashy boxes. For this I am grateful. A 
game is a game no matter what the size and 
style of its packaging - after all, you should 
never judge a book by its cover.

Why some software houses spend huge 
amounts of money on packaging I’ll never 
know. Although big boxes may look 
attractive, they have the reverse effect of 
being rather bulky and taking up too much 
shelf space in small computer shops. Even
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certain magazine reviewers keep 
commenting that a large box can often mean 
a duff game hiding underneath.
If companies were to produce smaller boxes 
(and consequently reduce the size of its 
artwork) they would save cash, money which 
could be better spent funding future 
products. I may be an exception, but I buy 
games because they receive rave reviews 
and not because the artwork looks pretty. If I 
had the choice of buying a naff game with 
great illustrations or an excellent title in.a 
small blank box, I wouldn’t hesitate to buy 
the latter. Hopefully your readers would do 
the same.

What are your views on this matter?
Yours faithfully, 
Stuart N. Hardy, Sheffield.

We certainly know where you’re coming from 
Stuart. The ludicrously huge boxes that 
much new software comes in can prove to 
be a complete pain in the backside 
(especially to magazines with limited office 
space!), and in many case seems totally 
pointless - most of them are 90 percent 
empty anyway! The problem - which ties in 
from Roger Bennett of ELSPA’s arguments 
from a couple of issues back - is all to do 
with large size equals higher perceived value 
equals premium quality product equals more 
impact on the shelves and so on. Short of 
there being an industry standard established 
(a la records or CDs) for all games we can’t 
see an end to it unfortunately.

Stuart N. Hardy fans will be pleased to 
hear there’s more from him further down the 
column...

Dear AMIGA POWER, 
The CDTV has been released and it is rightly 
getting a lot of publicity, but shouldn’t a bit 
more emphasis be put on the forthcoming 
CD-I from Philips? From what I’ve heard and 
read it is going to wipe the floor with CDTV 
as it is technically superior with full motion 
video, more colours on screen etc, and has 
huge backers such as Nintendo and Sony. 
Won’t you be better off telling people to wait 
a while longer as (if I’m correct) the 
opposition looks a lot stronger than 
Commodore’s effort?
Yours,
MH, Washington

P.S. Your cover disk on issue 3 (Exile demo 
and PD games) was spot on, much better 
than the old free games. Keep the PD 
coming. I like your reviewing style too - all a 
game has to be is simple fun.

(It’s very nice, but you don’t have to pay us 
lots of compliments just to get your letters 
printed, everyone). As for CDTV and CD-I, 
MH, in our CDTV feature we did mention

CD-I, but this is, remember, an Amiga 
games magazine. We cover CDTV because 
it’s an Amiga-based product, CD-I isn’t really 
anything to do with us. By all means wait 
and see how it turns out, but I doubt if you’ll 
be hearing much about it in these pages.

Dear AMIGA POWER, 
In the last five or six years, I have literally 
read several hundred letters, sent to an 
equal amount of magazines, on subjects 
ranging from the price of egg sandwiches on 
BR to the My Computer Is Better Than Your 
Computer debates. In all that time, this is 
only the second time that I have felt an 
overpowering urge to put pen to paper. In 
fact, even if this letter doesn’t make it into 
print, at least it will have got it off my chest. 
So what am I rambling on about? The 
interview with ELSPA General Secretary 
Roger Bennett, that’s what!

After reading the many letters 
mentioned above, I was of the opinion that 
piracy was the No. 1 culprit in helping to kill 
off full price software, regardless of machine. 
But not according to Mr. Bennett! It follows 
that FAST have been misleading us for the 
last couple of years!

Of course, ELSPA doesn’t have a 
mandate to say who can or cannot have 
cover disks, but let’s be honest about it Mr. 
Bennett, what would ELSPA do if AMIGA 
POWER or any other magazine ignored 
them and went ahead with putting complete 
games on covermounts? A discreet word in 
the appropriate advertiser’s ear, perhaps? 
About maybe substantially reducing the 
amount of space bought each month? 
Shades of Al Capone...

Who the hell do ELSPA think they’re 
kidding? I for one don’t blame any magazine 
for not putting any more full games on 
covermounts as I doubt they could afford to 
lose as much money as they doubtless 
would if Mr. Bennett and his cronies had 
their way.

As for his comments on packaging - 
crap, total crap. As far as Mr. Bennett and 
his cohorts are concerned, the bigger the 
package the better, because us gullible 
customers (who already pay exorbitant and 
highly inflated prices) will think that the disk, 
if sold in a gigantic box, is worth the money 
they are charging. Why don’t ELSPA’s 
members put the disks in cornflakes 
packets? Then they could sell them for 
even more.

Mr. Bennett thinks that, quote, “Cutting 
back on covermounted games will actually 
be good news for the games player in the 
long run”. How will that happen? Are 
ELSPA’s members going to cut the price of 
games? Ha flaming ha.

Another good one here, quote, 
“covermounts are undermining the perceived 
value of what a game is”. Roughly translated 
this means “How can we sell off our totally 
crap back catalogue if Joe Public can get 
better ones off a magazine cover?”

So there you have it. It was the 
covermounts that have been killing the 
industry all along, and not piracy as 
everyone thought! Maybe we can disband 
FAST now that the covermounts have 
stopped, and the industry can get on with 
selling us crap games in potato crisp boxes 

at £45 each. (Maybe they could throw in a 
magazine or two, free with every game?) 
Thanks for taking the trouble to read this. 
Bye,
Peter Leswell, Glenrothes.

Dear AMIGA POWER 
So you don’t want any praise? (Well, we 
didn’t say absolutely none... -Ed) Well, I’ll tell 
you how crap you are! Firstly the disk on 
issue three was rubbish. Prehistorik was 
miles too short and Frantic Freddie didn’t 
work half the time. As for Amoeba Invaders, 
forget it. Exile was quite good and Tiles 
wasn’t bad, but why not give away a decent 
full-price game like everyone else seems to 
be doing before it’s too late?

Secondly I’m going to tell you how crap 
a couple of your reviewers are. I’ll start with 
Mark Ramshaw (the one who looks like the 
singer from The Doors). How could he give 
F-15 Strike Eagle II87 percent? I hate flight 
sims, they’re all the same, don’t you realise 
this? The only good one is FA/18 Interceptor 
because you can drive along the roads and 
shoot at the control tower and generally 
muck about. The other reviewer is Stuart 
Campbell - how can you have him as a 
reviewer if he’s so crap at games? When he 
compared Kick Off to Gary Lineker’s Hot 
Shot he said while playing Kick Off he 
couldn’t manage free kicks, shooting, 
passing, tackling or even running and taking 
penalties. How crap is this man?

Despite the complaints you’re the best 
mag about, along with Amiga Format. 
Yours,
M. Moore, Norfolk

Mark and Stuart say - “Did you spill our 
pints, pal?”
First up, I hardly think it’s fair to complain 
about Mark giving F-15 II a high mark, on the 
grounds that you don’t like flight sims in 
general. If you don’t like ‘em, don’t buy ‘em. 
Secondly, Stuart is a British and European 
gamesplaying champion, and he says he’ll 
take you on anytime. Also, if you read the 
Kick Off/Hot Shot review properly, you’ll find 
that it didn’t say any such things. Running 
with the ball in Kick Off is impossible, and 
deliberately so, so it’s not even slightly 
reasonable to accuse Stuart of being crap 
because he couldn’t do it And as for cover 
disks, don’t you know that we’re not allowed 
to give full games away any more?

Dear Sir,
While reading your reply to my letter in issue 
five of AMIGA POWER, I wondered what 
prompted you to print the low remark about 
about me writing to different magazines. I 
have vast literate experience (with over 67 
letters published since early January 1990) 
and in all that time this is the first complaint I 
have ever received.

Indeed, I have built up a strong 
relationship with most other magazines - just 
look in the recent editions of Amiga 
Computing and Amiga Shopper to see 
evidence of this.

Although you complained about my 
letters being the same to every mag, I 
noticed that you have printed all my previous 
letters in full. Thus my comments must have 

been worthy of publication, and I know for a 
fact that the other mags to which you refer 
feel the same way. Otherwise, NONE of my 
letters would have been included in any of 
their Reader’s Pages.

You are quoted (issue five) as saying: 
“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 opinions as them.” 

Exactly. You have just answered your 
own question. Being individuals, we all have 
different opinions, and hence I send my 
letters to many magazines. Their responses, 
especially when I have asked for advice, are 
often very helpful. It has been proven time 
and again that many minds can reach 
satisfactory conclusions much better than 
just one.

It may interest you to know that my 
letters have won me both money and prizes 
in the past, especially with Amiga Shopper 
and Amiga Format. Furthermore, a quiz of 
mine was even adopted as an official 
competition in Commodore User several 
months ago, the prize being a total of £250 
worth of computer software. I personally 
didn’t ask for all this, nor was I trying to be 
‘Big’, ‘Hard’ or ‘Clever’. These magazines 
obviously thought my efforts were worth 
rewarding, and for this I am grateful.

I noticed you critisised the letter by 
Andrew Herbert in very much the same way 
as you did mine, using almost identical 
words. I hope these were just the flavour of 
the month and that this is just a silly phase 
you’re going through. Did you not, after all, 
say in issue three of your magazine: 
“Have the courage of your convictions 
people - if you’ve something to say, don’t be 
afraid to put your name on it.”

And do you remember WHY you said 
this - because out of the next three letters 
mine was the only one to do so? I have 
included my name with EVERY letter I have 
ever written, but after your criticism , I (and 
no doubt Andrew Herbert), wonder what use 
this is if all you are going to do is take such a 
bad attitude towards us. How do you expect 
people to sign their letters if this is the type 
of treatment they will receive for doing do? 
Yours angrily
Stuart Hardy,
Sheffield

We got another letter from Stuart’s twin 
brother Paul saying much the same thing. To 
be honest, I’m not quite sure what the 
answer to this one is. I’m obviously 
concerned to have caused so much offence, 
but equally I’d think most people would find it 
fairly annoying to see the same letter printed 
in two or three different mags - we certainly 
found it annoying seeing your perfectly 
reasonable letter appear in ACE the same 
month we ran it. When you’re on holiday you 
don’t write the same postcard word for word 
to two different friends do you? Or if you did, 
they’d be a bit miffed if they found out, don’t 
you think? (Still, at least we can fairly 
categorically say we’ve got an original, 
never-seen-before letter here from Stuart 
this time...)

And that's all we've got space for this ish, 
folks. Apart, of course, from this bit...

©I
 AND ANOTHER THING...

• Adrian Pannett of Shrewsbury suggests we run a 
regular page where we print reader’s opinions of games 
old and new. Any takers?

• Don’t believe the hype on Lemmings, Tokiand Gods 
warns Fly from Tanworth-in-Arden - they’re all crap.
• Put a helping hand column in Complete Control 
suggests Jamie Brinkhurst from Maresfield. Good idea. 
Jamie. In fact, consider it done from next issue!

• Review old games which are classics so that 
newcomers know about them is Dominic Miller from 
Balsham’s idea. What? You mean on top of The Bottom 
Line?
• Put a box in reviews on whether One Meg is needed, if 
extra memory is used, and if extra drives are used to cut 
down swapping suggests Steven Allan of Edinburgh.
• Warn your readers about the National Repair Centre 
asks Rick Corbett, of Bristol - they took months to fix my

computer, and then it came back just as broken as it was 
when I sent it!
• Do articles on games of a certain type - eg racing 
games - pointing out what are the good ones and what to 
avoid says J. Gunn of Harlow. We've thought about it, ‘J’, 
and you may see something similar in the near future.
• If YOU ’VE got any point you really want to make, or 
have anything to say about any of the above, write to us 
at Do The Write Thing at the usual AP address.
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AMIGA POWER BACK ISSUES
Copies of the first three issues of AMIGA POWER are still available - though perhaps not 
for long! Each one costs £3.50 including packing and postage within the UK. To order 
yours simply fill out the form opposite and send it with a cheque or postal order. 
(Everything else you need to know is explained on the form).

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!
4 August 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 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.
5 September 1991 Lotus II, Harlequin, Videokid and more - giant 
Gremlin Work In Progress; Populous II, Realms, Castles -all the new 
god-sims previewed; DMA Design talk about Lemmings: 9 pages of 
tips; Over 40 games reviewed, including Mega Io Mania, Simpsons, 
Thunderhawk, Elf, Nebulus 2...
Plus! On the disk: Barbarian //demo, five great PD games!

January 1991
300 page Christmas

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!

Amiga Format back issues with complete games

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

special! Games of the year 
revealed; Top coders make 
their predictions for games of

©
June 1991

236 page giant! 3D 
special: How 3D games are 
created - The Assembly Line 
tell all; massive guide to 3D 
graphics, and more! Plus! Two 
disks! Balance Of Power- 
the complete game! Atomino 
- playable demo! 3D 
Construction Kit- useable 
demo! And more! £5.00

©
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

« I
staff take pride in making sure you’re completely 

satisfied with Amiga Power magazine. Please contact us when 
anything goes wrong with yoi L scription. We’ll fix it as soon as 

myou.

Be sure to include your old or incorrect address as well as the new one.

We need the information on your label.

It’s best to give us a call.
sady to serve you.

te or call:
You’re a valued custom 

When you

Somerset, TA11 7PY.

Telephone: 0458 74011

Subscribers club
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
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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.

MEGA-LO-MANIA
This month's highest rating game, the incredible Afega to 

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 per cent

SWITCHBLADE
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.

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
RETURN THE COUPON BELOW RIGHT AWAY OR CALL OUR CREDIT CARD HOTLINE ON 0458 7401 1
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YES! Please enter my subscription to AMIGA POWER and send me the game of my choice...
Tick as appropriate □  EXILE □  MEGA-LO-MANIA □  SWITCHBLADE

Tick as appropriate □ UK £34.95 □ EUROPE £56.45 □ REST OF WORLD £75.40

N.B. To ensure you receive your magazine and disk quickly and undamaged, all overseas subscriptions are sent Air Mail

PLEASE ALSO SEND ME:-
AMIGA POWER BACK ISSUES AT £3.50 EACH tick issues required □1EZI2IZI3EI4EI4
AMIGA POWER BINDER AT £4.95 EACH indicate number required □

TOTAL COST £__________________ please remember to include all items that you have ticked above

PLEASE ALSO SEND ME:-
AMIGA FORMAT ISSUES AT £5 EACH tick issues required □ 18

MONKEY ISLAND AT THE SUBS CLUB PRICE OF £18.50 □

Existing subscribers please quote your reference number on your address label _

METHOD OF PAYMENT please Indicate

D visA/AccEss card no QQDD DDOD DDDD DODO Exps QQDQ □ CHEQUE

□ 23 □ 24

make payable to Future Publishing Ltd

I
I NAME____________________________________________________________________________ _____________________________ TELEPHONE NO___________________________________________________
I
1 ADDRESS
I --------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------
[ _____________________________________________________ 2__________________________________________________________ POST CODE_______________________________________________________

I Enclose this coupon (together with your cheque if applicable) in an envelope to: Amiga Power Subscriptions, FREEPOST, Somerton TA11 7BR. THIS COUPON IS VALID UNTIL 31 ST OCTOBER 1991 AP/MAG/1091
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Titles marked * are not yet available and will be sent on day of release. 

Please send cheque/PO/Access/Visa No, and expiry date to:

Dept AMP 10z Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. SSI3 1BJ
Please state make and model of computer when ordering, P&P inc, UK on orders over £5.00. Less than £5.00 and

Europe add £1.00 per item. Elsewhere please add £2.00 per item for Airmail. These offers are available Mail Order only.
Telephone orders: Mon-Fri 9am-7pm. Saturday 10am-4pm. Fax orders: 0268 590076. Tel orders: 0268 590766
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3D Pool.......... ................................
4D Boxing *..................................
4D Driving *..................................
688 Attack Sub.............................
Air Duel *......................................
Alien Storm *................................
Amos...............................................
Amos 3D........................................
Amos Compiler.............................
APB..................................................
Arachnaphobia *.........................

Armour Geddon...........................
Assault on Alcatraz *..................
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 *...............................
Big Game Fishing *.....................
Big Run *.......................................
Billy the Kid *...............................
Birds of Prey *..............................
Blue Max........................................
Blues Brothers *...........................
Budokan..........................................
Cabal..............................................
Cadaver..........................................
Cadaver Data Disk......................
California Games.........................
Captain Planet *..........................
Captive........................................
Carrier Command.......................
Castles *........................................
Centurion.......................................
Chaos Engine *...........................
Chaos Strikes Back (1 Meg).......
CJ's Elephant Antics.....................
Commando War *......................
Continental Circus.......................
Crazy Cars 3 *.............................
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........................................
Death Knights of Krynn (1 Meg) 
Defender of the Crown................
Deutros *...................... .................
Disney Animation.........................
Double Double Bill........................
Double Dragon.............................
Double Dragon 3 *.....................
Dragons Lair (1 Meg)..................
Dragons Lair 2 -Singes Castle ... 
Dragons Lair - Time Warp..........
Duck Tales......................................
Elf....................................................
Epic *..............................................
Excali bur (1 Meg).........................
Eye of the Beholder (1 Meg ).... 
Fl 5 Strike Eagle 2 (1 Meg).......
Fl6 Combat Pilot.........................
Fl9 Stealth Fighter......................
Fantasy World Dizzy..................
Ferrari Formula 1 .........................
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Final Blow *..............................
Final Fight *..............................
First Samuari *..........................
Flag *..........................................
Flight of the Intruder.................
Flood...........................................
Football Director 2....................
Forgotten Worlds......................
Fun School 2 6-8)....................
Fun School 2 over 8).............
Fun School 2 under 6)............
Fun School 3 5-7)....................
Fun School 3 over 7).............
Fun School 3 (under 5)............
Gauntlet 2..................................
Gauntlet 3 *..............................
Godfather Action *..................
Godfather Adventure (1 Meg) 
Gods...........................................
Golden Axe...............................
Graham Gooch *.....................
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Gremlins 2....................................................9.99
Gunboat (1 Meg)......................................19.99
Gunship.......................................................14.99
Guy Spy *.................................................. 26.99
Hard Drivin..................................................6.99
Head Over Heels *....................................6.99
Heroquest....................................................16.99
Hero Quest Data *.....................................9.99
Harpoon (1 Meg)......................................19.99
Hitcnikers Guide.........................................7.99
Hollywood Collection...............................14.99
Hunter*.......................................................19.99
IK+.„..............................................................6.99
Indianapolis 500.......................................16.99
Indy Jones Adv...........................................11.99
Indy Jones Atlantis-Action *................... 16.99
Indy Jones-Atlantis Adv (1 Meg)............19.99
Interceptor.....................................................8.99
Jack Nicklaus Clip Art *............................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
Jimmy Whites Snooker *.........................16.99
Jungle Book..................................................6.99
Keef the Thief................................................8.99
Kick Off.........................................................7.99
Kick Off 2 (1 Meg)...................................11.99
Kings Quest 4 (1 Meg)............................26.99
Knightmare *..............................................19.99
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
Laser Squad 2 *........................................16.99
Last Ninja 2................. 6.99
Last Ninia 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
Lemmings Construction Kit *..................16.99
Lemmings Data Disk *................................9.99
Licence to Kill................................................6.99
Lombard Rally..............................................6.99
Loom............................................................11.99
Lord of the Rings *.................................... 19.99
Lords of Chaos...........................................16.99
Ml Tank Platoon.......................................19.99
Magic Fly......................................................8.99
Magic Pockets *........................................ 16.99
Magnetic Scrolls Coll *........................... 19.99
Man Utd Europe................................ 16.99
Master Golf*............................................19.99
Mega-Lo-Mania *......................................19.99
Mega Traveller 1.......................................19.99
Mega Traveller 2 (1 Meg) *.................. 19.99
Mega Twins *............................................16.99
Miami Chase................................................6.99
Midwinter....................................................14.99
Midwinter 2 *............................................22.99
MIG 29 ......................................................22.99
Moonstone *............................................. 19.99
Myth *.........................................................16.99
Navy Seals................................................. 16.99
New Zealand Story....................................6.99
Nightshift......................................................9.99
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
Platoon..........................................................6.99
Player Manager........................................ 12.99
Pool of Radiance (1 Meg)....................... 19.99
Police Quest 2 (1° Meg)...........................26.99
Populous........................................................8.99
Populous 2 *............................................. 19.99
Powerdrome.................................................8.99
Powermonger............................................19.99
Powermonger Data Disk 1 *.................... 9.99
Powerpack................................................. 14.99
Power Up....................................................19.99
P.P Hammer................................................16.99
Predator.......................... 6.99
Prehistorik...................................................16.99
Projectyle......................................................8.99
Race Drivin *..............................................16.99
Railroad Tycoon (1 Meg)........................ 22.99
Rainbow Collection..................................13.99

Rambo 3....................................................... 6.99
RBI 2 Baseball............................................19.99
Reach for the Skies *...............................16.99
Realms *..................................................... 19.99
Red Baron *.............................................. 26.99
Red Heat....................................................... 6.99
Rise of the Dragon *................................26.99
Robin Hood *............................................16.99
Robin Smith's Cricket...............................16.99
Robocop 2................................................. 16.99
Robocop 3 *..............................................19.99
Robozone *................................................16.99
Rocket Ranger.............................................. 7.99
Rock Star Ate My Hamster........................4.99
Rodland *...................................................16.99
Rotator *................. ...................................16.99
R-Type.............................................................6.99
R-Type 2 *...................................................16.99
Rugby World Cup *..................................16.99
Run The Gauntlet.........................................6.99
Search for the King...................................24.99
Secret of Monkey Island (1 Meg)......... 16.99
Secrets of Luftwaffe *...............................19.99
Shadow Sorceror *.......,......................... 19.99
Shinobi..........................................................6.99
Shufflepuck Cafe.........................................6.99
Shuttle *.......................................................19.99
Silent Service 2 *.....................................22.99
Silkworm:......................................................6.99
Sim City + Populous..................................19.99
Sim Earth *................................................. 19.99
Simpsons *................................................. 16.99
Sinbad...........................................................7.99
Ski Or Die.............. 8.99
Skychase....................................................... 7.99
Smash TV*................................................16.99
Space Ace..................................................26.99
Space Ace 2 *.......................................... 26.99
Speed ball......................................................7.99
Speedball 2................................................16.99
Stratego *...................................................16.99
Striker Manager........................................ 16.99
Strip Poker 2 + Data.................................. 6.99
Stunt Car Racer............................................9.99
Subbuteo....................................................... 6.99
Super Cars 2..............................................16.99
Super Hang On.......................................... 6.99
Super Monaco GP.................................... 16.99
Supremacy................................................. 19.99
Switchblade..................................................6.99
Switchblade 2............................................16.99
Sword of Sodan.......................................... 9.99
SWIV............................................................16.99
Team Suzuki...............................................16.99
Team Yankee........................ 19.99
Team Yankee 2 *.......................................19.99
Teenage Mutant Turtles........................... 16.99
Teenage Mutant Turtles 2 *......................16.99
Terminator 2 *...........................................16.99
Test Drive 2 Collection.............................19.99
Test Drive 3 *............................................ 16.99
The Immortal (1 Meg)..............................8.99
Their Finest Hour......................................19.99
Their Finest Missions *...............................9.99
Thunderhawk..............................................19.99
Tip Off*..................................................... 14.99
Toki...............................................................16.99
Toobin.............................................................6.99
Total Recall................................................. 12.99
Turbo Challenge........................................ 16.99
Turbo Challenge 2 *................................ 16.99
Turrican 2......................................................9.99
TV Sports Baseball *................................ 19.99
TV Sports Football...................................... 7.99
Typhoon Thompson.....................................6.99
Ultima 6 *..........................................  19.99
UMS 2 (1 Meg)..........................................19.99
Utopia *..................................................... 19.99
Virtual Worlds............................................19.99
Walker *..................................................... 16.99
Warlords (1 Meg).................................... 19.99
Waterloo....................................................... 7.99
Wild Wheels *
Wings (1 Meg)..................
Winning Team *...............
Wizball................................
Wizkid *..............................
Wolf Pack (1 Meg)...........
Wonderland (1 Meg).......
World Class Leaderooard.

16.99
19.99
19.99
..6.99
16.99
19.99
19.99 
..6.99

Wrath of the Demon.................................19.99
Xenomorph 2 *..........................................16.99
Zak McKraken.............................................9.99
Z-Out 13.99

SPECIAL OFFERS

AMIGA A500
1 MEG PACK
10 Games + Joystick

ONLY £369.99
Ring for details

UPGRADE YOUR 
AMIGA TO 1 MEG

1/2 Meg Upgrade - £24.99 
1/2 Meg Upgrade + clock - £26.99

BATMAN THE MOVIE
NOW ONLY

£7.99

SPECIAL OFFERS
ONLY £9.99 EACH!

James Pond, 
Gremlins 2, 

Sword of Sodan

JOYSTICKS
Cheetah 125 + - £6.99

Comp Pro Extra - £14.99
Quickjoy 2 Turbo - £9.99 
Quickshot 3 Turbo - £9.99 

Quickjoy Jetfighter - £10.99

BLANK DISKS
Unbranded

10x3.5" DSDD-£5.99 
20x3.5" DSDD-£10.99 
50x3.5" DSDD- £23.99 
100x3.5" DSDD-£44.99

Branded - TDK
3.5" DSDD-£1.25 Each

PUBLIC DOMAIN
Please send SAE 

for list



T H E  L A S T  V E H R  S  G A M E S T H E  B O T T O M  LI N E

A 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  t hi s 

pri miti v e.  ★

A H 3 7- M  

T H U N D E R H A W K
C or e  £ 3 0. 9 9

U p p er s  - T h e  f a st e st, sli c k e st  3 D  

gr a p hi c s  y et  t o gr a c e  t h e A mi g a.  
D o w n er s  - T h e  l a c k of  r e al si m  

el e m e nt s  m a y  p ut  s o m e  off,  a n d  t h e 

m o u s e  c o ntr ol  i s a  bit  u n wi el d y.  T h e  
B ott o m  Li n e  - A  brilli a ntl y  

e x e c ut e d  ar c a d e- si m ul ati o n  

cr o s s o v er,  w hi c h  c a pt ur e s  t h e 

fr e n eti c h eli c o pt er  f e el q uit e  
e x c ell e ntl y.  ★ ★ ★ ★ ★

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 M A L Y T E
T h al a m u s  £ 2 5. 9 9

U p p er s  - E nj o y a bl e  i n a n  ol d-  

f a s hi o n e d s ort  of  w a y.  D o w n er s  - 
Sl o p pil y  pr e s e nt ati o n  a n d  i n a d e q u at e 

d e si g n.  T h e  B ott o m  Li n e  - T ot all y  

e cli p s e d  b y  A cti vi si o n ’s  R- T y p e  II. 
★ ★

A R N H E M
C C S  £ 1 9. 9 5
U p p er s  - A  8- bit  cl a s si c  w ar g a m e  

fi n all y br o u g ht  t o A mi g a  o w n er s.  

D o w n er s  - ... b ut n o b o d y  r e all y 

w a nt e d  it a n y w a y.  T h e  B ott o m  
Li n e  - Pri miti v e  b e y o n d  b eli ef  - 

e v e n  w ar g a m er s  s h o ul d  gi v e  it a  

wi d e  b ert h.  ★

A- 1 O  T A N K
KI L L E R
D y n a mi x  ( Si err a) £ 3 5. 7 5

U p p er s  - A  w e alt h  of  t y pi c al fli g ht 

si m- st yl e  d et ail,  a n d  a  g e n ui n e  f e eli n g 

of  t a ki n g p art  i n a  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  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 ct i 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  R-  
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 H E S S  II 
- C HI N E S E  C H E S S  
El e ctr o ni c  Art s  £ 2 5. 9 9

U p p er s  - C ut e  gr a p hi c s,  a n d  a  n e w  

a n gl e  o n  t h e c h e s s  t h e m e. D o w n er s  
- T h e a ni m ati o n s  s o o n  b e c o m e  

tir e s o m e, a n d  C hi n e s e  c h e s s  i s n’t 

h alf  a s  i nt er e sti n g a s  t h e st a n d ar d  

g a m e.  T h e  B ott o m  Li n e  - G o o d  

a s  a  s h o w pi e c e,  b ut  a  f ail ur e a s  a  

pi e c e  of  pl a y a bl e  s oft w ar e.  ★ ★

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

c o m p etiti o n,  t hi s ti m e i n t h e f or m of  

Ji m m y  W hit e ’s  W hirl wi n d  S n o o k er.
★ ★

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... ★ ★

BI L LI A R D S  II 
SI M U L A T O R
I nf o gr a m e s £ 2 5. 9 9

U p p er s  - Pl e nt y  of  v ari ati o n s,  

i n cl u di n g a  ‘cr a z y  p o ol ’ wit h  a n  

o ct a g o n al  t a bl e. D o w n er s  - N eit h er  

t h e 2 D  or  3 D  m o d e s  all o w  a  d e c e nt

B L A D E  W A R RI O R
I m ag e  W or k s  £ 2 5. 9 9

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.  
★ ★

U p p er s  - Pr ett y  br e at ht a ki n g  

gr a p hi c s,  wit h  pl e nt y  of  a cti o n  a n d  
p u z zli n g  t o o.

D o w n er s  - T h e  g a m e pl a y  i s 

u nli k el y  t o b e  t o e v er y o n e ’s  t a st e. 

T h e  B ott o m  Li n e  - P o s si bl y  t h e 

m o st  at m o s p h eri c  g a m e  e v er.
★ ★ ★ ★

B L U E  M A X
Mi n d s c a p e  £ 3 4. 9 9
U p p er s  - L e s s  t e c hi e t h a n m o st  

fl yi n g t h a n g s. S o m e  r at h er s piffi n g  

s o u n d  c o m pli m e nt s  t h e W WI  f e el 

ni c el y.  D o w n er s  - N ot  a  wi n n er  i n 

t h e u s er-fri e n dli n e s s  st a k e s,  a n d  t h e 

sl o w  a n d  sl o p p y  m ai n  g a m e  n e v er  

( a h e m) r e all y t a k e s off.  T h e  B ott o m  
Li n e  - D ull.  N ot  t h e d efi niti v e  bi ­

pl a n e  g a m e  f or Bi g gi e s  b uff s  it 

s h o ul d  h a v e  b e e n.  ★

B O TI C S
Kri s ali s  £ 1 9. 9 9
U p p er s  - Ni c e  s o u n d;  f ut uri sti c 

gr a p hi c s.  D o w n er s  - A b s ol ut el y  

dir e  P o n g- st yl e  g a m e pl a y.  T h e  
B ott o m  Li n e  - G et  o ut  of  h er e!  ★

B R A T
I m a g e W or k s  £ 2 4. 9 9
U p p er s  - V er y  pr ett y,  v er y  s m o ot h,  

v er y  c h all e n gi n g.  D o w n er s  - ... a n d 

v er y,  v er y  irrit ati n g i n d e e d, e s p e ci all y  

if y o u  h at e  t h e c e ntr al  c h ar a ct er.  T h e  
B ott o m  Li n e  - O k a y  if y o u  pl a y  it 
wit h  t h e s o u n d  off.
★ ★ ★

B R E A C H  2
I m pr e s si o n s £ 2 4. 9 9
U p p er s  - Sti c k  wit h  it a n d  y o u ’ll 

fi n d a n  i m m e n s el y r e w ar di n g 

s p a c e/ str at e g y  bl a st  wit h  l o a d s of  

l e v el s. D o w n er s  - S cr a p p y  

gr a p hi c s  a n d  s o m e  a w k w ar d  

q uir k s  will  d et er  m a n y.  T h e  
B ott o m  Li n e  - L o v e d  L a s er  
S q u a d ?  T h e n  y o u ’ll pr o b a bl y  t a k e 
a  s hi n e  t o Br e a c h  2.  **

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

s h ot  t o b e  m a d e,  a n d  t h e “f e el’ of  t h e 

s p ort  i s l o st c o m pl et el y.  T h e  B ott o m  
Li n e  - A n ot h er  g a m e  w hi c h  

cr u m bl e s  i n t h e f a c e of  it s

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.  

•
 Y o u  n e e d  n e v er  b u y  a n ot h er  pi e c e  of  d uff  s oft w ar e a g ai n! W h y  n ot ?  W ell,  b e c a us e  y o u' v e  g ot  T h e  B ott o m  
Li n e,  of  c o urs e  - A MI G A  P O W E R' S  u ni q u e  g ui d e  t o t h e p ast  y e ar's  g a m es.  C o nst a ntl y  u p d at e d,  wit h  n e w  

g a m es  a d d e d  a n d  ol d  o n es  c h u c k e d  o ut  e v er y  m o nt h,  it lists e v er y  i m p ort a nt r el e as e fr o m t h e l ast t w el v e m o nt hs,  
wit h  p oi nts  f or ( or ‘U p p ers ’), p oi nts  a g ai nst  (‘D o w n ers ’) a n d  t h e all i m p ort a nt B ott o m  Li n e.  T his  m o nt h  o ur  n e w  
e ntri es  r a n g e fr o m t h e e x c ell e nt  ( M e g a I o M a ni a)  t hr o u g h t h e s ur prisi n gl y g o o d  ( T h e Si m ps o ns)  t o t h e dis a p p oi nti n g  
( N e b ul us 2)  a n d  t h e h o p el essl y  cr a p  ( Li vi n g Ji gs a ws,  Stri k er  M a n a g er,  t a k e y o ur  pi c k).  I n cr e di bl e, b ut  tr u e.
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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 ©



T H E  B O T T O M  LI N E T H E  L A S T  Y E A R ’S  G A M E S

★ ★ ★ ★ ★  E x c ell e nt ★ ★ ★ ★ ★  N e arl y  t h er e ★ ★ ★ ★  V er y  g o o d ★ ★ ★  H a s  it s m o m e nt s  ★ ★  Fl a w e d  ★  Dir e

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.  ★ ★ ★

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. ★ ★ ★

C E N T U RI O N
El e ctr o ni c  Art s  £ 2 4. 9 9
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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

i ? **  *

- jt et

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

o
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

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

Ulti 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.  
★ ★ ★ ★

T H E  C H A R G E  O F  

T H E  LI G H T  
B RI G A D E
I m pr e s si o n s £ 2 9. 9 9

U p p er s  - Vi s u all y  i m pr e s si v e 

w ar g a m e,  wit h  i n st a nt a p p e al  a n d  

pl e nt y  of  u s er-fri e n dl y  pr e s e nt ati o n.  

D o w n er s  - T hi n g s  f all d o w n  i n t h e 

w ar g a mi n g  a s p e ct  of  t hi n g s, wit h  

s o m e  r at h er sill y  r ul e s. T h e  B ott o m  
Li n e  - A  v er y  br a v e  tr y, b ut  it 

d o e s n ’t q uit e  r e a c h t h e h ei g ht s  t o 

w hi c h  it a s pir e s.  ★ ★ ★

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 N E R
2. 0
El e ctr o ni c  Art s  £ 2 4. 9 9
U p p er s  - A  v erit a bl e  air  f or c e of  

pl a n e s  t o fl y, wit h  pil e s  of  o pti o n s,  
mi s si o n s  a n d  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  al).  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 N F LI C T  

MI D D L E  E A S T
S SI/ U S  G ol d  £ 3 0. 9 9
C Wli ct: »¡ U¡ »  Eist

U p p er s  - A  w ar g a m e  i n t h e 

tr a diti o n al s e n s e,  b ut  e x e c ut e d  v er y  

w ell  i n d e e d. D o w n er s  - T h e  

w ar g a m e  l a b el i s n o  l o n g er a  v ali d  

e x c u s e  f or a  pr o gr a m  l o o ki n g s o  

d at e d.  T h e  B ott o m  Li n e  - Of  

li mit e d i nt er e st, e v e n  t o h ar d e n e d  

w ar g a m er 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 S  G ol d  £ 2 4. 9 5
U p p er s  - G or e  g al or e;  t h e 

n u m er o u s  vi d e o  i nt erl u d e s s pi c e  

it u p  a  bit.  D o w n er s  - T h e  a ct u al  

g a m e  i s d ull  i n t h e e xtr e m e,  a n d  

t h e w aiti n g  b et w e e n  l e v el s i s 

m o n str o u s.  T h e  B ott o m  Li n e  - A  

b o g- st a n d ar d  bl a st- ’e m- u p  wit h  

k n o b s  o n.  ★

C Y B E R C O N  III
U S  G ol d  £ 2 4. 9 9

U p p er s  - Brilli a nt  s e n s e  of  ‘b ei n g  

t h er e’, a n d  b ett er  Fr e e s c a p e  t h a n 

Fr e e s c a p e.  D o w n er s  - Pr e di ct a bl y,  

n ot  all  t h at a c c e s si bl e  t o y o ur  

a v er a g e  g a m e  pl a y er.  T h e  B ott o m  
Li n e  - W ell  w ort h  t h e eff ort  of

g etti n g  i nt o. ★ ★ ★ ★ ★

D A S  B O O T
Mi n d s c a p e  £ 2 9. 9 9
U p p er s  - T h e  m o st  a c c e s si bl e  s u b  

si m  t o d at e.  D o w n er s  - ... b ut 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 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. ★ ★

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 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 F
O c e a n  £ 2 5. 3 9

U p p er s  - A n  e x c ell e nt  ar c a d e  

a d v e nt ur e  r o m p, wit h  e n o u g h  

i nt er e sti n g littl e e xtr a s  t o m a k e  it 

fr e s h. D o w n er s  - T h e s e  t hi n g s ar e  

g etti n g  j u st a  littl e bit  ol d-f a s hi o n e d,  

ar e n ’t t h e y ? T h e  B ott o m  Li n e  - A  

g o o d  s oli d  g a m e  fr o m t h e O c e a n  

st a bl e,  b ut  n ot  a  w orl d  b e at er.

★ ★ ★ ★

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 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 ei n.  D o w n er s-  T h e y ’r e 

n ot  still  m a ki n g  t h e s e t hi n g s ar e  

t h e y ? 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.  ★ ★ ★

T H E
E X E C U TI O N E R
H a w k  £ 2 5. 9 9

U p p er s  - A  pl a y a bl e  e n o u g h  

T hr u st- v ari a nt,  wit h  o n e  or  t w o e xtr a  

bit s  t a c k e d o n  ( s u c h a s  t h e t a st ef ul 

t ort ur e s c e n e s).  D o w n er s  - T h e  

c or e  of  t h e g a m e  j u st i s n’t e x citi n g  or  

diff er e nt  e n o u g h  t o gi v e  T h e  
E x e c uti o n er  t h at ‘o n e  m or e  g o ’ 
a p p e al.  T h e  B ott o m  Li n e  - Fi n e  if 

y o u  d o n ’t mi n d  t h e sli g htl y  r e p etiti v e 

g a m e pl a y,  a n d  si g nifi c a nt  l a c k of  

a cti o n.  ★ ★

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



T H E  L A S T  V E R B ’S  G RI M E S T H E  B O T T O M  LI N 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).  ★ ★ ★ ★ ★

FI G H TI N G  
S O C C E R
A ct i 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.  ★ ★

G A L A X Y  F O R C E  II
A ct i 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 U N T L E T  III
U S  G ol d  £ 2 5. 9 9

U p p er s  - A  n e w  a n gl e  o n  t h e 

ar c a d e  cl a s si c  gi v e s  s o m e  n o v elt y  

v al u e,  a n d  m a k e s  pr o c e e di n g s  

s uffi ci e ntl y  diff er e nt  t hi s ti m e ar o u n d.  

D o w n er s  - T h e  p a c e  i s p o n d er o u s,  

t h er e ar e n ’t e n o u g h  b a d di e s,  a n d  t h e 

s p e e c h  i s b a dl y  mi s s e d.  T h e  
B ott o m  Li n e  - Fi n e,  b ut  it d o e s n ’t 

r e all y li v e u p  t o t h e l e g e n d t h at i s 

G a u ntl et.  ★ ★ ★

G A Z Z A  II
E m pir e  £ 2 4. 9 9
U p p er s  - G a z z a  d o e s n ’t a ct u all y  

a p p e ar  i n t h e g a m e  m u c h.  

D o w n er s  - J u d d eri n g  s prit e s,  

p o or  c o ntr ol  (j u st li k e t h e m a n  

hi m s elf),  t erri bl e s o u n d  - t a k e 

y o ur  pi c k.  T h e  B ott o m  Li n e  - 
It’s  e n o u g h  t o r e d u c e y o u  t o 

t e ar s. ★

G E M ’X
D e m o n w ar e  £ 2 4. 9 9

U p p er s  - G or g e o u s  gr a p hi c s,  

e x q ui sit e  s o u n d,  b e a utif ull y  si m pl e  

m e nt al  t ort ur e. D o w n er s  - W o n ’t 

c h a n g e  y o ur  mi n d  if y o u ’r e n ot  i nt o 

p u z zl er s.  T h e  B ott o m  Li n e  - O n e  

of  t h e b e st  p u z zl e  g a m e s  t o 

d at e.****

G E R M  C R A Z Y
El e ctr o ni c  Z o o  £ 2 5. 9 9

U p p er s  - N ot  q uit e  a s  e x p e n si v e  a s  

Mi n d s c a p e ’s  Lif e  &  D e at h.  D o w n er s  
- B ut  wit h  littl e el s e  i n it s f a v o ur.

T h e  B ott o m  Li n e  - A n ot h er  h alf-  

b a k e d  i d e a, n ot  f oll o w e d t hr o u g h 

pr o p erl y.  ( W h er e d o  t h e y all  c o m e  

fr o m ?) ★

G H E N G HI S  K H A N
I nf o gr a m e s £ 3 9. 9 9
U p p er s  - St yli s h  a n d  f airl y d e e p  

hi st ori c al  str at e g y  g a m e.  

D o w n er s  - Ri di c ul o u sl y  

e x p e n si v e  t h o u g h, a n d  r e q uir e s a  

f air d o s e  of  m a n u al  r e a di n g. T h e  
B ott o m  Li n e  - A  bit  of  a  cli c h é,  

b ut  ‘g o o d  if y o u  li k e t h at s ort  of  

t hi n g.’ ★ ★ ★

G 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 of  v ari ati o n  

i n t h e g a m e pl a y.  T h e  B ott o m  
Li n e  - Vi s u all y  st u n ni n g,  b ut  n ot  

diff er e nt  e n o u g h  t o s e p ar at e  it 

fr o m t h e u s u al  b e at- ’e m- u p.  ★ ★ ★

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 R O  Q U E S T
Gr e mli n  £ 2 5. 9 9

U p p er s  - E a s y  t o g et  i nt o, a n d  

d e c e pti v el y  a d di cti v e.  Y o u  d o n ’t t hi n k 

y o u ’v e  b e e n  pl a yi n g  it f or l o n g, b ut  

s u d d e nl y  it’s  T h ur s d a y  a n d  y o u ’r e a  

w e e k  l at e f or di n n er.  D o w n er s  - 
N ot  s o  g o o d  a s  a  o n e- pl a y er  g a m e.  

T h e  B ott o m  Li n e  - P er h a p s  

s ur pri si n gl y,  a  hi g hl y  e nt ert ai ni n g  

g a m e,  a n d  a b s ol ut el y  i d e al w h e n  

y o u ’v e  g ot  g a m e- pl a yi n g  fri e n d s 

r o u n d. ★ ★ ★ ★

HI L L  S T R E E T  
B L U E S
Kri s ali s  £ 2 4. 9 9

U p p er s  - A  g o o d  f e el f or t h e T V  

s eri e s;  c h ar a ct er s  ( b ot h pl a y er  a n d  

ot h er s)  t h at y o u  c a n  i d e ntif y wit h.  It’s  

c ert ai nl y  a n  i nt er e sti n g w a y  t o h a n dl e  

a  li c e n c e. D o w n er s  - G et s  

r e p etiti v e pr ett y  q ui c kl y,  a n d  it’s  n ot  

t h e sli c k e st  g a m e  ar o u n d.  T h e  
B ott o m  Li n e  - A  g o o d  n e xt- st e p  

f or s o m e o n e  w h o ’s  pl a y e d  Si m  Cit y  
t o d e at h  a n d  f a n ci e s a  n e w  

c h all e n g e.  Li mit e d  a p p e al,  t h o u g h. 
★ ★ ★

H O R R O R  
Z O M BI E S  F R O M
T H E  C R Y P T
Mill e n ni u m  £ 2 4. 9 9
U p p er s  - U n u s u al  i d e a; s uit a bl y  

s p o o k y  gr a p hi c s.  D o w n er s  - B ut  

l et d o w n  b y  t h e d ull  pl atf or m  

n at ur e  of  t h e g a m e.  T h e  B ott o m  
Li n e  - F u n n y  t o w at c h,  b ut  f airf y 

a v er a g e  t o pl a y.  ★ ★

H U N T E R
A ct i 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 a r 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.  ★

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  1 m e g  m a c hi n e).  

D o w n er s  - Tr a c k  r e p etiti o n 

hi n d er s  l a sti n g a p p e al.  T h e  
B ott o m  Li n e  - J u st  f a b ul o u s.
★ ★ ★ ★ ★

I N T E R N A TI O N A L 
C H A M PI O N S HI P  
A T H L E TI C S
H a w k  £ 2 5. 9 9

U p p er s  - T o n s  of  f u n f or t h o s e w h o  

mi s s  t h e d a y s  of  j o y sti c k w a g gli n g.  

D o w n er s  - T errt- e pr e s e nt ati o n,  

a n d  a  N g N y  o u e stj o n a bf e  pri c e.  T h e  
B ott o m  Li n e  - If o nf y  it h a d  b e e n  a  

t e n n er c h e a p er...  * ★ ★

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 0 ?  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 o* d  g a m e- st yl e...  
D o w n er s  - ... w hi d 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  
/ J n e- F oi*

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  

. s- = . - e 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. ★ ★

III
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.  

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 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  - 
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

A
M

I
G

A 
P

O
W

E
R 

O
C

T
O

B
E

R 
1

9
9

1



T H E  B O T T O M  LI N E T H E  L O S T  Y E A R ’S  G A M E S

★ ★ ★ ★ ★  E x c ell e nt ★ ★ ★ ★ ★  N e arl y  t h er e ★ ★ ★ ★  V er y  g o o d ★ ★ ★  H a s  it s m o m e nt s  * ★ Fl a w e d  ★  Dir e

A
M

I
G

A
 P

O
W

E
R

 OC
T

O
B

E
R

 19
9

1

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 H G  
C L O U D
I m a g e W or k s  £ 2 4. 9 9
U p p er s  - F a st- m o vi n g  a n d  pr ett y  

gr a p hi c s,  b a g s  of  d e pt h,  a n d  a  gr e at  

cr e ati o n  of  at m o s p h er e.  D o w n er s  - 
Ri d dl e d  wit h  i n c o n si st e n ci e s a n d  

b a dl y- e x e c ut e d  i d e a s. T h e  B ott o m  
Li n e-  C o ul d  h a v e  b e e n  a  c o nt e n d er,  

b ut  b a dl y  l et s it s elf d o w n  i n t h e l o gi c 

st a k e s.***

T H E  KI L LI N G  
G A M E  S H O W  
P s y g n o si s  £ 2 4. 9 9
U p p er s  - Str ai g htf or w ar d  f u n 

g a m e  s h ari n g  s o m e  a s p e ct s  of  

g a m e pl a y  wit h  R ai n b o w  I sl a n d s. 
T h e  i nt er a cti v e r e pl a y f e at ur e i s 

i nt er e sti n g, i n n o v ati v e, a n d  

u s ef ul.  D o w n er s  - T h e  u s u al  

P s y g n o si s  m et alli c  gr a p hi c s  d o n ’t 

r e all y s uit;  it g et s  a  bit  t o o 

c o m pli c at e d  f or it s o w n  g o o d  l at er 

o n,  d etr a cti n g  fr o m t h e si m pli cit y  

t h at i niti all y m a k e s  it s o  a d di cti v e.  

T h e  B ott o m  Li n e  - D e s pit e  

u n u s u all y  p o or  gr a p hi c s,  t hi s i s 

o n e  of  P s y g n o si s ’ b e st  a n d  m o st  

pl a y a bl e  g a m e s  t o d at e.  ★ ★ ★

L A S T  NI N J A  2
S y st e m  3  £ 2 4. 9 9
U p p er s  - E x c ell e nt  3 D  i s o m etri c 

gr a p hi c s  a n d  a  g e n ui n e  att e m pt  

t o i nj e ct s o m e  str at e g y  i nt o t h e 

m arti al  art s  g e nr e.  D o w n er s  - 
T h e  g a m e  j u st i s n’t c o h e si v e,  a n d  

it pl a y s  li k e a  pi g.  T h e  B ott o m  
Li n e  - N ot  r e all y i n t h e Br u c e  

L e e  l e a g u e ( b ar el y s cr a pi n g  

J a c ki e  C h a n  l e v el t o b e  h o n e st).  
★ ★

L A N C A S T E R
A ct u al  S cr e e n s h ot s  £ 2 4. 9 5
U p p er s  - F airl y  i m pr e s si v e 3 D  

p ol y g o n  gr a p hi c s.  D o w n er s  - 
L a c k  of  v ari ati o n  a n d  a n y  r e al 

e x cit e m e nt  m e a n s  it b ar el y  g et s  

off  t h e gr o u n d.  T h e  B ott o m  Li n e  
- El e v at e s  a v er a g e n e s s  t o a n  art  
f or m. ★ ★

L EI S U R E  S UI T  
L A R R Y  III
Si err a  £ 3 4. 9 9
U p p er s  - Ri di c ul o u s,  o v er- s e x e d  

pl ot.  A d v e nt uri n g  f or c o n s e nti n g  

a d ult s.  D o w n er s  - Sli g htl y  

o btr u si v e  c o m m a n d  p ar s er,  a n d  

a s  u s u al  it’s  o v er- pri c e d.  T h e  
B ott o m  Li n e  - C h e c k  it o ut  - b ut  

o nl y  if y o u  ar e  o v er  ei g ht e e n.  
★ ★ ★

L E M MI N G S
P s y g n o si s  £ 2 4. 9 9
U p p er s  - Utt erl y  bi z arr e,  

pl e a si n gl y  ori gi n al  a n d  t ot all y 

a d di cti v e.  I n v e nt s a  t ot all y n e w  

c at e g or y  - t h e s a v e- ’e m- u p.  

D o w n er s  - A s  i s t h e n or m  wit h  

s u c h  stri ki n gl y  ori gi n al  c o n c e pt s,  

s o m e  m a y  w o n d er  j u st w h at  all  

t h e f u s s i s a b o ut.  T h e  B ott o m  
Li n e  - L o v e  it or  l o at h e it, y o u  

c a n ’t i g n or e it. L e m mi n g s  r ul e. 
★ ★ ★ ★ ★

LI F E  A N D  D E A T H

©

Mi n d s c a p e  £ 2 5. 5 3
U p p er s  - E x c ell e nt  p a c k a gi n g  (t h e 

s ur gi c al  m a s k  a n d  gl o v e s  ar e  wil d),  

a n d  s o m e  f airl y a m u si n g  g a m e pl a y  

k e e p s  t hi n g s o n  t h e b oil  f or a  c o u pl e  

of  h o ur s.  D o w n er s  - R e p etiti o n  

s o o n  s et s  i n - a s  a  l o n g-t er m 

c h all e n g e  it all  f all s a p art  q uit e  

al ar mi n gl y.  T h e  B ott o m  Li n e  - 
W h at’ s  t h er e i s q uit e  g o o d,  b ut  

t h er e’s  j u st n ot  e n o u g h  of  it. ★ ★

LI N E  O F  FI R E
U S  G ol d  £ 2 4. 9 9
U p p er s  - I m a gi n e all  t h e R a m b o  

fil m s b a c k-t o- b a c k  o n  f a st- 

f or w ar d, a n d  y o u  h a v e  a  g o o d  
i d e a h o w  m u c h  vi ol e n c e  t hi s 

g a m e  c o nt ai n s.  D o w n er s  - Y o u  

al s o  h a v e  a  pr ett y  g o o d  i d e a of  

h o w  i nt elli g e nt it i s. T h e  B ott o m  
Li n e- b 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. ★ ★

LI VI N G  JI G S A W S
Mil e s  C o m p uti n g  £ 2 4. 9 9

U p p er s  - Li k el y  t o a p p e al  t o t h e 

y o u n g er  A mi g a  u s er s.  D o w n er s  - 
U nli k el y  t o a p p e al  t o a n y b o d y  el s e,  

a n y w h er e.  T h e  B ott o m  Li n e  - 
L a c k s  a n y  c h ar m  w h at s o e v er.  Q uit e  

sill y  a n d  p oi ntl e s s  all  r o u n d, r e all y. ★

L O GI C A L
R ai n b o w  Art s  £ 1 9. 9 9
U p p er s  - T h e  e a s e  of  pl a y  m a k e s  

t hi s a  ni c el y  a c c e s si bl e  p u z zl er.  

D o w n er s  - B ut  t h e a m o u nt  of  ti m e 

e a c h  m o v e  t a k e s al s o  m a k e s  it a  

s eri o u sl y  t e di o u s o n e.  T h e  B ott o m  
Li n e  - I n a  cr o w d e d  w orl d  of  p u z zl e  

g a m e s,  L o gi c al  i s v er y  bl u nt  i n t h e 

m u st ar d  ar e a.  ★ ★  

t 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 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

- --------------- ■
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B PI R h  H C C L RI R

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  L O  M A NI A
I m a g e W or k s  £ 3 0. 9 9

U p p er s  - Brilli a nt  s o u n d  eff e ct s,  

g or g e o u s  s p e e c h,  j oll y ni c e  gr a p hi c s,  

c o m pl et el y  c o m p ul si v e  g a m e pl a y.  

D o w n er s  - P er h a p s  j u st a  t a d 

fr u str ati n g at  ti m e s. T h e  B ott o m  
Li n e  - T h e  m o st  a c c e s si bl e  a n d  

ar g u a bl y  t h e m o st  e nj o y a bl e  g o d- si m  

t o d at e.  * ★ ★ ★ ★

M E G A  
T R A V E L L E R  1  
E m pir e  £ 3 0. 6 4
U p p er s  - T errif yi n g  d e pt h,  fri e n dl y 

a n d  h el pf ul  c o ntr ol s,  gr e at  

at m o s p h er e,  e x c ell e nt  b al a n c e  of  

str at e g y  a n d  a cti o n.  D o w n er s  - It 

mi g ht  all  s e e m  a  bit  t o o f a mili ar t o 

Elit e  pl a y er s;  o c c a si o n al  l o n g di s k ­

a c c e s s  p a u s e s  c a n  irrit at e. T h e  
B ott o m  Li n e  - A  w o n d erf ul  pi e c e  

of  r ol e- pl a yi n g s oft w ar e  t h at 

e v er y o n e  s h o ul d  pl a y  at  l e a st o n c e.  

Aft er  t h at, y o u ’r e u nli k el y  t o w a nt  t o 

st o p.  ★ ★ ★ ★ ★

M E R C S
U S  G ol d  £ 2 4. 9 9
U p p er s  - F ait hf ul  c o n v er si o n  of  t h e 

c oi n- o p,  g o o d-l o o ki n g  a n d  f a st­

m o vi n g...  D o w n er s  - ... b ut still  j u st 

a n ot h er  C o m m a n d o  cl o n e.  T h e  
B ott o m  Li n e  - Gr e at  at  w h at  it 

d o e s,  b ut  y o u ’r e li k el y t o w a nt  r at h er 

m or e  fr o m a  g a m e  i n t hi s d a y  a n d  

a g e.  ★ ★ ★

M E T A L  M U T A N T
Sil m aril s  £ 2 5. 9 9
U p p er s  - A  si m pl e  c o n c e pt

( e x pl or ati o n, fi g hti n g a n d  p u z zl e  

s ol vi n g)  w hi c h  w or k s  w ell,  a n d  h a s  a  

p erf e ct  diffi c ult y  c ur v e.  D o w n er s  - 
L a c ki n g  a n y  r e all y e x citi n g  f e at ur e s, 

a n d  t o o si m pl e  f or s o m e.

T h e  B ott o m  Li n e  - A  mi d dl e- of-  

t h e-r o a d g a m e,  w hi c h  a c hi e v e s  w h at  

it s et s  o ut  t o d o,  b ut  d o e s n ’t r e all y 

a st o u n d.  ★ ★ ★

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 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  it’s  j u st t h e 

s a m e  a s.  ★ ★

M Y S TI C A L
I nf o gr a m e s £ 2 4. 9 9
U p p er s  - Fr e s h  gr a p hi c al  

a p pr o a c h  t o t h e t h e u s u al  

f a nt a s y s c e n ari o.  D o w n er s  - 
R e all y  b a dl y-t h o u g ht- o ut  t w o- 

pl a y er  m o d e.  T h e  B ott o m  Li n e  - 
A n  u ni n s pir e d  G a u ntl et  cl o n e.  ★ ★

’N A M
D o m ar k  £ 2 4. 9 5
U p p er s  - H e a vil y  r e s e ar c h e d, 

c o n vi n ci n g  a n d  ( dirt y w or d)  

e d u c ati o n al  str at e gi c  w ar  g a m e.  
D o w n er s  - V er y  h ar d  t o wi n,  t h e 

w h ol e  s eri o u s  l o o k t o t h e t hi n g 

c o ul d  b e  a  t ur n off.  T h e  B ott o m  
Li n e  - P oliti c al  a s  w ell  a s  t a cti c al 
d e ci si o n  m a ki n g  gi v e s  a  n e w  

di m e n si o n  t o w ar  g a m e s.  ★ ★ ★

N A R C
O c e a n  £ 2 4. 9 9
U p p er s  - Gr e at  bl o o d- s p att eri n g  

a cti o n;  v er y  cl o s e  t o t h e c oi n- o p.  

D o w n er s  - V er y  d o d g y  o n  t h e 

pl a y a bilit y  fr o nt ( n ot t o s a y  
m or all y).  T h e  B ott o m  Li n e  - 
Li mit e d.  ★ ★

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  ti 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  2  - 
P O G O  A- G O- G O  
2 1 st  C e nt ur y
E nt ert ai n m e nt  £ 2 5. 9 9
U p p er s  - T h e  wi n ni n g  f or m ul a of  

t h e ori gi n al  i s at  t h e c or e  of  t h e 

g a m e.  D o w n er s  - T h e  a d diti o n  

of  p o w er  u p s  r ui n s t h e b e a utif ul  

si m pli cit y  w hi c h  m a d e  t h e fir st 

s u c h  a  cl a s si c.  T h e  B ott o m  Li n e
- A  r e al w a st e.  T hi s  i s t h e w or st  

ki n d  of  s e q u el,  o n e  w hi c h  j u st 

r e g ur git at e s t h e i d e a s of  it s 

pr e d e c s s or,  b ut  i n a  f ar l e s s 

pl a y a bl e  w a y.  ★ ★ ★ ★

NI G H T  S HI F T  
L u c a sfil m  ( U S G ol d)  £ 2 4. 9 9  
U p p er s  - Gr a p hi c all y  

i n n o v ati v e a n d  f ull of  c h ar a ct er.  

D o w n er s  - D et ail- p a c k e d  

b a c k gr o u n d  c a n  m a k e  it h ar d  t o 

s e e  w h er e  t h e a ct u al  pl atf or m s  

ar e;  m or e  ti m e s p e nt  l o a di n g t h a n 

pl a yi n g.  T h e  B ott o m  Li n e  - A  f e w 

i n str u cti o n s w o ul d  w or k  w o n d er s,  
b ut  t h e g a m e ’s  o v 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 olf  st yl e  g a m e  t o 

d at e.  D o w n er s  - M or e  of  t h e 

c oi n- o p ’s  a p p e al  i s d o w n  t o t h e 

c a bi n et- m o u nt e d  U zi  t h a n y o u  
mi g ht  t hi n k, l e a vi n g t h e A mi g a  

v er si o n  s o m e w h at  ‘fl at’. T h e  
B ott o m  Li n e  - E v er yt hi n g  y o u  

c o ul d  e x p e ct  a  c o n v er si o n  of  

O p er ati o n  T h u n d er b olt  t o b e.  
★ ★ ★

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.
*****



T H E  L H S T  V E R B ’S  G A M E S T H E  B O T T O M  LI N E
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P A R A D R OI D  9 0
H e w s o n  £ 2 4. 9 9

er

5

n y

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. 
★ ★ ★ ★ ★

7

B,  

i s 

h

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.  ★ ★

P O P U L O U S
El e ctr o ni c  Art s  £ 2 4. 9 9
U p p er s  - T ot all y  u ni q u e  

g a m e pl a y  a n d  s m o ot h  3 D  

i s o m etri c gr a p hi c s  a d d  u p  t o a  

g a m e  wit h  d e pt h  a n d  s p ar kl e.  

D o w n er s  - T h e  i c o n c o ntr ol  

s y st e m  r e all y i s v er y  c o nf u si n g.  

T h e  B ott o m  Li n e- A n  e s s e nti al  

f or all  o p e n- mi n d e d  A mi g a  

o w n er s.  ★ ★ ★ ★ ★

T H E  P O W E R
D e m o n w ar e  £ 2 4. 9 9
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 ct i vi si o n £ 1 9. 9 9
U p p er s- A W  t h e ar c a d e ’s  tr a c k s, 

c h ar a ct er s,  a n d  s e cr et  f e at ur e s. 

D o w n er s  - T h e  gr a p hi c s  c a n  g et  

v er y  c o nf u si n g,  a n d  t h e g a m e pl a y  

i s n’t r e all y t h at cl o s e  t o t h e 

ori gi n al.  T h e  B ott o m  Li n e  - A  
g o o d  st a b  at  a  v er y  diffi c ult  

c o n v er si o n,  b ut  n ot  q uit e  g o o d  

e n o u g h.  ★ ★ ★

P O W E R M O N G E R
El e ctr o ni c  Art s  £ 2 9. 9 9
U p p er s  - T h e  br a v e  n e w  f a c e of  

w ar g a m e s...  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. ★ ★ ★ ★

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.  

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  - O v er- pri c e d  a n d  

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  a  cl a s si c.  

★ ★ ★ ★

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. ★

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 ?)  
★ ★

R O B O C O P  2
O c e a n  £ 2 4. 9 9
U p p er s  - Gr e at  gr a p hi c s,  

g e n er all y  e x c ell e nt  pr e s e nt ati o n.  

D o w n er s  - A w k w ar d  c o ntr ol s,  

s o m e  i nf uri ati n g g a m e pl a y  tr ait s, 

a n d  it’s  all  a  t o u c h t o o f or m ul ai c. 

T h e  B ott o m  Li n e  - C o ul d  h a v e  

b e e n  a  g o o d  d e al  b ett er.  ★ ★ ★

R O G U E  T R O O P E R
Kri s ali s  £ 2 4. 9 9
U p p er s  - F airl y  e nt ert ai ni n g  

ar c a d e  a d v e nt ur e  wit h  d e vi o u s  

b ut  l o gi c al p u z zl e s  a n d  a n  

e x c ell e nt  fr e e c oll e ct or s'  c o mi c.  

D o w n er s  - O n e  lif e - o n e  

mi st a k e  a n d  y o u ’r e all  t h e w a y  

b a c k  t o t h e st art  of  t h e fir st l e v el 

( A a arr g hl) 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 ct i 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 R A K O N
Vir gi n  £ 1 9. 9 9

U p p er s  - Brilli a nt  S h a n g h ai  
i n s pir e d g a m e pl a y,  m a k e  t hi s a  

str at e g y  cl a s si c,  a n d  t h e pri c e  i s a  

ni c e  s ur pri s e.  D o w n er s  - Sli g htl y  

i n di sti n ct s y m b ol s  c a n  o c c a si o n all y  

c o nf u s e  m att er s.  T h e  B ott o m  Li n e  
- A  s u pr e m el y  a d di cti v e  p u z zl er,  i n 

t h e fi n e st ‘t a k e s o v er  y o ur  e ntir e  lif e’ 

tr a diti o n. ★ ★ ★ ★

S E A R C H  F O R  T H E  

KI N G
A c c ol a d e  £ 3 4. 9 9
U p p er s  - S u p er b  El vi s  g a g s  a n d  

att e nti o n  t o d et ail  ( p arti c ul arl y i n t h e 

gr a p hi c s)  m e a n  gr a p hi c  a d v e nt ur e  

f a n s will  t a k e t o it i m m e di at el y. 

D o w n er s  - A c c ol a d e  bl o w  it t o a  

c ert ai n  e xt e nt  wit h  t h eir i n effi ci e nt 

p ar s er  s y st e m.  T h e  B ott o m  Li n e  - 
Still  a  l o n g w a y  t o g o  b ef or e  it 

c o m p et e s  wit h  t h e li k e s of  M o n k e y  

I sl a n d. ★ ★ ★

S H A N G H AI
A ct i 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 u m 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.  ★ ★ ★

T H E  SI M P S O N S
O c e a n  £ 2 4. 9 9

U p p er s  - A  g o o d  li c e n c e A N D  a  

g o o d  g a m e.  Brilli a nt  c o n s ol e-li k e  

s cr olli n g  ar c a d e  pl atf or m  s ort  of  

t hi n g. D o w n er s  - T h e  m ai n  g a m e  

d o e s n ’t r e all y r el y o n  t h e Si m p s o n s  

t h e m e, a n d  a  bit  t o o c o m pli c at e d  f or 

B art ’s  y o u n g er  f a n s. T h e  B ott o m  
Li n e  - T h e  li c e n c e of  t h e y e ar,  

pr o b a bl y.  ★ ★ ★ ★ ★

SI RI U S  7
C R L  £ 2 4. 9 9
U p p er s  - T e c h ni c all y  a d e q u at e.  

D o w n er s  - N o  t h o u g ht, n o  

i m a gi n ati o n, n o  g a m e,  n o  f u n. 

T h e  B ott o m  Li n e  - Al m o st  a s  

a cti o n- p a c k e d  a s  X e n o n  2.  I n 
p a u s e  m o d e.  *

S LI D E R S
P al a c e  £ 2 5. 9 9

U p p er s  - Cl e a n  3 D  i s o m etri c 

gr a p hi c s,  wit h  l o a d s of  s p orti n g  a n d  

M ar bl e  M a d n e s s  o v ert o n e s  t hr o w n i n 

f or g o o d  m e a s ur e.  D o w n er s  - T h e  

r e s ult i s fr a n kl y l e s s e nj o y a bl e  t h a n it 

s o u n d s.  T h e  B ott o m  Li n e  - B u y  

y o ur s elf  S pi n di z z y  W orl d s  or  

S p e e d b all  2  i n st e a d. ★ ★

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.  ★

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.  ★ ★ ★ ★ ★

I

S PI RI T  O F  
E X C A LI B U R
Vir gi n  £ 2 4. 9 9
U p p er s  - Pl e nt y  of  v ari ati o n,  a n d  it 

c ert ai nl y  all  l o o k s l o v el y. D o w n er s - 
Pitif ull y  sl o w,  a n d  t h e diff er e nt  

s e cti o n s  d o n ’t r e all y s e e m  t o g el  

t o g et h er. T h e  B ott o m  Li n e  - If 

y o u ’v e  g ot  a  f e w h o ur s  t o kill  w hil e  

y o u ’r e w aiti n g  f or a  tr ai n, t hi s i s a  

g a m e  t h at y o u  c a n  l o a d u p  wit h o ut  

f e ar of  it c a u si n g  y o u  t o mi s s  it. ( O n 

t h e ot h er  h a n d,  st a n di n g  o n  t h e 

pl atf or m  mi g ht  b e  m or e  f u n). ★ ★

S P O T
L ei s ur e  G e ni u s  £ 2 5. 9 9

U p p er s  - Brilli a ntl y- d e si g n e d  

Ot h ell o  b a s e d  b o ar d  g a m e  w hi c h  still  

m a n a g e s  t o off er  s o m et hi n g  n e w  a n d  

diff er e nt  ( a n d e v e n  s u p p ort s  u p  t o 
f o ur pl a y er s).  D o w n er s  - T h e  

pr e s e nt ati o n  l a c k s p oli s h  i n pl a c e s.  

T h e  B ott o m  Li n e  - A  cl a s s  b o ar d ­

li k e str at e g y  a ct.  ★ ★ ★ ★ ★

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 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 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. ★
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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 o



T H E  B O T T O M  LI N E T H E  L A S T  V E R B ’S  G A M E S

★ ★ ★ ★ ★  E x c ell e nt ★ ★ ★ ★ ★  N e arl y  t h er e ★ ★ ★ ★  V er y  g o o d ★ ★ ★  H a s  it s m o m e nt s  ★ ★  Fl a w e d  ★  Dir e

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 RI K E R  
M A N A G E R
D & H  G a m e s  £ 2 4. 9 9

U p p er s  - Fr o m  t h e p e o pl e  w h o  

br o u g ht  y o u  F o ot b all  Dir e ct or  ( y e s, 
t h at’s  it s o nl y  g o o d  p oi nt).  D o w n er s  
- St ati sti c  fr e n z y wit h  a b s ol ut el y  n o  

g a m e pl a y  w h at s o e v er.  T h e  B ott o m  
Li n e  - C o ul d  p u s h  t h e b o u n d ari e s  

of  c o m p ut er  g a m e s  b a c k w ar d s  b y  t e n 

y e dr s.  ★

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- h  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.  
★ ★ ★
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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 

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 W A P
P al a c e  £ 2 5. 9 9
U p p er s  - I nt er e sti n g a n d  n e w  i d e a 

f or a  p u z zl e  g a m e,  pr o gr a m m e d  

p erf e ctl y  c o m p et e ntl y.  D o w n er s  - It 

j u st i s n’t c a pti v ati n g,  a n d  n e v er  ri s e s 

a b o v e  t h e a v er a g e n e s s.

T h e  B ott o m  Li n e  - F ail s  t o i n s pir e 

a n y  e m oti o n s  at  all.  It’s  n ot  g o o d,  it’s  

n ot  b a d.  It’s  j u st a  bit  bl a n d.  ★ ★

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.  ★ ★ ★ ★ ★

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

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.  ★ ★

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 E N A G E  
M U T A N T  H E R O  
T U R T L E S
Mi rr 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  - 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

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
U p p er s  - E nj o y a bl e  mi n dl e s s  

bl a sti n g.  D o w n er s  - Er m,  h a s  

t h er e b e e n  s o m e  mi st a k e  h er e ?  

S o m e o n e  a p p e ar s  t o h a v e  s e nt  

u s  a  c o p y  of  T urri c a n.  T h e  
B ott o m  Li n e  - B ett er  t h a n t h e 

ori gi n al,  b ut  t h at’s  t h e o nl y  w a y  i n 

w hi c h  it’s  diff er e nt.  ★ ★ ★

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,  wit 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 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 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. 

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
Mi rr or s oft £ 2 4. 9 9
U p p er s  - V er y  d e e p  ( h o h o).  

D o w n er s  - S u b  si m s  n e v er  
s c or e  hi g hl y  o n  t h e t hrill o m et er, 

a n d  t hi s o n e  i s n o  e x c e pti o n.  T h e  
B ott o m  Li n e  - N ot  a s  o v erl y  

t e c hi e- bi a s e d a s  m a n y  i n t h e 

g e nr e,  b ut  still  n ot  o n e  t o 

r e c o m m e n d t o t h e h ar d e n e d  

a cti o n  j u n ki e s. ★ ★

W O N D E R L A N D
Vir gi n  £ 2 4. 9 5
U p p er s  - A n  e v o c ati v e  t elli n g of  t h e 

cl a s si c  L e wi s  C arr ol  t al e utili si n g  a  

pr ett y  a d v a n c e d  u s er-i nt erf a c e.  

D o w n er s  - U nl e s s  y o u ’v e  g ot  a  

v er y  p o w erf ul  A mi g a  wit h  a  s cr e e n  

t h at c a n  h a n dl e  i nt erl a c e, t h e w h ol e  

t hi n g i s v er y  u n wi el d y.  It’s  n ot  g ot  t h e 

b e st  p ar s er  i n t h e w orl d  eit h er.  T h e  
B ott o m  Li n e  - Br a v e,  b ut  aft er  all  

t h e h y p e  t h e pr o d u ct  i s s o m et hi n g  of  

a  l et- d o w n. N ot  a  p at c h  o n  M o n k e y  
I sl a n d. ★ ★ ★

W O R L D
C H A M PI O N S HI P
S O C C E R
Elit e  £ 2 4. 9 9
U p p er s  - V er y  g o o d  c o p y  of  t h e 

c oi n- o p  ( s o b). D o w n er s  - P o or  

pl a y a bilit y,  y o u  n e v er  g et  t w o 

s e c o n d s  o n  t h e b all.  T h e  B ott o m  
Li n e  - K n o c k e d  o ut  i n t h e fir st 

r o u n d. ★ ★

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. O. T. B. // 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- s p a c e  st ati o n ’ st or y.  

D o w n er s  - T h e  w h ol e  t hi n g f e el s 

f ar t o o m u c h  li k e a n  8- bit  g a m e.  T h e  
B ott o m  Li n e  - All  t h e el e m e nt s  of  

a  g o o d  g a m e  ar e  t h er e - t h e y j u st 

h a v e n ’t b e e n  ti e d t o g et h er pr o p erl y.  

★ ★

XI P H O S
El e ctr o ni c  Z o o  £ 2 4. 9 9
U p p er s  - Sil k y  s m o ot h  a n d  

s u btl e.  D o w n er s  - T a k e s  f ar t o o 

l o n g t o g et  i nt o t h e a cti o n.  T h e  
B ott o m  Li n e  - O nl y  f or t h e 

d e di c at e d  s p a c e  tr a d er. ★ ★

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

. X. ‘* ; . ✓

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  - k  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.
★ ★ ★



AMEAGRE PRICES
FOR AMIGA USERS

GAME PRICE
3 Stooges.................................................£7.95
3D Construction Kit............................£32.95
3D Pool.......................................................£7.95
A.P.B............................................................£6.70
Addicted To Fun - Rainbow (comp)...£12.95 
Advanced Fruit Machine.................... £5.99
Afrika Korps..........................................£18.95
After Burner............................................£6.70
Amnios.................................................... £12.95
AMOS the Creator..............................£32.95
Aquaventura........................................ £22.95
Arkanoid II - Revenge Of Doh...........£6.70
Armalyte.................................................£15.96
Armour-geddon....................................£15.75
Atomino..................................................£15.96
Back To The Future m.......................£15.96
Barbarian II.............................................. £6.70
Barbarian n (Psygnosis)................... £15.96
Batman - Caped Crusader.................. £6.70
Battle Chess..........................................£15.96
Battle Chess II......................................£15.96
Beastbusters........................................ £15.96
Billiards 2 Simulator............................£15.96
Bionic Commando................................. £6.70
Blade Warrior....................................... £15.96
Brat........................................................... £15.96
Cadaver...................................................£15.96
Cadaver - The Payoff......................... £10.95
Captive.................................................... £15.96
Cardinal Of the Kremlin................... £15.96
Carrier Command................................. £7.95
Carthage.................................................£15.96
Challenge Golf......................................£15.96
Challengers (Comp)............................£18.95
Chaos Strikes Back.............................£15.96
Chase HQ fl...........................................£15.96
Chips Challenge...................................£15.96
Chuck Rock............................................£15.96
Cohort - Fighting For Rome............ £18.95
Continental Circus................................ £6.70
Corporation + Mission.......................£15.96
Crazy Cars................................................£6.70
Cricket (1 meg).....................................£18.95
Cruise For A Corpse.......................... £16.96
Cybercon m...........................................£15.96
D.T. Olympic Challenge.......................£6.70
Darkman.................................................£15.96
Das Boot..................................................£19.95
Death Knights Of Krynn (1 Meg) ...£18.95 
Defender Of The Crown......................£7.95
Defenders Of The Earth......................£6.70
Deluxe Paint IV....................................£59.95
Deuteros.................................................£15.96
Double Dragon....................................... £6.70
Driller.........................................................£6.70
Elf..............................................................£15.96
Elvira (1 meg)....................................... £18.95
Enchanter.................................................£7.95
Exile.........................................................£15.96
Eye Of the Beholder (1 Meg)...........£18.95
F-15 Strike Eagle n (1 Meg)............. £21.86
F-16 Combat Pilot...............................£15.96
F-16 Falcon............................................£18.95
F-19 Stealth Fighter............................£18.95
F-29 Retaliator......................................£15.96
Fantasy World Dizzy.............................£5.99
Fast Food..................................................£5.99
Final Fight.............................................£15.96
Fist Of fury (Comp).............................£15.96
Flight Of The Intruder.......................£21.86
Flood..........................................................£8.95
Forgotten Worlds...................................£6.70
Frenetic...................................................£15.96
Full Blast (Comp)................................ £18.95
Gauntlet n............................................... £6.70
Gauntlet III............................................£15.96
Geisha..................................................... £15.96
Gods.........................................................£15.96

GAME PRICE
Golden Axe............................................£15.96
Grandstand (Comp)............................£18.95
Gunboat..................................................£18.95
Halls Of Montezuma.......................... £15.96
Hard Drivin'.............................................. £6.70
Hard Drivin' 2.........................................£15.96
Harpoon (1 Meg)................................. £18.95
Head Over Heels....................................£7.95
Heroquest.............................................. £15.96
Hitchikers Guide To The Galaxy.....£7.95
Hollywood Collection (Comp)........ £18.95
Hostages...................................................£6.70
Hunt For Red October........................£15.96
Hunter..................................................... £15.96
IK+...............................................................£6.70
Impossamole...........................................£6.70
Indiana Jones And The Last
Crusade...................................................£12.95
Indianapolis 500...................................£15.96
Insector Hecti..........................................£5.99
It Came From The Desert (1 Meg) .£18.95 
Jack Nicklaus Unlimited

Golf(l Meg)....................................... £18.95
Jimmy White's Whirlwind Snooker£ 15.96 
Kamikaze..................................................£5.99
Kick Off + Extra Time.......................... £6.70
Kick Off H................................................£12.95
Kick Off D(1 Meg)...............................£15.96
Killing Cloud..........................................£15.96
Killing Game Show.............................£15.96
Kult..............................................................£6.70
Last Ninja II.............................................£6.70
Last Ninja DI..........................................£15.96
Leather Goddess Of Phobos............. £7.95
Led Storm.................................................£6.70
Leisure Suit Larry n............................£25.96
Leisure Suit Larry HI.......................... £25.96
Lemmings.............................................. £15.75
Licence To Kill.........................................£6.70
Life And Death.....................................£15.96
Line of Fire............................................£15.96
Lombard RAC Rally..............................£6.70
Loom........................................................£18.95
Lotus Esprit Turbo Challenge........ £15.96
Lotus Turbo Challenge II.................. £15.96
Ml Tank Platoon................................. £18.95
Magic Pockets......................................£15.96
Magnetic Scrolls Collection (Comp)£18.95 
Manchester United Europe............. £15.96
Maupiti Island...................................... £15.96
Mega-Lo-Mania....................................£18.95
Megatraveller I (1 meg).....................£18.95
Mercs.......................................................£15.96
Metal Mutant.........................................£15.96
Miami Chase...........................................£6.70
Midnight Resistance.......................... £15.96
Midwinter.............................................. £18.95
Midwinter n...........................................£18.95
Mig 29 Soviet Fighter.......................... £5.99
Moonbase (1 Meg)..............................£22.95
Moonwalker.............................................£6.70
Myth.........................................................£15.96
Nam..........................................................£18.95
Navy Seals............................................. £15.96
Nebulus 2................................................£15.96
Nitro.........................................................£15.96
North & South.........................................£6.70
Operation Stealth................................ £15.96
Operation Wolf....................................... £6.70
Outrun Europa.....................................£15.96
Overrun (1 Meg)...................................£18.95
Pang.........................................................£15.96
Panza Kick Boxing (1 Meg)............. £15.96
PGA Tour Golf...................................... £15.96
Pit Fighter.............................................. £15.96
Platinum (Comp)................................. £15.96
Populous.................................................£15.96
Power Pack (Comp).............................£15.96

GAME PRICE
Power Up (Comp)...............................£18.95
Powermonger......................................£18.95
PP Hammer...........................................£15.96
Predator 2.............................................. £15.96
Prehistorik.............................................£15.96
Premier Collection (Comp)...............£15.96
Prince Of Persia...................................£15.96
Pro Tennis................................................£4.49
Pro Tennis Tour 2...............................£15.96
Proflight..................................................£29.45
Projectyle..................................................£8.95
R-Type II.................................................£15.96
R.B.I Baseball 2....................................£18.95
Railroad Tycoon (1 Meg)..................£21.86
Rainbow Islands................................. £15.96
Rambo III..................................................£6.70
Red Heat...................................................£6.70
Rick Dangerous II...............................£15.96
Robin Hood...........................................£15.96
Robocop II............................................. £15.96
Rocket Ranger........................................ £7.95
Rod-Land................................................£15.96
Rolling Ronny....................................... £15.96
Secret Of Monkey Island (1 Meg)..£15.96 
Secret of Silver Blades.......................£19.95
Shadow Dancer....................................£15.96
Shadow Of The Beast II................... £21.86
Shufflepuck Cafe...................................£6.70
Silent Service II....................................£22.95
Silkworm..................................................£6.70
Sim City/Populous..............................£18.95
Sim Earth................................................£18.95
Simpsons................................................£15.96
Sky Chase.................................................£7.95
Sliders..................................................... £15.96
Soccer Manager - Multi Player......£15.96
Speedball..................................................£7.95
Speedball II...........................................£15.96
Spindizzy Worlds................................ £15.96
Steve Davis Snooker.............................£8.19
Super Hang On......................................£6.70
Super Monaco G.P..............................£15.96
Supercars.................................................£6.70
Supercars II...........................................£15.96
Supremacy............................................£18.95
Swap........................................................£15.96
Switchblade............................................£6.70
Switchblade II......................................£15.96
SWIV..............................  £15.96
Team Suzuki..........................................£15.96
Terminator II.........................................£15.96
Test Drive II Collection (Comp).....£18.95
Thunderhawk......................................£18.95
Toki..........................................................£15.96
Toobin........................................................£6.70
Total Recall...........................................£15.96
Treasure Island Dizzy.........................£4.49
Turrican II............................................. £15.96
Ultima V.................................................£18.95
Utopia..................................................... £18.95
Viz.............................................................£15.75
Warlock The Avenger........................£15.96
Warzone.................................................£12.95
Waterloo...................................................£7.95
Wheels Of Fire (Comp)......................£18.95
Wild Wheels..........................................£15.96
Wings..................................................... £18.95
Wings (1 Meg).....................................£18.95
Wizball.......................................................£6.70
Wolfpack...................................................£6.70
Wonderland (1 Meg).......................... £18.95
Wrath Of The Demon........................£18.95
Xenon........................................................£6.70
Xenon II.................................................... £6.70
Xybots.......................................................£6.70
Z-Out........................................................£12.95

Double Sided 
Double Density

QUANTITY PRICE
10........................... ...................£4.30
20........................... ...................£7.80
25........................... ...................£9.95
30........................... .................£11.50
35........................... .................£12.95
40........................... .................£14.25
45............................................ £16.00
50.............................................£18.25
80.............................................£27.60
100......................... .................£32.90
120......................... .................£39.40
150......................... .................£48.95
200......................... .................£61.95
300.......................................... £91.90
400........................................£119.90
500........................................£149.75

FULL NO QUIBBLE 
REPLACEMENT 

GUARANTEE

100%  ERROR 
FREE

WITH 
LABELS

BOXES(with keys, labels, dividers)
10

£0.94
40 

£4.95
50 

£5.60

80
£6.30

100 
£6.80

120
£8.75Cumana CAX354 ExternalDisk Drive............................£59.95Cortex 1/2 Meg MemoryUpgrade with clock.......£31.75
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MEGA LO MANIA IN THE STYLE OF 
BOBBY ROBSON'S ENGLAND

By Jon Hare of Sensible Software

Welcome to In The Style Of..., our irregular series where we ask well known graphic artists to 
re-interpret one of their most popular games in the style of someone - or something! - 

completely different. Imagine what would have happened if Vincent Van Gogh had designed 
Cruise For A Corpse for instance, or film director Sam Peckinpah had had a hand in Rodland?

And they get weirder than that too, as this month’s offering shows...
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‘At first I was thinking of doing something in the style of Marc Chagall, 
a French painter who did all these medieval folk scenes full of violins, 
goats and bridesmaids - lots of bridesmaids! - for some reason, but in 
the end I decided it was probably a bit too obscure for the average 
AMIGA POWER reader.

‘In the end then I went for this, Bobby Robson’s England. We 
had £100 on Cameroon at 50 to one throughout the World Cup, and 
this shows the game where we lost it - the two teams are Cameroon 
and England (of course), and Cameroon are just about to score their 

second goal. We were really cheering them on at this point - but, of 
course, England went on to equalise with a penalty and then go on to 
win, so our excitement didn’t last long.

‘Most of the jokes on this screen are self explanatory, while 
the building, giant hole in the ground and God-like face we put in just 
to make it more Mega Io Mania-y. And no, there’s no truth in the 
rumour we did a football In The Style Of... just to promote the new, as 
yet un-named, footie game we’ve got coming out in time for the 
European Championships next summer!’

Next Month: The next fabulous issue of good old AP will be on sale on (or around) October 24th (which is, as always, a Thursday). No 
postcards this time round (boo!), but an extra thick copy of the mag (our biggest yet) absolutely packed with Good Things. Hurrah!



USE YOUR WITS TO 
BEAT THE COMPUTER

FOOTBALL TRIVIA QUIZ
0839 03 03 71

5p per 8 secs cheap rate 6 secs ocher times 
Questel PO Box 3000 London N20 NRB

and a CD
IS^NAUGHTY 
W TRIVIA QUIZ

0839 03 03 72
Amiga for M
Business

5p per 8 secs cheap rae 6 secs other times 
Queste! PO Box 3000 London N20 NRB

To advertise in the biggest selling Amiga 
games magazine call Susanne Mansfield 
on 0225 442244 (or fax her on 0225 
480325)now!

Sharrow Electronic 
Supplies

COMPUTER SALES - REPAIRS 
Access/Visa most welcome

PHONE US ON

0765 607887
anytime

3.5" DS DD............ 30p 5.25" DS DD..............21p
3.5" DS HD............ 65p 5.25" DS HD..............47p

Genuine Sony Bulk 3-5" DS DD - 33p
(Prices per disk)

DISK BOXES
3.5" 40.........................£3.59

80....................... £3.99
5.25" 50.........................£3.39

100..................... £3.95

PRINTER STANDS
Universal (3-piece)..........£5.99
Moulded (80 Column) ....£6.99

KAO BRANDED DISKS (Price per Box of 10)
3.5" DS DD..................£6.20 5.25" DS DD..................... £4.40
3.5" DS HD.............. ..£12.40 5.25" DS HD..................... £7.30
We have a large range of KAO formatted and coloured disks. Please call for prices.

Our prices include all extras, just add £3.50 P&P.
Cheques + PO's to Diamond Link Computer Supplies, 34 Court Farm Road, Warlingham, Surrey, CR6 9BD

Tel: 0883-626383 Fax: 081-651 5051

ADVERTISERS INDEX
Accolade............................. 114, IBC
BCS............................................. ...91
Byte Direct..................................... 91
DataGem.......................................111
Datei................................................84
Dial A Disk...................................101
Diamond Link...............................113
Domark...........................................65
Electronic Arts........................18,19
Intronic..........................................113
Jamac............................................. 95
MD Office Supplies...................... 82
Microprose.............................. 44,45
Mindscape.....................................46
Mirrorsoft........................................20
Ocean ..9,31,48,49,60,69, OBC 
PCS....... ........................ 113
Poste Haste...................................95

Premier Mail Order........
Psygnosis...............-......
Renegade........................
Richards Developments 
Sharrow Electronics...... .
SoftwareCity...................
Space City...................... .

Star Associates...............
Telescan
Trojan.... 
Tronsoft. 
US Gold.
Virgin.....
Virgo......
Voiceline 
W.T.S. Electronics.
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PCS INTERNATIONAL PD
THE NORTHWEST'S BIGGEST PD LIBRARY 

33 CHAPEL GREEN ROAD, HINDLEY, WIGAN WN2 3LL 

0942 521577
SUPPLIERS OF AMOS, AMICUS, FISH, TBAG, SD-DISKS 

SNAG, AMIGOS AND PCS PD

PUBLIC DOMAIN GAMES
WE HAVE OVER Ï00 GAMES AVAILABLE

PCG 1 Learn and Play (not Amos)
PCG 2 Treasure Trap
PCG 3 Pipeline
PCG 4 Breaker Construction Set

Intronic Software
The Midlands Premier Mail Order Software House

CABLES ! !
* PRINTER * MONITOR * TELLY ‘....EVEN A BIONIC WELLY *

» to WE CAN SUPPLY IT I
■ AMIGA SPARES * AMIGA ADD-ONS * AMIGA REPAIRS * A 

• FIXED PRICE REPAIRS e.g. AMIGA PSU - £20 *
Ifl/A/G US FOR A QUOTE
COLLECTION AND DELIVERY SERVICE WEST MIDLANDS AND NORTH WALES

Some of our 2
~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.
\ SEND FOR OUR LATEST LIST

R/0 236-240 Stafford Street WALSALL West Midlands
____________ Telephone (0922) 725832

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 
PCG 11 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

PCG60 LamV1.2
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

UK ORDERS ONLY SEND TO 
PCS INTERNATIONAL PD 
FREEPOST WN5157F 
HINDLEY 
WIGAN vU
WN2 3BRr
ALL CHEQUES MADE PAYABLE TO PCS INTERNATIONAL. 

WE ALSO TAKE CREDIT CARDS, EUROCHEQUES ETC.
OVERSEAS ORDERS TO THE ADDRESS AT THE TOP

EUROPE ADD 25p REST OF THE WORLD ADD 50p.'

o œ
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ÿpu.to hew heights of 
4 wheel passion in. 
sopip of the, world's : 
most exclusive sports 
cpr prototypes, 6rip 

‘that steering wheel
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l AvaHahJhty1BM PCM.migdfC64tDisk,

.. Accolade Europe Ltd., Bowling House, Point Please
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: TEST ff Ti<i
THEÇ&LlÉÊHÔN

! ..th®  most
comprehensive racing 
Simulation? pack ever. , 
includes Tèst DriyelP*': 

L theDuel/ wherp the
■ world'stwo fastest 

;, SqfsrtheEerrqri F40 
■" and fhè l^rsçnè 959 *, 

■ V blast dovari freeways

■" ;■' •s' "S ■ ‘ ... ?<. . V-.' . « .••• ' ■. .
In pole position, fully revved up and ready toGO! -four of the most 

. : supercharged siriiulatiofts to hit the track.

Try racing in the gruefling Forniulà 1 circuit where càncentration. 
and puredetermination ore taken to the limit. Or get behind...

.. . .,<■>- ¿v- ..... . ■■■>. ...... .. . ■■ ■ ;
v*.■' .y V ‘ < •/ ■,/> • ‘ << ; '.. . '.

’..T> -• - * * .31 : "• r > •

The best in entertainment software

EUROPEAN CHALLENGE™ 
CALIFORNIA CHALLENGE™ 

TEST DRIVE II™ THE DUEL
MUSCLE CARS™ 

THE SUPER CARS™

I 99 Bs 9|
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Availability IBM PC

AU copyrights acknowledged* 'The best in eiitert^rim^nt^òftyva^b

For IBM A KMT, 
< <nnp>i(lhlvM

SUPER CARJ^AK.
• Exotic Car Showroom
• Ferrari Formula One
à.drand PrixCiixuit Z 
Combining Three • 
incredible high. ./ •
performance * < 
simulations including ■ 
Ferrari-Formula’) and

on legendary tracks throughout the wo 
ggaipst the top int'ernatiopal-.drivers.. .
AVailabHity.PC Dual. • *

get left

R- - '

jüggfegl .

■ ■ / • EXOTIC CAR
PjMMMl SHOWROOM 
|$%t#g|^||| Imagine this collection 
MiiMMiil in your garage -

SI. -Exotic Car-Showroom 
-'’offers fifteen ofthe 

gHHI j - hottest, most hiah 
v, : performance vehicles

E BH ever made. Compare
each car feature for 

feature- fs it possible.to choose the 
ultimate car from this pack.

EXOTIC CARS AND QUAND PRIX RACING!

Capstone

Evaluate 15 Incredible HigM’wormance 
Automobiles Displayed On Your PC

MERCEDES 500SL

Price: $B2,000
1*1/4 Mile: 14^9
I 1 Top speed: 155

Aft Horsepower: 322

■ ACURA NSX

Horsepower: ¿io
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OCEAN SOFTWARE LIMITED
6 CENTRAL STREET • MANCHESTER • M2 5NS 

TELEPHONE: 061 832 6633 • FAX: 061 834 0650
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ACCLAIM1” AND MASTERS OF THE GAME™ ARE TRADEMARKS OF ACCLAIM ENTERTAINMENT INC. 
THE SIMPSONS™ TM & ©  1990 TWENTIETH CENTURY FOX FILM CORP. ALL RIGHTS RESERVED.

a very important secret:

That's right man! A buncha slimy, 
horrible, totally gross and putrid 
monsters are taking over the 
bodies off the people who live here 
and they wanna build a weapon 
that's gonna take over the entire 
planet! * <^3

PReTTy CoOL, HUh?
Anyway, yours truly is the only one 

who can see 'em! I've gotta spray­
paint things, get radical on my 
skateboard, use my trusty slingshot, 
and in general behave like a 
nuisance, man« 
Plus, with evil dudes like Nelson 
the bully and Sideshow Bob getting 
in my way. it's a good thing I've got 
the rest off the Simpsons to help me 
out!
So iff you're a decent person a 
patriot, and somebody who cares 
about this sorry planet, you'll do the 
right thing.

2 c2 °□ —
=T(Q



êapers 
in’s 
newie

Magic Poc
Worth the 

rit? 11 “

fi Ihis prévit 
horizontally

CAPTAIN BULLFROG
PLANET

■- I Mindscape’s Bullfro
I ecological super- their h;

« I hero breaks cover a Frog

J with this exclusive MÈMRa game-
I playable preview ■HBBfcR it’s a d

PLUS! «AIR ACE II Excellent Flying Shark style

AMIGA LIGHT 
PHAZER
Thrilling or throwaway?

- V E‘ E"- WENT INC. 
r_ SGHTS RESERVED.


