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BATMAN IS HERE! 
At last, Ocean's interpretation of the smash film 

hits the Amiga. Warning: This is ~.' 
no preview - this is a fu ll "AA" ~ 
in-depth review! 

BEACH VOLLEY 
Ocean send four 
bronzed hunks to play 
ball on the 

beach in th is ~ 
unusual sport- • 
ing action sim- I I 
ulation. 

DYNAMITE DUX 
Activision 's conversion of the popu lar arcade 
game explodes into action your 
Amiga screen and our team like £--~ I 
what's on offer! ~ 

GRAPHICS 
Our regular look at the 
world of p ixels gets 
under way with 
an explanation 
of how com­
puter graphics 
work. 

......... 



ALTERED BEAST 
Another exciting coin -op conversion from 
Activision . This time you take 
the role of man or beast in a f" ~ : ] 
scrolling hack'em up. _ _ _ 

THE GAMES 
Games Summer 
Edition is classic 
sporting action 

from Epyx ·the ~ 
people behind •• 
Summer 
Games. 

, OVERALL RATING 

100C+L 
~c:r 

WE'D LIKE TO THANK YOU ... 
All the Amiga Action crew would like to thank you for the hundreds of letters of con· 
gratulation, phone caIIs, reader surveys and competition entries that we have received 
in response to issue one of Amiga Action. It's obvious that many of you have been 
waiting for a magazine that talks your language, doesn't treat you like a child and 
most importantly of all, ~ solely dedicated to Amiga gamin~ 

Many of you asked if we would be able maintain the standard of wue one. lill 
you aren't going to be disappointed. This month we have almost as many games 
reviews as last month's epic review extravaganza, we have more tips and cheats, three 
pages of readers letters, a superb £6IMXI competition and the start of our reguIar graph­
ics column. Then, of course, there ~ the future! Next month will see a record number 
of Amiga games releases· irs going to be an exciting winter· why not join us! 

, 
I , 
I 

BLOODWYCH , 
RPG's are all the rage these days it seems! Its 
very much more of the same 
this time with Mirrorsoft's com­
pelling Bloodwych . 

CONTINENTAL CIRCUS 
Virgin unleash an enormously 
addictive conversion of this coin­
op grand prix racing game . 
Complete with fast smooth graph­
ics, pitstops, rain­
fall and a host of 
different tracks. 

I 
You just are not going 
to believe the quality 
of this competition! We 
have an amazing 225 
games sitting in our 
offices ready for 225 
lucky individuals to 
win!!! And not only 

that but we W 
have loadsa • 
tee shirts and • 
mugs as well! 
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~iW~~:j~i U~ GOlD DRA TH~IR ~WORD~ 
WATCH OUTI WHATCH OUTI ~ I; ~. ~ 
TH~R~'! A f~~f ABOUT 
Mentioned briefly last month, we 
now have more info to bring you 
on EA's tongue-i n-cheek 
adventure, Keef the Thief. Billed 
as a 'dangerous, daring and 
delinquent' tale, you, controlling 
the light-fingered Keef , must 
basically loot Tri-city - home to 
loads of nickable goodies. The 
game is entirely mouse­
controlled, with the player 
controlling Keef's movements 
using the mouse pointer in 
conjunction with various self­
explanatory icons and , using 
these, you must attempt to re­
assemble a mysterious statue, 
and make yourself a god in the 
process. Featuring a whole load 
of spells and puzzles, you can 
snatch yourself a copy of Keel's 
game in October. 

Selecting an icon from his ... 
er .• • unusual inventory, Keef 
the thief prepares to throw an 
axe at the greasy lemmy 

, lookalike. 

looking down a dark, long 
tunnel system, Keef 
contemplates giving up and 
giving the girl who has left her 
number on the wall a ring. 

CD! H~AD fOR GOAl 
In the wake of both Kenny 
Dalglish AND Gazza's soccer, 
comes CDS 's soccer 
management game . Called 
European Superleague, the 
game places you in the sweaty 
trainers of a professional footy 
manager, as he tries to guide 
his team through the various 
stages of the European s 
Cham ions cup. There are eight 
teams to choose from, and each 
team has its various merits and 
failures . Features such as 
postponed games, injuries and 
unruly p layers make your life 
hell 
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One year after the release of 
the highly-acclaimed C64 
version , it seems that the long­
awaited Pool of Radiance D&D 
game is about to be released. 
Taking control of a brave party 
of warriors , Pools of Radiance 
has the player fighting all 
manner of dragons, ogres and 
the like, as the party attempt to 
defeat an invading race known 
as the Draconians. Behind the 
creation of the Draconians is 
the evil Queen of Darkness , 
and unless she and her 
minions are defeated , your 
own world of Krynn will be 
under her dark reign for 
evermore. To defeat the Queen 
the brave must use the land's 
last hope - the powerful Disks 
of Mishakal. Using these disks 
to free trapped villagers, you 
must engage the Draconians 
in battle , use whatever skills 
you have on the various 
dragons and warlocks, before 
encountering and destroying 
the evil Queen. If you like the 
sound of that, you will be able 
to see for yourself when it is 
released in a month or two's 
time. 

As well as Pools of 
Radiance, the S81 people will 
also be bringing us a number 
of other TSR computer 
versions, and if they prove to 
be half as good as Hillsfar 
wh ich Doug ranted about this 
month , we should be in for a 
treat. 

(Above] Approaching a menacing dragon, the player must decide 
who Is best equipped for dea'ing with it. 

As the party moves across the large landscape, their journeys 
are depicted within the eight·way scrolling window. Forced 
perspective gives a nice feeling of depth, and, likewise, the 
hidden creatures are all fully animated. 

Before your party can begin their quest, you must select their 
various attributes. On this screen, you can give them their 
muscles, heads and the like . resulting in some very butch· 
'ooking women and effeminate men! 



TIlE PROMISED LANDS 
NEW! Al'1lpuious data disc is noW available for ST and Amiga. offering 5 divine new worlds. 
advanced strategies. and even more challenge! An essential purchase tor Populous plavers 

everyWhere, at on\y £9.99~ 

e ~ 

ELECTRON IC ART 

To order send £9 99 £24 99 'f ° for 'The Promised • 
BERoKS s~;o:~~ou~:~ !~~!~~~:~e~~~~~ Dd:~T.d~~~~~f~':~ ~t:~r~~equired to play) or , p ease phone (0753) 49442 ROAD, LANGLEY, 



~~m~~~~i ElECTRONIC ARTS INTO BATTlE 

Because each member of your 
team has different attributes, 
your team must be carefully 
selected to take advantages of 
their various good points. In 
addition, if you want to create 
your own team, there is an 
option which allows you to do 
so. 

Featuring all the razzamatazz of 
one of America 's favouri te 
sports, TV Sports Basketball 
looks set to be as big a success 
as Football was. 

CIN~MAWAR~ PR~PAR~ TO 

SlAM DUNK 
Following the extremely 
successful TV Sports Football , 
comes the next in the series: 
Basketball . Once 
Cinemaware will 
concentrating on 
presentation and playability, 
hopefully to the same extent as 
in Football. The game features a 
number of teams to play, and 
there is a range of tournaments 
for the player to partiCipate in. A 
full complement of moves are 
available, including weaving and 
ducking, and the game will be 
able to support a four-player 
mode , providing you have 
Microdeal's extension lead . A 
feature novel to Basketball, 
though, will be the tact that each 
player has physical mismatches. 
For instance, as in real life, some 
players are taller than others , 
whilst some have more stamina. 
There is even an option for good 
looks , but how that counts in 
Basketball is anyone's guess! 

As with Football , there will 
be interviews, TV commentary 
and cheerleaders. There is even 
an action replay facility that 
allows you to save your greatest 
moments onto disk to show your 
frinds at a later date. TV Sports 
Basketball , complete with its full 
set of leagues , shots and 
presentation, will be available in 

Coming soon from EA and 
written by Freefall Associates, 
is a fantasy ro le-playing game 
called Swords of Twi l ight. 
Featuring character 
interaction, a superb 
soundtrack and arcade 
elements, Twilight involves 
taking your team across the 
eight parallel lands that make 
up your world, and destroying 
the evil shadow lords who have 
gained control of each. Using 
any clues given to you, along 
with the various useful magic 
items, your team of four must, 

using whatever means 
available, destroy each of the 
lords. Then, and only then, will 
their world be safe. If that has 
whet your appetite, then you 
can get a closer look in early 
October. 

Also coming at that time is 
EA's cyberpunk adventure , 
Neuromancer. This long­
awaited romp places the 
player in a city straight out of 
Ridley Scott's Blade Runner, 
complete with futuristic 
weirdos . Using the various 
icons available to you, you 

must take your character 
through the strange city, 
solving puzzles as you go. 
Looks interesting, especially if 
you are a fan of the 
aformentioned cyberpunk. 

the new year, priced at £29.99. Only the magic spells collected will defeat this unfriendly dragon - or will they? 
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OCEA EPARES FO 
With a whole host of successful 
conversions behind them, 
Ocean are looking for more 
success when they unleash 
Cabal, Chase H.O and 
Operation Thunderbolt. Of the 

three , Cabal is probably the 
least known. Converted frqm the 
Irem coin-op, Cabal puts you in 
the shoes of a pair of crack 
soldiers as you blast your way 
through twenty levels of gun-

Cabal: from the makers of Operation Wolf and Dragon Ninja. 

Taito's Chase HQ is nearing completion and looking great! 

toting mercenaries. The action is 
very similar to that of the classic 
Operation Wolf, in so much as a 
cursor is used to plug the 
enemy. The main difference , 
though, is that both characters 
are actually shown on the 
screen. Your ultimate aim is to 
fight your way through the levels, 
wasting as many of the enemy 
as possible. Ocean France who 
brought us the conversions of 
the Operation Wolf and Dragon 
Ninja are writing Cabal , and the 
game so far boasts some almost 
arcade-perfect graphics and 
some meaty end-of-Ievel tanks 
and machinery. 

Chase HQ 

Taito 's Chase H.O., however, 
probably won 't need any 
introduction to the arcade-goers 
out there , Assuming the role of a 
Don Johnson lookalike Miami 
cop, you are given the task of 
zooming along the winding 
highways of your beat, stopping 
the evil drug barons that 
terrorise the neighbourhood. As 
with games such as Outrun and 
Super Hang-on , your fast­
moving Porsche is viewed in 
third-person perspective, with 
the other cars and dealers 
scrolling smoothly past and 
towards you. As you tear along 
the busy streets , fhe drug 
barons' cars are instantly 
recognisable by the 
conspicuous yellow arrow 
pointing to them . When one is 
located, you must then ram his 
car continuously until he pulls 

Seated in your new Porche 944 lVrbo, you must search 'he roads for highly dangerous crimina's. 
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over. However, as soon as you 
get near him , he starts 
accelerating, so you must use of 
your three special turbo boosts 
to catch him , There are five 
levels to Chase H.O., with the 
roads getting more dangerous 
with each level , and the crooks' 
intelligence improving , too , So 
far, it has to be said that Chase 
is looking very impressive. The 
screen update is smooth , and 
the graphics very close to that of 
the coin-op - albeit a little more 
'cute-looking'. 

Operation thunderbolt 

Ocean France 's conversion of 
the Uzi-mounted Operation Wolf 
was probably one of the closest 
coin-op conversions of last year, 
This year, Ocean are hoping to 
recreate that success with Its 
sequel, Operation Thunderbolt. 
Re-assuming the role of Roy 
Adams , the hero of the first 
operation , you enrole your 
friend , Hardy Jones, to help free 
a trapped band of hostages 
from some crazed terrorists . 
Once again, your control is with 
an onscreen curso~ and 
positioning this over the 
marauding terrorists, you must 
blast them away before they get 
a chance to sap your energy 
with a well-aimed grenade, knife 
or bullet. The main difference 
between Thunderbolt and Its 
predecessor is the fact that the 
game scrolls not only 
horizontally like the original , but 
'into' the screen as well. Apart 
from that, the game promises to 
be another gun-toting 
extravaganza which looks and 
plays very closely to the coin-op , 
Work on Thunderbolt is being 
done by the inhouse team and, 
so far, is at a very, very early 
stage . We have been shown 
sprite screens, basic animation 
and a rolling demo of the 
second level but, even so, it is 
looking very close to the original. 

Batman 

With the success of Robocop 
still prominent, Ocean 's main 
movie t ie-in is, of course , 
Batman. Following the story of 
Tim Burton 's atmospheric 
masterpiece extremely closely, 
Batman : The Game is split into 
five separate sections ranging 
from a scene where Jack Napier 
faits into a vat of toxic chemicals 
to become The Joker, to a final 
confrontation where Batman and 
his nemesis have a final battle 
on top of Gotham 's cathedral . 
The game features a number of 



CHRISTMAS 
varied game tasks, including a 
section where Batman must 
piece together those chemical 
combinatiions which are killing 
people, and a brilliant driving 
section in which the Batmobile 
and the Batwing are shown in 
third-person perspective tearing 
through Gotham 's streets, 
severing balloons full of The 
Joker's deadly gas. The game is 
being written entirely inhouse, 
and will be available within the 
next month. 

The Untouchables 

Surprisingly enough, out of all of 
Ocean 's forthcoming releases , 
th is one is the one that has had 
the most work done on it. 
Another mUlti-stage game, The 
Untouchables puts you in the 
shoes of Eliot Ness and his gang 
of crime busters. Like Batman, 
there are five individually-loaded 
sections , each following the 
film's action . Beg inning in a 
warehouse, Ness and his band 
must break in on one of 
Capone's liquor warehouses and 
bust the workers . However, also 
present are a number of 
Capone 's accountants, and if 
they are caught you can gain 
valuable knowledge on 
Capone's accounts to put him 
behind bars - your ultimate aim. 
From the warehouse you must 
then thwart a liquor run. Making 
your way to an old bridge, you 
prepare to intercept the delivery. 
As you ambush the lorries, men 
jump out, blasting away, so you 
must blow them away using your 

faithful tommy-gun. 
After that, you must avoid 

ambushes by Capone's guys 
and make your way to the train 
station where you must save a 
lady's baby whilst shooting at 
Capone's cronies . This section is 
probably the most imaginative in 
the game. Once the baby is 
safe, one of Capone's henchmen 
takes an accountant hostage, 
and , in a scene similar to the 
hostage one in Robocop , you 
must shoot him in the head . 
However, you only get time for 
one shot - so make it count . 
Finally, the game closes with a 
climactic shoot-out with Frank 
Nitty, Capone's right-hand man. 
Kill him , and you will have 
enough evidence to bang 
Capone behind bars. 

The Lost Patrol 

This massive Vietnam game was 
originally proposed as Platoon II , 
but instead, it is being promoted 
as an original product. A party of 
seven crack soldiers has been 
stranded in a geek-infested 
jungle and must make their way 
from their crashed helicopter to 
a safe base . The game is 
entirely mouse controlled and 
features some very nice 
graphics and several different 
styles of gameplay. All we have 
seen is a number of still screens 
and some animation on the map 
screen but, so far, it is looking 
very good . Shadow 
Development are writing the 
game, and up to now it has had 
almost a year's solid work on it. 

The Untouchables. Guide Eliot Ness and h's team through five 
levels of varied and original arcade sequences. 

In something of an unusual step, Ocean take to the already 
brutally-competitive skies with F-29 Retaliator. 

Various personality clashes , 
such as morale factors and a 
'psycho' rating (!), together with 
each of the team's health should 
be kept up as much as possible. 
You'll be able to judge the Lost 
Patrol for yourself in November. 

F·29 Retaliator 

This is something of a first for 

Ocean, as it sees their entry into 
the realms of flight sims . 
Controlling the F-29 (which , 
incidentally, is still in 
development) you are given four. 
battle scenarios and worlds to 
liberate . A full complement of 
weapons ' are on offer, and the 
game's battles take place over 
land and sea , and feature 
missions such as bombings and 
dog-fights. A real-time cockpit 
displays the action, and you can 
also pan around your plane - a 
la Falcon. Featuring some very 
fast and smooth update -
although, when we saw it, there 
weren't any land-based graphics 
- it will also be available in 
November. 

Ivanhoe 

Originally billed as a sequel to the playable Platoon, The I.ost Patrol sees you taking charge of a 
group of six stranded soldiers. Can you deal with their personality traits and the Viet.cong ? 

Coming soon from Ocean 
France comes Ivanhoe, a 
horizontally-scrolling 
arcade/adventure . Armed 
initially with a sword , Ivanhoe 
must enter battle with dragons 
and the like ; collect magic 
potions; ride a cowardly horse; 
and avoid hunters. Ivanhoe will 
meet all manner of strange 
creatures , and these can be 
dealt with with your sword or any 
of the other weapons you may 
stumble across. Ivanhoe will be 
available with two or three 
month's time. 
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tiW~~3ti ON~lAU 
ARTRONIC TAKE'EM OUT ~ 
Following on from the mammoth O~ VIRG release schedule we reported 
last month, Artronic are following 
it up with Take 'em Out, a 

~hp~~!~~:n-0aI; na~~ep~~i~li~o~f R ~ l~A~ Taking on the role of a crack 
sniper, you must guide a cross­
hair cursor across a baddy­
infested build ing , shooting the 
kidnappers. However, every now 
and then , a hostage will stick 
their head up, so care must be 
taken not to shoot them by 
accident. A wealth of weapons is 
available, and up to two can be 
activated via the mouse. We 
have a two-level demo at 
present, and it must be said that 
it plays quite well. Expect to see 
it within the next couple of 

A nice touch in Take'em Out ;5 the 
choice of weaponry. The mouse is 
used to select each weapon, and 
then either mouse button can be 
used to activate them. 

fiRST ISSUf OOPS! 
Okay its own up time! The first 
issue of Amiga Action was fairly 
error free by publishing 
standards , but we must admit 
their were a couple of hiccups. 

Top of the list must be the 
preview of Strider which 
appeared xx pages before the 
full review, which we managed 
to squeeze in at the last minute. 

RSN was also the victim of 
another major fau par - the 
photos of Ninja 2 got mixed 
together 
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Coming in October, is the sequel 
to Virgin's successful 
conversion , Double Dragon . 
Unoriginally named, Double 
Dragon II, once again the two 
brothers are given the task of 
avenging their girlfriend - th is 

Coming ·soon from Empire, the 
people behind Sleeping Gods, 
is Time , an animated 
adventure . You begin the 
game on a lone space station, 
but as you explore, your task 
unfolds before you. You must 
build the perfect android, and 
to do this , you must travel to 
various time zones in a rickety 
old time machine. Your travels 
will be inte rrupted by 
dangerous adventures, and 
you must solve puzzles to 
save your neck. Time features 
a 100 different locations, each 
filled with superb ·graphics and 
characters with whom you can 
interact. An icon system is 
used to control your character, 
and , using this , you can 
perform various fucntions such 
as talk, throw and walk. Priced 
at £29.99, Time will be here in 
October. 

Hopefully, Double Dragon " will be harder than its easy 
predecessor· the coln·op certainly was. 

time after the evil Mr Big gunned 
her down. One or two players 
can team up or fight 
singlehandedly, and there are 
now even mo re baddies to 
punch, kick and throw. 

Also due around the same 

Your quest 
for spare 
parts will 
take you 
through 
Rome, the 
Crimean 
War,and will 
see you 
kidnapped 
by the Mona 
Usa. 

(Left] Although at a very early 
stage, there 15 no disputing 
that Ninja Warriors looks like 
Shinobi . let's just hope it 
plays better. 

time is the conversion of Ninja 
Warriors . Using the same 
horizontally-scrolling-style play 
of Shinobi , Ninja Warriors is 
another conversion from the 
Sega coin-op . Converted by 
Random Access, the game 
features a wide range of deadly 
enemies, all out for your blood. 
Work is at a very early stage at 
present, with some of the Ninja's 
limbs floating above his body 
whilst fighting, but the full game 
promises an array of joined-up 
warrioirs and enemy. 

Will you find the parts for the perfect android? 





~im~~~~1 PR~PAR~ TO M~~T TH~ SPAC~ AC~ 
K~NNY DAlGlISH SCOR~S If you were a fan of Dragon 's Ace to battle against, and Infanto-Rayon him! At present, 

ON THr AMIGA Lair, you are just going to love there are something like forty we haven 't been told how 
, Space Ace . It was the different screens to battle many disks it is spread over, 

Not content with hammering 
Crystal Pal ace 9-0 , Kenny 
Oalglish is now set to appear on 
our Amigas in a footy game from 
Impressions. Assuming the role 
of Kenny and his team, you must 
steer your team to the top of 
Division One , scooping up as 
many trophys as possible in the 
process . The game will be a 
cross between Kick Off and 
Football Manager, with the 
player making all of the key 
decisions. Out next month at the 
twenty quid mark. 

Guide Kenny and his team to 
more 9 -0 victori es with 
Impressions' new footy game. 

WATCH OUT K~NNY H~R~ 
COMUGAZZA 
Yes, at last! Here are some 
screenshots of everybody 's 
favourite clown - sorry, footballer, 
Paul Gascoigne's Soccer game. 
Taking controller of the. giant 
wobbly one himself, Galla's 
socce r's empthasis is on 
playability rather than the 
managerial side. Unfortunately, 
we can't tell you whether the 
game lets you stuff the ball up 
your shirt like good 01 ' Galza 
himself does, but from what we 
have seen it looks quite nice. 
Gazza will be weighing down the 
shelves in you local computer 
shop towards the end of 
October. 

Go on, Gazza, stuff the ball up 
your shirt ans sneale it past 
the goalie! 

unofficial laser disk sequel to 
Lair, and featured the 
adventures of a bumbling 
space hero in the vein of Dirk 
the Daring . Written by 
Visionary DeSign , the guys 
behind Lair, Space Ace offers 
more action and , hopefully, 
involvement than the first laser 
disk-to-Amiga conversion . This 
time , the game works on an 
unexpanded Amiga, and from 
what we have seen it is going 
to be good . The Space Ace's 
quest is against a huge blue 
space pirate who must pay for 
his various crimes , and you 
have been sent to deal with 
him. This pirate , the evi l 
commander Barf, has 
kidnapped your girlfriend 
Kimberley, and , whilst holding 
her hostage, has developed a 
ray gun which reverts adults to 
childhood and he is 
threatening to use it on Earth! 
The game is controlled either 
by the joystick or with keys , 
only this time it is believed that 
there is more player 
participation. 

There are usual bevy of the 
unusual and deadly for the 

Oops, Ace stumbles and fall. 

through . To aid Ace in his 
travels, extra weapons such as 
lasers and fireballs can be 
directed against Borf and his 
minions. But the climax of the 
game sees you turn his 

but I expect it will be in the 
region of five or six like 
Dragon 's Lair. Expect Space 
Ace, along with Borf and his 
deadly Infanto-Ray, sometime 
in November. 

Once again, large fully·animated sprites are the order of the day 
in this, the newest laser dlsle·to·Amiga conversion. Let's just 
hope it plays better than Dragon's Lair. 

The hapless Space Ace's adventures are depicted over several 
repeating levels, a la Dragon's Lair, with each repeated level 
played over a mirror image, with different moves. 

over a precarIous edge· This blue dude is the evil pirate behind all of the Space Ace's 
probably to his death· again! problems . can you help him defeat him? 
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A Plea fram the Heart . .. 

Could you please tell my Mum and Dad 
how good the Amiga is , because I 
currently own a Commodore 64 and am 
hoping to upgrade to a n Amiga . The 
trouble is , first I have to persuade 
my parents , so please print my 
letter and your answer in your mega­
mag. By the way , your magazine has 
got prospects . 
Jamie William, Manchester . 

AA : No problem! Li sten , Mr. and Mrs . 
Williams , if you were to buy Jamie hi s 
beloved Amiga, just think of all the peace 
and quiet that will follow. No more getting 
pulled into the window of your local computer 
emporium so that you see - again - his dream 
present; no more magazines such as ours 
left conveniently on your chairs, just waiting 
to be picked up; and no more sighing as he 
goes upstairs to play on his antiquated 64. 
Go on , don 't deny Jamie the ultimate in 
computers - give into his demands. You know 
it makes sense! 

Congrats! 

I woke up this morning expecting 
another boring , average day . After 
my daily dose of television , I 
travelled to my l ocal newsagent on 
the off-chance that I may find A*E 
(the names have been omitteed to 
protect the talent less ! - Ed .). 
While I scanned the shelves , the 
brilliantly designed cover of your 
mag caught my eye . I hastily bought 
your magazine , and ran home to read 
it . I am glad to say I was amazed by 
the quality of your mag, which beats 
every other magazine including Amiga 
F**mat (once again , the name has 
been disguised to save their 
possible embarrassment - Ed . ). 

Next , my views 
industry . Only 

on the software 
Psygnosis and 

Cinemaware produce games worthy of 
the Amiga ; why not give your views 
on how much further the Amiga can be 
pushed? Software houses are a 
disgrace if they port over ST 
versions of games. Instead, they 
should find a decent programmin g 
team to handle their conversions . As 
I have already said, Amiga Action 
beats every other Amiga magazine , 
Amiga F*r*a* is the only one that 
comes close , although its second 
issue was a big disappointment - I 
hope the same won ' t happen to Amiga 
Action. 

Finally , I was i mpressed with 
your review on Beast - congrats on 
being the first to review it -
al though perhaps y ou could have 

included an interview with the 
programmers and some technical info . 
In particular , I like your policy of 
not over-rating games (ie . no 97%s ) , 
therefore leaving room for the real 
masterpieces . Overall your mag is 
the best , so don ' t let the standard 
slip. 
D. Towhide , Kent 

AA: I agree with you totally about direct ports 
from the ST. Although the ST is a fine 
machine, it seems silly not to take advantage 
of the Amlga's capabilities - especially when 
the buyer has to pay an extra fiver. However, 
now that the Amiga is selling like hot-cakes, 
original stuff is being written , and the number 
of ports is - thankfully - going down. Finally, 
don't worry about the mag's quality going 
down , it won 't happen - but if anyone out 
there has ideas about what they would like to 
see, please write in and tell us. 

Congrats (II) 

Hi , I ' m just writing a few lines to 
say how much I enjoyed reading the 
first issue of AA ; I really like 
your review system . I know I will be 
buying AA every month , so keep up 
the good work. 
Steven Sturgess , Farnborough 

AA: Well , what can I say, apart from, thanksl 

AA Addictivity 

First , let me point out that this 
letter has one criticism ! This is 
that you don ' t give a percentage for 
addictiveness and playablility -
although you do mention it. So , 
enough of that , here are the good 
points . Wow , what a great use of 
colour ! This is what caught my eye 
first . Also the layout of the 
previews is excellent ; the pictures 
are neat and are set out well. The 
reviews also have a lot of detail , 
which I feel are essential. Moving 
onto the tips - they are great . Well 
done for the adventure column and I 
really loved the megatest on the 
joysticks (although I didn ' t always 
agree with it) . Last , but not least , 
it is helpful to have a supplement 
on graphics and sound . Well done ! 
Keep up the good work! 
Andrew Poyiadgi , Upper Norwood 

AA: Thanks , Andrew, but is there anything 
about the mag you DON'T like! 

Dear Ed, 

At last ! Someone has produced a 
virtual ly all- games mag sol ely for 

the Amiga - . well done ! Your magazine 
is well laid out and deserves p r aise 
for full - colour screen shots ( I 
deplore the printing of black and 
white photos of a machine whose 
software and hardware is so visually 
attractive . 

Thank goodness yoar music section 
takes a refreshing look at the world 
o f Amiga sonix. I recently purchased 
Aegis Sonix but find it hard to 
produce a score . I can manage a main 
tune , but when it comes to adding a 
bass- line and drum I give up . Why is 
it so hard to find the 'r ight ' 
instrument? Hopefully , your article 
will cover this in the future . Your 
review section is also good - at 
last , reviewers not scared to say 
what they think . Thanks to you , I 
decided to order Xenon II . . . 

Whilst on the topic of ordering, 
so many people write i n with their 
' tales of woe ' about money/time lost 
through mail order companies . I am 
going to recommend Special Reserve 
whose club I have belonged to for 
six months and who have never l e t 
me down . So readers , not all mail 
order houses are only after your 
money ! Anyway , well done AA on an 
excellent first issue - may there be 
many more ! 
Craig Thornton, Lincoln 

AA: I agree with you about not all mail order 
houses being unscrupulous, but there are a 
good many who are. ST Action 's Editor, Nick 
'Roger Cook' Clarkson, spends a lot of his 
time chasing money on behalf of unfortunate 
people . The general rule is , if you find a 
rel iable one, don't be tempted to order from 
someone else because they are cheaper 
unless you know for certain they are reliable . 

Questions , Questions 

I have been reading computer 
magazines for over a year now and 
none of them have been especial ly 
good . But now Amiga Action has come 
out , and it is definitely the best 
mag around and its reviews are spot 
on . I ' d also like to know some 
information : 

I. Do you know anything about Gol d 
Medallist or Main Event being 
converted as they are great coin­
ops? 2 . When are TV Spo r ts: 
Basketba ll and Soccer comi ng out? 3 . 
Will you be having cover disks? 
Michael O' Brien, Canvey Island 

AA: 1. At the time of writing , none of the 
companies I have spoken to have signed the 
rights, but perhaps they will within the next 



two or three months. 
2. There is a news item on TV Sports: 

Basketball this month and it will be out in the 
new year. Soccer, however, will be slightly 
after. 

3. As for cover disks, we may do a cover 
disk if we can fill it with quality stuff. I don't 
agree with the policy of making you pay an 
extra pound for the luxury of some PD stuff 
you may not want. But if we can get up-to­
date demos or even whole games, then you 
will see a cover disk on AA. 

Wot no humour? 

This is your first letter , right? 
(Wrong - Ed . ) Thought so (Eh? -

Ed . ) . Well , anyway , I bought t he mag 
after taking out a loan for the 
required £1 . 95 . The mag ' s stonking . 
brill apart from one thing - WHERE ' S 
THE SMEGGING JOKES? I mean a 
computer mag with no laughs is just 
not on . So you reviewers - Steve, 
Whitey and the one with the hat -
start dossing around, or go and work 
for a dead mag such as BBC Micro 
Weekl y or summit like that ! 
Norman , Walsall 

AA: Believe it or not , we at Amiga Action 
aren't a bunch of miserable gits , we enjoy a 
laugh as much as the next man (unless that 
man is Hugh Gollner, then we remain utterly 
po-faced .), but we think that filling the mag 
with jokes about fish , jobbies and 'fnarr fnarr ' 
gets ted ious after a wh ile, so we made a 
conscientious decision to leave it out (oo-er!) 
and perhaps use it later (fnar fnack!) . Still , if 
you want humour, don 't take it lying down 
(fweep fweep) , give it to us hard (oo-eck, 
glopp)! 

Praise Indeed 

Your magazine is quite unusual . The 
cover stands out well , and the mag 
gets better as you read on . The 
paper on which the magazine is 
printed is also brilliant! Soft , 
smooth and brings those flat 
pictures to life . There is just one 
problem : I don ' t actually own an 
Amiga - although I will do very 
soon . However , even though I don ' t 
have an Amiga yet , I couldn ' t stop 
myself from buying t h e mag . The 
100%s on the top right of the cover 
are true, and the Amiga Action logo 
is brilliant . The mag is well priced 
for all the info we get , for 
instance , the games reviews , 
graphics , sound and music , plus much 
more. Finally , it has nice adverts , 
such as the Batman one , the Indy one 
and Sleeping Gods Lie , and the 
contents page is very eye-catching , 

too. And last , but not least , I 
would like to take this opportunity 
to wish the Amiga Action team, the 
best of success in the near future . 

P .5 : Could you please review 
Deluxe Video , Kult and the 
Actionware games in the near future? 
M.H.R, Cleveland 

AA: Thanks very much for your kind words , 
M. Unfortunately, due to their age, we won't 
be reviewing Kult or the Actionware games, 
but here at Amiga Action we really like Kult, 
and recomr[lend it to anyone who fancies 
something a bit different. Also, Deluxe Video 
may be looked at by Pete Lyon in the future, 
but at present it is too early to say. 

Sound ideas 

Congratulations on the release of a 
new magazine ! May I take this 
opportunity to say how good it is to 
see a new face amongst the crowd . 
However , I do seriously hope that 
your magazine will not take the same 
road as many others have and become 
a computer comic rather than a 
se r ious mag . There are very few 
magazines aimed at the 19- 25 age 
group, in fact I could count them on 
one hand and still have half my 
fingers and a thumb left ! The sound 
and graphics column looks promising. 
How about a review of the sound 
packages that are availabl e (eg . 
Soundt racker , Synthia , Sonix etc. ) ? 
Maybe you could do an indepth review 
a month? Also , perhaps you could 
also ask Mr. Brook how it is 
possible to take an IFF sample and 
convert it so that it plays on more 
than one octave in Sonix. 50 far , I 
have fou n d out that a sample 
instrument consists of two files ; 
these being a ' instr ' file , and a 
'. ss ' file . Can you add anything Mr . 
Brook? As you may have guessed, I am 
a music person rather than a games 
person , but I still enjoy a good 
thrash on Ferrari F-1 and Kick Off 
every now and then . Finally , how 
about a prize for the star letter? 
Thanks for listening, and I hope you 
can use some of the suggestions. 

P . S : Do you need anybody else to 
do games/music reviews? 
Gary Webster , Norwich 

AA: I'm afraid that we have all the staff we 
need , Gary. But keep writing in and who 
knows? Across the months , Jason will be 
looking at a number of music-related topics , 
and, hopefully, he wil l answer a few of your 
questions. 

, Ere we go, 'ere we go, 'ere we 
go ... 

At present , I am stuck with 
something of a dilemma . I have just 
bought my Amiga, and , as a footy fan 
and a newcomer to the world of Amiga 
games , I would like to know which is 
the best . From my friends , I have 
heard that Microdeal ' s Soccer is 
pretty good, as is Microprose ' s , but 
I am not sure . So , out of Peter 
Beardsley ' s , Microprose ' s , 
Microdeal ' s a nd the forthcoming Paul 
Gascoigne game , please , please tell 
me which one to buy . 
Brett Davin, Surrey 

AA: Funnily enough, you haven 't listed what 
we think is the ultimate in soccer games -
Anco's Kick Off. Featuring a full eleven-a-side 
game, fouls , free kicks, and headers, it's a 
must. The graphics are noth ing special. 
neither is the sound, but it plays like a dream 
and is wel l worth a look. Besides, I like it 
because I remain the undisputed Kick Off 
champ of Gollner Publishing . (Well , almost l) 

A letter from a female games-player! 

Your magazine is quite simply the 
best t h ing since sliced bread . For 
too long now , us Amiga owners have 
had to put up with the opinionated 
waffle of other mags who , just 
because they have been games 
reviewers for umpteen years , seem to 
think that their view is the 
definitive guide . Either that , or we 
are subjected to childish cartoons 
on the cover or reviewers who don ' t 
know their Falcon from their 
Forgot t en Worlds . Your magazine 
offered a bright , fresh look , with 
interesting articles and excellent 
reviews which didn ' t go over the top 
on scoring . I was particularly 
impressed with your Rainbow Islands 
review which managed to cram 
practically the whole game into two 
pages - instead of four messy pages 
which another mag spread it over . It 
is also nice to see the return of 
the multiple comments , which I find 
a must in a mag . Basically , well 
done , and keep up the good work . 
Debbie Travers , Liverpool 

AA: I'm glad you li ke the review system . 
When we designed it, we wanted to give you , 
the reader, as much info in as small a space 
as possible, allowing us to cram more games 
into each issue . As for the other, veteran 
reviewers: don't worry, we play each game to 
death and enjoy doing so, instead of looking 
at each one and harping on about how good 
games used to be. 



A bit too harsh? 

I have just bought your magazine 
and , whi 1st reading the reviews, 
noticed that you score games 
considerably lower than other mags. 
For instance , RVF scored a measly 
66%, when I feel this g r eat game 
should have scored at least 80 %+ . I 
can see your point in not going mad 
over all of the releases , but surely 
you could be a bit more generous? 
Apart from that , your mag knocks the 
socks off the competition and, with 
its neat design and plentiful 
colour , looks set to be a winner. As 
soon as I get enough cash , I 'll 
subscribe , but until then I ' ll just 
hover expectantly outside my 
newsagents! 
Graham Clarke , East Kilbride 

AA: The reason we are tough with the games 
is because we want to make sure that you 
are getting your money's worth. Twenty to 
twenty-five quid is a lot of money to spend on 
a game, no matter how much hype it has 
had , and we intend to guide you through the 
pitfalls of buying games. RVF, we felt , was 
instantly playable, but perhaps lacked the 
'spark' needed for continual playing - a fault 
a lot of games suffer from. But fear not, when 
a game scores highly in AA, you can bet 
your bottom dollar it's very good. 

Questions , questions , questions 

I must congratulate you on producing 
the best ever magazine for Amiga 
gamesters . ST Action was the best 
for the ST , and now we have the same 
for the Amiga . A better tips section 
would be good (with more cheats). 
Please could you also answer the 
following questions : 

1 . When are the ex- Ultimate 
titles being released for the Amiga: 
ie . Sabre Wulf, Atic Atac etc? 

2 . Are there , or will there ever 
be, any good boxing simulators on 
the Amiga? 

3 . When is Elite 2 going to 
arrive? 

4. Will 'the Summer Games range be 
released on the Amiga? 

5 . Will Super Sprint be released 
on the Amiga? 

Keep up the good work , 
Jason Allen , Birkenhead 

AA: In answer to your questions: 1. Sabre 
Wulf will be arriving 'very soon' via the Again 
Again label , with the others following close 
behind. Teque (who converted Xybots and 
Passing Shot to the Amiga) are doing the 
conversion work, and so far it is looking very 
nice indeed. 

2. As far as I can remember, there is only 
one boxing game on the Amiga, and that is 
Unel's The Champ. And this, I'm afraid , isn't 
particularly brilliant, suffering from repetitive 
action and dull graphics. 

3. As for Elite 2, not very much is known 
about this mega-game, only that David 
Braben is handling the sequel , and that it will 
be out next year. 

4. Unfortunately, I don't think we will be 
seeing Summ{T1er Games I and li on the 
Amiga , which is a pity, as they would be 
ideally suited to the Amiga 's superb 
capabil ities . Instead, you will have console 
yourself with the excellent Games: Summer 
Edition . 

5. No, Super Sprint won't be coming out 
on the Amiga. 

Ego corner 

AA: thanks very much to all of you for your 
comments when entering our U.S. Gold 
compo. Unfortunately, I haven't got the space 
to print all of them, but here is a broad cross­
section of your views on our first issue. 

· .. a good first issue which gave 
good reviews of all the latest 
games . . . Michael Kirkbride , Leeds. 

... Amazing! It's a must every 
month . . . Mr A. Hall , Cheshire. 

· .. Utterly brilliant, it is great 
value for money and wipes every 
other mag off the face of the 
Earth ... Michael O' Leary , Leicester. 

· .. perhaps you could add a 
percentage for playability . .. Adrian 
Wilson, Manchester . 

... 1 like the ' true comment ' 
screenshots - more of the same 
please . .. Jim Hyde , Kettering . 

. .. please don't print the compos on 
the back of reviews ... M.A . Reed , 
Surrey. 

.. . a bit too much space was given to 
the previews , but overall well 
done . . . Paul Dzirvinskis , 
Nottingham . 

· . . the best mag I have read for a 
long time . A good size , and good 
quality paper ... Steven Wildgoose, 
Dudley. 

· .. I can ' t find any faults ... Steve 
Lee , Guildford . 

· .. a man deserves a great magazine , 
and this is the one (no, actually , 
we are Amiga Action! - Ed).. . David 

Singh , East Ham . 

. . . can ' t wait for the next one . .. 
Louis Reynolds, Middlesborough. 

... give more space to the adventure 
and role-playing sections ... Paul 
Wadland, Dover . 

· .. just what the Amiga needed . .. P . 
Cunliffe , Oldham. 

· . . BRILLIANT! ... 
Northfleet . 

David Wise, 

· . . how about a coverdisk?.. Mark 
Bouskill , London. 

· . . totally awesome: the greatest 
development in Amiga history .. . Dara 
Towhidi , Canterbury . 

· . . 99 % perfect . But if you add a 
chart section it will be 100 % ... 
Andrew McGarrigle , Mexborough. 

· . . Excellently produced with 
brilliantly detailed screenshots . .. 
Norman Winstanley , Macclesfield. 

· .. it gives a totally unbiased 
opinion on every game . And you don ' t 
give in to hype unlike other mags .. . 
Barry Stewart , Edinborough . 

... only one problem: I had to cut up 
the Rainbow Islands review to send 
this in . .. Ian Haddock , Warley. 

· .. how about the odd hardware 
review ... David Rom, London . 

· .. A bit too games dedicated - I 
like to pretend my Amiga is for 
other things as well ... Steven 
Adamson, london . 

· .. speedy reviews , good compos ... 
Geoff Battle , Colchester . 

· .. so good that I subscribed . .. 
Robert Hughes , Warminster . 

... more competitions , please ... Dave 
Jackson , Preston. 

If you want to air your views on the Amiga 
scene , games , the mag , or what really 
annoys you or makes you ecstatic, then drop 
me a line to: 

Amiga Action Letters Desk, 
Gollner Publishing, Latham House, 

Quarry Lane. Chichester, 
West Sussex. P019 2NY. 



smooth 8 way scrolling 
o.signedwith small fully animatedcharacte,.. from Garvan 
Corbett, the artist who brought you the classic hit 
Barbarian 

* Multi-dil'8ctional free format weapon usage 
* Large playfielil for even more action. 
You're really up against it this time. Those revolting robots have finally upped and 
turned their horribly,powerful weapons on their kind human masters. 
Someone's got to stop it befor-e it all.gets out of hand. I mean, you just can't have 
bloodthirsty Cyborg assass1ns roaming the streets of Dome City and expect the 
citizens to put up with it. Who on ea~ is going to..-sort out the mess? You guessed 
- you get the job. 
Fortunately, you are just a Itltle bit on the special side. You are Stryx , the product of 
Project Alpha Secure, the meanest fightiD9, smartest thinking machine ever in­
vented. Half-man, half-roDot, you.are the' business, the onJy~ne who can stop those 
wicked Cyborgs. 
You 'll have to work hard , tho gh, basting horde .of the el.olting creatures (such a 
sad waste of scrap metal) and reseuiflg the keys to the Ifeforce. 
So, Stryx, you'd better get your jet paek on for some ign level robot stomping through 
the immensely complex undergrouA' wod of he Dome cities. It's a tough assign­
ment, and time is running out. 
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1 8 Issue 002 Amiga Action 

Not content with offering you, last 
month , the chance to win practi­
cally every game U.S. Gold had 
ever produced , this month we 
have £6000 worth of software and 
other goodies on offer including 
225 games. 250 of you are going 
to win - that's a very high percent­
age of the likely entrants - so high 
in fact that you 'd be pretty darn 
sil ly not to enter! 

Eli t e : On offer from the 
Walsall-based wonder's, El ite, are 
six superb designer mugs ; 5 
Paperboy T-shirts to wear to 
school with pride; 10 copies of the 
superb conversion of Paperboy; 
10 copies of the fly'n'shoot arcade 
conversion , Space Harr ie r; 10 
copies of... err ... over-to-you-Bill , A 
Question of Sport: and , finally, 
loads of huge Paperboy posters. 
What more could you ask for? 

Electronic Arts: Never 
ones to miss a good competition, 
the ever-generous Electronic Arts 
are offering a whole range of 
winnable goodies. For instance. 
there are 10 cop ies of Populous 
just waiting for a would-be god to 
win them; 10 copies of Bul lfrog's 
other game. Fusion , awaiting take­
off ; 10 delectable coffee mugs, 
complete with the EA logo on the 
side; and 10 EA T-sh irts. 

Accolade: To celebrate the 
release of their Grand Prix Circuit 
game, Accolade are offering sev­
eral large, glossy posters for your 
walls . These posters aren 't your 
average Look-in pull-outs , though. 

Oh no, these are huge , and 
there are 20 available. 

Mirrorsoft: Having seen our 
mega-review last issue, I just bet 
several of you are itching to get 
your hands on a copy of Xenon II. 
Well , here's your chance, because 
Imageworks are putting 10 copies 
up for grabs! Not only that , but 
there are also 10 limited edition 

Xenon II T-sh irts on offer - just 
watch your friends turn green and 
curl up when they see you in one 
of those! In addition, Imageworks 
are also offering 10 copies of 
Blastero ids so that you can 
destroy Mukor; and , last but not 
least, those nice guys and gals at 
Cinemaware are offering 10 
copies of their oriental epic , Lords 

£6000 Mega Competition Questions 
1. What is the highest· scoring game this month? 

2. How many game screenshots are there in this magazine? 

3. Name one of the key features of our reviewing system? 

~---~------------­The answers to the £6k Amiga Action competit ion are: 

Answer 1 Answer 2 .. ...... ................. .. ..... . .. 

Answer 3 

Name .... .. .. ........... ... .. ....... ... .......... ....... ........ ......................... ....... .. ...... . 

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

Post code .................... ...... .......... ...... .... .. .... ... ... ............. .... .. .. .......... .. . . 

Daytime telephone number ................................................................ . 



of the Rising Sun. 
Gremlin: Sheffield-based 

Gremlin get on their bikes, as they 
offer you the chance to walk away 
with a copy of their Super 
Scramble Simulator. Just think : 
you'll be the envy of all your mates 
as you tear up and down some of 
the most rugged courses in com­
puter-game historyl 

Infogrames: From across 
the Channel , our French chums 
Infogrames have sent us a verita­
ble bundle of goodies. So, if you 
fancy winning one of 10 copies of 
the intergalactic Olympics game, 
Purp le Saturn Day ; one of 10 
copies of Kult ; or a copy of 
Operation Neptune ; just get 
beavering away and answer those 
questions. 

Hewson: How do you fancy 
dressing up as the Angel of 
Death? You do , well that's OK, 
because there are 10 superb 
Asteroth: The Angel of Death T­
shirts for prizes , along with 10 
copies of the game of the same 
title . Also, there are 10 copies of 
that well-known crypt-blaster, 
Custodian, and. even better, there 
are 5 copies of the superb Premier 
Collection , featuring Exolon, 
Nebulus, Zynaps and Netherworld . 

u.s. Gold: Brummie won­
ders , U.S. Gold are offering an 
absolutely huge selection. First we 
have 10 copies of their excellent 
blaster, Forgotten Worlds ; 10 
copies of the 'dakka dakka boom' 
flight sim, Battlehawks 1942; 10 

GAMES! GAMES! GAMES! 
DELIVERY BOY FROLICS IN PAPERBOY xi 0 
ALIEN ACTION WITH SPACE HARRIER xi 0 

BRAIN TEASING QUESTION'S OF SPORT xi0 

ALIEN BLASTING IN FUSION xi0 
IT'S A BITMAP MEGABlAST! XENON II xi 0 
GO MUKOR BASHING IN BLASTEROIDS xi0 

REV UP SUPER SCRAMBLE SIMULATOR xi 0 
SPACE GAMES IN PURPLE SATURN DAY xi 0 
SCI·FI MAYHEM IN INFOGRAMMES' KULT xi0 
FLIPPER FUN IN OPERATION NEPTUNE xi0 

BECOME THE BRAVE CUSTODIAN xi 0 
HEWSONIS ACE PREMIER COLLECTION X5 

CHOP, KICK AND PUNCH WITH SHINOBI xi0 
KILL THE ALIEN SCUM IN GEMINI WING xi0 

YOU HAVE 25 SECONDS TO WIN ROBOCOP xi 0 
BECOME BIG, BAD ARNIE IN RED HEAT xi0 

LITERALLY LOADSA GREAT T·SHIRTS 

LAST, AND QUITE PROBABLY LEAST, POSTERS 
copies of the weird and wonderful 
adventure, Zak McKraken and the 
Alien Mindbenders ; 10 Ind iana 
Jones and the Last Crusade T­
shirts; and loads of full-size Last 
Crusade movie posters. 

"'i rg i n l M astertron ic: 
Tho~ newly revamped people at 
Virgih/Mastertronic are offering not 
only 10 of their utterly trendy 'Well 
'A rd ' T-shirts , but 10 copies of 
Shinobi and 10 copies of Gemini 
Wing . So, if you fancy a frantic 
blast-to-the-death with Gemini 
Wing , or a quick chop suey with 
Shinobi , get writing . 

Ocean: Mancurian wonders , 
Ocean, are always ones~ to join in 
the fun, so here are their offear1gs: 
10 cuddly Kiwi capers i n~ew 

Zealand Story; 10 copies of that 
cause of metallic mayhem , 
Robocop; and 10 copies of Arnie 's 
Russian frolic , Red Heat. Not only 
that, but there are also 10 T-shirts 
up for grabs. 

When you have answered the 
questions, send your entry to: 

£6000 Mega Compo, 
Amiga Action 

Gollner Publishing, 
Latham House, 

Quarry LanE, Chichester, 
West Sussex. 

P0192NY 

The closing date for this 
amazing competition is 10th 
November 1989. 

Amiga Action 
Competition Rules 

The Editor's decision is final and no 
correspondence will be entered into 
regarding competitions or the results 
of competitions. All prizes are offered 
believing them to be available. If , 
however, a prize is unavailable we 
reserve the right to substitute a prize 
of comparable value. No cash alter­
natives will be given. Results will be 
publ ished as soon as possible and 
prizes despatched as quickly as pos­
sible. Please refrain from phoning 
regarding competition results or prize 
delivery . Employee s of Gollner 
Publishing Ltd and companies partiC­
ipating in competitions are not eligi­
ble to enter. 
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IS YOUR LIFE LACKING A CHALLENGE? 

NEVER MIND I 
THE ANSWER TO ALL YOUR PROBLEMS 

(AND THE CAUSE OF SOME NEW ONES) 
IS HERE 

* STUNNING 3D ISOMETRIC GRAPHICS 
* OVER 250 DIFFERENT SCREENS & PUZZLES RANGING 

FROM THE EASY TO THE MIND BOGGLINGLY DIFFICULT 
* INTERACTIVE PLAYSCAPE * INTELLIGENT OPPOSITION 
* CUBIC CHAOS 

Never Mind is a unique combination of arcade action and mind numbing 
problem solving, and uses a clever blend of computer-generated and hand­
crafted puzzles. Is your brain up to the most intriguing challenge of the 
decade? There's only one way to find out ... 

Screen Shots taken from the Amigo and PC Versions 

ATARI ST £19.95 AMIGA £19.95 PC £24.95 051-7095755 

PSYGNOSIS 
GAMES PEOPLE PLAY 



• Lucy has been kidnapped and 
nothing's going to stand in the 

way of you rescuing her. But It's up 
with your mits for a lit"e bit of 
fisticuffs. 

• (Above} Don ' t 
push me! If I 

were them I'd steer 
clear of that flame· 
thrower before I got 
frazzled; but even 
when you're not using 
the flame· thrower the 
oil continues to run 

(Right} 
You don' t 

go through all 
this hassle 
unrewarded; 
now you ' ve 
completed the 
first level you 
zoom through 
the dimen· 
slons In 
search of Lucy 
and her evil 
abductor, 
Achacha. 

• Whatever 
you did, 

he ' s not too 
pleased! As you 
reach roughly 
the half· way 
mark shown 
above, you 
encounter your 
first major 
guardian. Step 
In between the 
fire that 
decorates the 
ground and 
blast him with 
your water-gun. 

• W hen 
creatures 

start coming 
down from the 
heavens, It's time 
to consider 
whether chasing 
after Achacha Is a 
good idea or not. 
Unfortunately, I 
don ' t think the 
storm clouds are 
going to stand 
back while you 
think about It. 

ACTIVISION £19.95 
L'k. It. arca". 
cou .. t.rpart, Dy .. amlt. 
Dux , • • "" .. "y more Iu .. 
w..... p'ay." by two 
peopI .. CoN ..... clone a 
".rr ,,00" lob wit.. t .. '. 
co .. ".r.'o .. , a .. " It 
f .. ture • • ".ryt .. , .. " from 
,... col....". TIle """,,'c. 
are 'ar". a .. " r.'atl".,y 
w." a"'mat.,,, a .. " a 
catc"y tu ... p'ay. a'o"" 
wltlt ,... action. TIle maJor 
p"""'" wItIt Dwc, tItougIt, 
,. lite ,.".tItIn _ture of 
t ... "am.. Hlttl .. " wa". 
11ft.,. wa". of _el' •• ca .. , 
a .. " "0 •• , ".t t.,,'ou. . 
but not enoug" to nil .. file 
playa"'. COll"""'OIL 

Activision have certainly brought 
out some original titles in their 
time , but Dynamite Dux is 
probably one of their most zany 
ideas to date . In Dynamite Dux 
you, surprisingly, play the part of a 
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duck whose friend, Lucy, has 
been kidnapped by the evil 
Achacha, to face a fate worse 
than death . Only you , Bin , and 
your friend, Pin, can do anything 
to save her. I 

Your journey starts within the 
streets of your own hometown, 
and even here the allies of 
Achacha are rife, assailing you at 
every turning . The only means of 
defence the ducks have are their 
fists which you can jab at enemies 
that get within reach, but if the 
fire button is held down longer, you 
can take a bigger swing at the 
opponent inflicting more damage; 

however, the streets and 
surroundings are littered here and 
there with weapons that can be 
used . The humble rock is one of 
the first items you will find , but 
don't get over-excited because 
you don't have an infinite supply, 
although , if used wisely, you 
should have just enough ammo to 
get you to the next item; other 
things such as bombs, flame­
throwers , and even water-guns 
with an unlimited supply of water, 
can be found . 

Guardians appear at the end 
of each level in usual arcade 
style , but unusually there are mid-

level guardians to stand in your 
way as well, and usually just 
when you least need them . On 
most occasions weapons are at 
hand, especially the water-guns , 
but now and again you have 
nothing apart from maybe a 
weapon you haven 't quite used 
up, or just your bare fists . Blasting 
or beating the hell out 01 each 
monster is usually the key to 

. getting to the next part of the 
game, but having a certain type of 
weapon will sometimes make life 
a bit easier. Once both the mid 
and end-ol-Ievel guards have 
been disposed of you can gain 



• By tota' surprise you come straight out of the dimension tunne' and 'and in a 
boxing ring, but with a punch 'ike yours what have you got to worry about! 

• 'thought 
falling 

stars were 
meant to be 
'ucky, but 
this one 
certain'y 
isn ' t; avoid 
the stars 
that he hur's 
at you, or 
you won' t be 
around much 
'onger. 

An appropriate tune suits 
the game's cute style 
perfectly. there is very 
little in the way of spot 
FX, though. 

access to the dimension door that 
will lead you closer to the fair 
Lucyand the evil Achacha. 

Com ing into contact with 
monsters will deplete your P.w. 
bar, and each time the bar 
reaches zero you will lose a life; 
but you have four lives to each 
credit. Although your P.W. will 
deplete regularly throughout the 
game, pieces of food can be 
p icked up after kill ing some 
monsters, but don't hang around 
too long in one position or else a 
black devil will turn up and eat 
away at your P.w. bar. Every time 
you complete a level you will gain 

GRAPHICS 1 

Great cartoon-style 
graphics, with some 
precise sprite collision 
considering its 3D-Ish 
graphics. The monsters 
are drawn well and, 
unlilee in some games, 
you can actually tell what 
they are meant to be. 

an extra life, and the life you are 
currently on will be put back to full 
power. After completing every two 
levels you will enter into a boxing 
match where you will have to fight 
your friend Pin, the winner 
receiving 10,000 points. There are 
six levels to overcome before you 
reach beautiful Lucy, but Achacha 
will be throwing everything he has 
at you . 

• You get halt.way across the bridge when they 
open fire, but it' s too 'ate to go back now. 

L.ucki'y, you've got your guided bullets, so 'et 'em 
have it • 

• Poof! A b'ack devi' appears from nowhere and just 
stands there. But what you don ' t notice is that his 

trident is eating away at your energy bar. 

r - ~ -- - ~- -----------~-

, 

AlthoUflh Dynamite Dux 'sn't one of the most famous 
a~d • .. me., It's certa.nly not a bed flame. Its fI"'pII'cs 
a", v.ry n.c. and the sound 's pretty flood, too. Y.t 
afl.'n, the .ctu.' portlnfl of th. flam. It.ell from the 
arcade Is outstand'nfl'y flood .nd ".ry c'o •• to the 
or'fI'na'. Th. flam • •• flr •• t fun to p'.y, with the 
.Iorementloned flr.ph.cs .nd sound sult'nfl the fI.me's 
sty •• p.rf.ctly, .nd the many d'''.rent monst.rs and 
It.m. la.onfl with. two-p •• y.r mod., h.". b .... 
'ncorpor.t.d to Ie.ep your ... t.rest flO'''fI. Althouflh the 
repetltl". nature 01 the fI.me may caus. 't to get dull. , 
do .. 't th, .. 1e It will spoil the fI.m •• Dy .. amlte Dux ,. a 
flreat fI.me ... d c.rt ..... y worth recommend'''fI. 

,-----------, - , - , - , - --- , ~----------- -

! 
I 

Dy ... mit. Dux didn't really .ppeal to me, I'm sorry to say. 
aeatinfl up lox.s, r.bbit •• nd m'c. bee.me v.ry t.d.ous 
.fter • while. a.s/c.lly • shoot'.m-up, Dyn.mlte Dux 
I.nds it.ell more to the cutey .'de 01 g.me. with It. 
c.rtoon-.ty'e flr.ph/c. and comic.' .ltu.tlo .... Althouflh 
good fun .t flr.t, the g.me did become .lIghtly bor.nfl 
.fter • while, .nd It you're loolelng lor something wlth 
'ong-'.stlng .ppe.' then It m.y be wise to loole 
e's.where. 
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Now's your chance to take on 
the infamous Billy T. Kid (who's 
he?) as you battle it out at the 
pool table - 3D style . You can 
choose to either play in a 
tournament, try some trick-shots 
or just simply practise to 
improve your game. Six table­
icons at the top of the screen 
allow you to move around the 
pool table via the mouse. Two of 
these also allow you to move in 
and out of the table . Instead of a 
cue , you have to imagine that 
there is a line coming straight 
out from the cue ball to the centre 
of the screen . By moving the 
mouse the whole table rotates 
around this imaginary cue. 

Once your shot has been 

The 3D perspective view 
is outstanding and the 
update on the pool table 
is both quick and 
smooth. Movement on 
the balls is a liftle Jumpy, 
though. 

Apart from the usual 
'clack' as the balls hit 
each other there is also 
an option to turn the 
crowd's cheering on and 
off. The cheering has 
been digitized but only 
lasts about three 
seconds. 

correctly lined up you must 
select how powerfully you wish 
to hit the cueball. By clicking on 
the powerbar you may increase 
or decrease the power that you 
put into the shot. Once you are 
satisfied with the spin, you must 
take your shot by double 
clicking the mouse button. While 
the balls are moving , the table 
may be rotated and tilted so as 
to see the action from all angles. 
Your colour and the amount of 
balls you have potted are 
displayed to the left of the 
screen below the table icons. If 
you hit an opponent's ball then a 
foul will be called and he will be 
given a free ball. 

The practice option allows 
you to practise your play against 
an opponent although you are 
not actually playing for any title. 
By entering the trick-shot editor 
it is possible to define your own 
tricks by selecting and moving 
the balls around the table. 

I mu.t confe.. to 
en/oylnll the odd lIame 
of pool every now and 
then, and thank. to 
.ome nifty 3D 
movement, 3D Pool 
........, .. the pme well. 
TIle problem I. tltat, like 
the ,.", fIIlnll, It can lIet 
very tedlou. atter a 
while. Tile,. I. no ,.al 
...... of Involvement a. 
you IVtate the table, and 
once you have 
performed all of tile 
poaIble trlcll 8Itota, file 
lIame rapIdly lo.e. It. 
appeal. Not bad, but 
tItere IU8t waM't enoullll 
til ere to 1I0ld my 
Int.,...t. 

,- -- - - -~ -- --- - - - - - - ----

\ \ / I I I ',,' \ I I I I, I I 

This has to be tile best tab, .. top type of game we've 
s .. n so far. Snooker and poo' games normally appea' 
to me, but 3D Pool, altllough graphically superb, Just 
didn't ho'd my Inte,.st 'ong enough. A ball actually 
going down a pocket was very poorly depicted and the 
game seemed biased towards the computer player. 
This is anotller e"amp'e of great graPllics . shame 
about the game. 
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OVERALL RATING 

• Th;s;s the I;st of all the player pairings In the tournament. 
Each player has a characteristic style of play and can prove 

extremely difficult to beat. 

• All the various options of 3D Pool are accessed via the main 
menu. The different choices are selected by pressing the 

small button next to the option you wish to change. 

• The edit trick· 
shot option 

allows you to place 
the balls where you 
wish so that you 
can define your own 
shot. The currently 
selected ball will 
flash at the top of 
the display. In 
addition, there is 
also a ready-made 
' trick shot' option 
which allows you to 
show off in front of 
your friends. 





• As a simple Roman centurian, all you have 
at your disposal ;5 a punch and a kick. 

Nevertheless, these weapons can prove pretty 
lethal in the midst of a raging battle. 

• Three Spirit 8alls must be collected 
to transform into the beast and 

complete the level. The boars carry 
the balls and must be killed before 
they release them. 

• The green dragon is armed with a powerful flame. He is ./50 .rmed 
with a protective force field that, when activated, will destroy 

anything caught within its radius. 

• The enemy comes in many guises. The most d_dlyare 
the dragon worms, who zoom up and down the screen 

in an attempt to hit you. To kill them you must kick their 
heads and tails off. 

ACTIVISION £19.95 
Altered 8e •• t w •• 
cert.'n'y • "ood .rc.de 
".me, .nd .ltltou,,1t tlte 
con"ers'on '.n't quite •• 
"ood •• It cou'd It."e 
...... , It's .t'" • very good 
one. 80me .m." 
.equence., suelt •• wilen 
your clt.racter turn. 'nto 
• wolf, Ita"e ...... cut out . 
obviously due to tlte '.ck 
01 memory . lIut notll'n" 
""., ,. m' .. 'n". TIle tlt'n" 
, lound mo.t .nnoy'n" 
wltlt Altered 8e •• t w •• 
tlt.t tlte Joy.tlck contro' 
w ••• lilt .'u"",.1t .nd tile 
.prlte detection not 
perlect. E"en .0, , "ke 
Alte"" 8_.t, 'n filet It'. 
"ery "ood. 

"I command you to rise from your 
grave and rescue my daughter!" 
These are the mighty words of 
Zeus, who has returned life to 
your soul in order that you may 
rescue his daughter, the beautiful 
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Athena, from the evil clutches of 
Nelf - Lord of the Underworld . To 
aid you in your quest , you, a 
Roman centurian, have been 
given the power of 
metamorphosis by the God Zeus. 
By collecting the three Spirit Balls, 
that appear around each level, 
you will be able to change into the 
most powerful creatures in the 
animal kingdom. 

To reach Nelf and destroy 
each of his many guises , you 
must punch and kick your way 
through the many levels of 
mutated creatures and zombies . 
You start your quest as a powerful 

Roma n centurian , your ma in 
weapons are your hands and feet. 
You a lso have great leap ing 
abilities, and these will help you to 
escape from almost overwhelming 
odds as well as leap across 
gaping chasms. Nelf sends forth 
leaping boars, mindless zombies, 
charging insects and other 
assorted mutations, in the hope 
that you will meet your untimely 
demise before reaching him . 
Large pillars of rock also hinder 
your path, and must be smashed 
into tiny pieces so that you may 
advance towards your goal. Some 
boars, when killed, release Spirit 

Balls. These balls are the key to 
your success. By collecting all 
three you will transform into a 
powerful beast with special 
abilities. The first is the Werewolf 
with a power punch so 
devastating that even the 
meanest of foes will pose no 
problem. Other transformations 
include a green dragon, the 
Weretiger and - the most 
fearsome of all - the Golden 
Wolfman. Aaaaooooo! 

Once you have successfully 
anihilated all foe , you will come 
face to face with one of the many 
guises of the evil Nelf . These 



. ' 

OVERALL RATING 
• (Right and inset] Helf comes in 

many guises. He first 
transforms into a larger Ifersion of 
himself before finally becoming the 
true monster that he is. He will 

~~<»~ 
.~ 7CP 

halfe to be hit selferal times before 
he is destroyed. 

• (Below] Each 01 
Helf's guises must 

be hit in the right spot 
a number of times 
before they die. Hit 
them correctly and 
they will explode into a 
ball of flame and you 
will be awarded a 
bonus. 

• By pressing the firebuHon, the Werewolf shoots across 
from one end of the screen to the other, destroying 

anything that happens to be in his way. This can be useful 
for playing down mass attacks and alfoiding Hell's rock 
monster. 

include a boulder-throwing rock 
monster and an eye monster, 
which spits out pulsating retinas , 
Each guise has a weak spot, 
which must be exploited to the full 
if you are to destroy the monster 
and proceed to the next level. If 
you manage to complete a level 
you will be awarded with a hefty 
bonus, Unfortunately, your powers 
are then snatched away from you 
by Nelf, transforming you back to 
a centurian on the next level. As 
you progress on through the 
game, you will be treated to a 
view of what's going on in the 
Underworld, In this crystal ball-like 
image, you will see the evi l Nelf 
gloating over his stolen prize -
Athena, 

The action takes place over 
five levels of horizontally scrolling 
landscapes. You begin the game 
in the daylight , but as you near 
the Underworld, so the backdrops 
become dark and grim , Yo ur 
centurian is blessed with three 
lives to begin with, but if he makes 
it far enough into the level he will 
be awarded a 'continue game' 
option . 

IfJ in' ~: I tlfl 
Although the sprites have 
been well drawn, the 
animation is lIery poor 
indeed and therefore 
mOllement ;s slightly jerky 
in places. The ollerall 
presentation is very nice 
with some neat little 
touches here and there. 

SOUND 
Sound effects are in 
abundance in Altered 
Beast and are, generally, 
of a high standard • the 
digitized speech being 
particularly eHective. An 
atmospheric title tune 
introduces the game • 

~- ---- - ------------------- -- - ------~ 

, lOlled Altered Beast 'n the arcades, and although the 
pre.entatlon of the conver.lon Is very neat and tidy, the 
game Itself came over as a bit of a disappointment. The 
sluggish responses and Jerley movement tended to 
detract from the actual game itself. The graphics have 
been well dellned. Unfortunately, the collis'on detection 
Is appalling, and , regularly found myself dying without 
being touched. " you really must halle Altered Beast, 
then talee a loole before you part with your cash. 

" tit,. •• go''''' to be tlte 
.tan".'" 01 Aetl,,'.'on'. 
conv ..... on .. tlten • e.n't 
w.1t to .ee tit. ""e. 01 
Pow.r"r"t .nd a ••• xy 
Fore. on tit. Am'fI •• 
Everytltlng from tlte co,''' 
011 Ita. been retained: tile '.rfl. .prlt •• ; tlte 
con.tant _mefle 01 Ia,.. 
.n.my, .nd tit. d'"'cult 
end·ol·'eve' gu.rd'.n •• 
.n", put tOfletlte" tlte •• 
m.le. AIt.r.d •••• t • 
.upe,II conve,.'on. Tlte 
fI,.plt'e •• nd .ound .,e 
excel'ent, and produce • 
n.ee .tmo.plte,.. I can 
... tlte fllJlftflPlay flettlng 
• trH.e repetltl".. IIut •• 
tltla •• a IauIt 01 tile col ... 
op, tIteIe was notItIng tile 
proflrammers coul" Ita"e 
done. ".'c.lly, tit •• I •• 
top-notelt convers.on tltet 
,. well wortlt a 1ooIc. 
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A COMPLETE SERVICE IN COMPUTERS AND SOFTWARE 
AMAZING PRICES AMAZING PRICES 

3D POOL_ _16.95 FUNSCHOOL 2 UNDER 6 __ 16.95 
AIRBORNE RANGER __ 18.95 FUNSCHOOL 2 ~ _16.95 
ALIEN SYNDROME _----A95 GARFIELD 2_ .18.95 
ALIEN LEGION _18.95 GEMINI WING_ _15.95 
AMAS_ --'9.95 GRAND PRIX CURCUIT _..22.95 
ARTHUR 18.95 GUNSHIP 18.95 
BALANCE OF POWER 1990 __ 18.95 HAWKEYE .14.95 
BATMAN THE MOVIE __ 18.95 H1GH·STEEL_ 14.95 
BIONIC COMMANDO_----A95 INDIANA JONS _ _19.95 
BISMARK _19.95 KICKOFF .18.95 
Bl.OODWYCfL _19.95 KINGDOMS OF ENGLAND _19.95 
BREAOf_ 14.95 KULT .18.95 
OfAlUOTS OF WRATH 18.95 LEGENDS OF DJEL _ _19.95 
DAILY DOUBLE. _14.95 UCENSED TO KlLL_ _16.95 
DANGER FREAK _16.95 LORDS OF THE RISING SUN _..22.95 
DEJA VU 11_ _19.95 MICIlOPROSE SOCCER-._18.95 
DELUXE PAINTIll __ 64.95 MILLENNIUM ll_ _19.95 
DOMINATOR_ _18.95 MRHEU. .18.95 
DRAGON NINJA 19.95 MUSICX. 199.00 
DUNGEON MASTER ___ 18.95 NEW ZEALAND STORY __ 19.95 
F16 COMBAT PILOT ____ 19.95 PALADIN .16.95 
FALCON MISSION DISK __ 14.95 PERSONAL NIGHTMARE _..22.95 
FASTBREAK 18.95 PHOBIA_ .19.95 
FED OF FREE TRADERS _--22.95 POPULOUS_ .19.95 
FIRE BIUGADE_ --24.95 POPULOUS· PROMISED LAND _....8.95 
FORGOTTEN WORLDS __ 16.95 POSTMAN PAT_ ....8.95 
FUNSOIOOL 2 OVER 8 __ 16.95 POWERDROME _19.95 

f 

~D The Instant Catalog 0~ 
3D P 1 1Z 99 ' oolb.ll D1reclor 2.. ......... 12.10 R.1,bo. Warrior .. ............. 11.99 
I . P . ~~ iiii · i;i;L· S;ii;t;;i ::: 12:99 'or.~II" Wodd' .. : ......... 14.19 i.d H .. I ..................•... 12.19 
I b 12 99 Garfleld - W"I" , Tal ... . ... IUD ied LiCbloi.I ............ . .... 21.91 
I:::.;;d · i;ib;· i;; ;i;L;;:::::: 12:91 GianI, COIpll.l101 ........... 21.99 ilck 0"1"''' ............. IUD 
If I" R"''' . . ....... .. ... ... . 11.10 Gllborl ....................... 12 .99 iobo"p ........ . ..... . ..• . ... 12.10 
11rbom laOg" .. . .. ...... . 1U9 G",n",ler Sl ..... ...... ... 12.10 lock.1 Raoler ................. 1U9 
Ireb1p.1.cos .................. 11.99 GuDSb'p ....................... 11.99 Rodeo G .... ........... . .. . . ... 11.99 
I I Ib 11 10 H .. k', . . ... .......... ..... .... lUI luo lb. Gauol1t! .............. 11.99 
B~l:::' ;i · i;;;;· i990::::::::: 15:99 HiCb SI,,1. ..... lUI SIOS· G .. " Cre.lor. . . .. 1910 
B.lllsllJ .. . ... . . . .......... . . 12 .99 Boll,wood Poker Prof",l ... L. 12.10 S"'.. ...... . . . ........... . . 11 .99 
Barbar1" 2 ... . ......... . ..... 11.99 1.d,,,, Jo", . lelloo G ... ... 11.10 S11I"" .... . .. . .............. 12.10 
Bard·s Tal. 199 J ... . . ......... . .... . . . .. . .... 12.99 Sh .. L .... .. .. ... ... .. . ..... 13.19 
BlI ... - C.~d · C;;;;d;;: :::::: 12: 10 I~'" Oalgli,b Socctr I",.er. 12.10 Sl"plDc God, L1 •. ............ 1U9 
BlI.ao . lb. 10,1 .. ........ .. . 15.10 l~cI Of!.. .. . .... ... .. . .... . .. 12.10 Spac. Q""I J •..• . . .. .. . .. •. •. 16 .99 
Bllli. Cb"' ........... . ..... 11.99 llOg .of Cb1ca.o t 1 Ib 0.17 I. 21.91 Spe.dba1L .. ... .. .......... . .. 11.99 
BlIU.I .. 1s 1942 . .. .... . ..... 18.99 11'1' Qml 4 .... .. .......... 11.99 SpberlcaL .................... lUI 
B IU T b 11. 99 lull ........ . .... . .... . . . .. . . . 15.19 Slor, So 'ar 101 L ........ . .. 11.99 
~ b',;~ ............ . .... .. 11 SO L .. derboard Birdi •...... ...... 14 . 99 Slunl Car lactr ............... 15.99 
B1::ler:1d:':::::::: :: :::::::: 12:99 L.ceod of DJ.1... ... .. . . ...... 11.99 Ta1"plD 1d".I", Crealor .... 21.99 
Blood I"" .... . ....... ....... 11.99 L"eo" 10 1111 ............... IUS I .. k Illaci. ........ : .. . .. .• .. 12.99 
B1ood.,eb • 11 99 L,fe I D .. lb ................. . 15.99 Tar.bu ....... . ............... lUI 
Cal1foro1;·C;;;; :::::::.:::::: 14:91 Lo •. bard IIC la1b ............. 11 .99 I" " •• Queto . .... . ..... . .. . .. 12.10 
Cast1. Warrior .... ...... .. .. .. lUI !lc~prose Socctr ............. 11.99 Tbunder Birds ... . .. . .. . ....... lUI 
Cb.o, Slri k" Blck ... .. ....... 14. 99 !,U",lu. 2.2 ........ . .. .. . .. 14.19 Ibunder B1.d •........ . ........ 14.19 
Char101' of Wra lb ............ lUI !r .He11.. .................... 11.99 Ii" Runne r . ... .... ......... .. 12.99 
C1reus Ittrael10os .. . ..... . 11.99 !urder 10 Y"l" .............. 16 .95 Ii .. Sea"'r . . .... . .... . . .. ... 11.99 
Crall Cars 2 ..... : .... . .... . .. 1UO "USIC CmlrocUoo S.I .... . ... 1.99 Ii ... of Lore .... .. .. ......... 15.19 
D.J. Yu 2 . ................. . .. IUS ",,' !om ................ . ... 13 .95 10. I Je"' . .. ................ 12.99 
D ..... Wi'ler . ..... . ..... . ... lUI M~. Z .. l"d Slor' .. ... . ....... lUI lota1 lcllpse... . .. 11.99 Do ' I 14 91 I1gbl Dm ........ .. . . .. ...... lUI Track Suil !m.er .. . ... . .... . 12.10 
Do:::: ;;;i;; :: :::::::::::::: 12:10 Operalioo Wolf ............ .. . . 12.50 l ri.d 101 L ............... ... 18. 99 
DralOO Il,j . ..... . ........ . ... 13.99 Pal.d" ... ~ . .... . . . .. . ........ 12.99 Ym lD.lor ....... ........... . . 15.99 
Duog", 1"1,, Id110r ......... 6.99 Persoa.(I,gbl ..... .. .. ... . ... 21.91 IiIH .. l •. ............. . .. .. .. 10.99 
Dunl'" 1,,1".. . 11 .99 Pboba .. . .... . ..... .. . ........ 11.99 "'.ger .......... . .... . ....... 12. 99 
Ilil . ... . ........ . . . ... ....... 11.99 Pml" . .. ... . ................ 11.99 War 10 l idd1. larlb ..... . .... . 11.99 
i 11 12 10 Poll" Qml 2 ... .. . .......... 11.99 W.ird Ore ................... 11.99 
,~;u~o.~t· iii;L ···· · ···· · ··· 11· 99 Populous .......... . .... ... .. .. 11.99 W1ck.d .......... ............ . . lUI 
lalCOO _ ! lssi .. " :: . .. :::: : · : 12:50 Precious !el.L ......... . .. ... 13 .99 leo .. 2 · !.g.b1"1 ........ ... 11.99 
1.1con ..... ... ..... . . ..... . ... 11.99 Quarl' ...... .. ..... . .......... 12 .99 ltoopbobo .... ... .. . . . . ........ 11.99 
,.dmU .. Of 're. Trad"' .... 19.99 i·llpe ..... ........ . ......... . 11.99 I,bols . .. .... . .. .............. lUI 
'mari 'mula One ..... . ..... 16.99 :" ~.d; · i ·· d .. · . . ..... . .... . ::.:: 10k I'lrack .... . . . . ........... 18.19 

alit II 5 an ,... .., Zan)' Golf .• . _ .. . .. . . .. .. ... .. , 16 .99 

INSTANT, Boston House, Abbey Park Road, Leicester LE4 5AN 
Mail Order Only. State Computer's make and model. 

P&P: 50p on orders under £5. EEC 75p per title. 
Whole World £1. 50 per tiUe for Air Mail. 

New titles sent on the day of release. 

~ W 0533 510102 
FOR DISK PRI CES & NEW RELEASES PLEASE RING US. 

AMAZING PRICES ACCESSORIES 

PREOOUS METAL 2295 REPLACEMENT MOUSE._ -29.9S 
AMIGA TRACKBALL- 21.95 

lUCK DANGEROUS ___ 19.95 MOUSELEAD ____ ~" 

ROBOCOP_ _19.95 AMIGA TO SCART. ___ ll.9S 
STAR Leto PRINTER-_ _ 17S.00 

SHADOW OF THE BEAST_--27.95 STAR LetO OOLOUR __ --22S.00 

SHOGUN --22.95 STAR LC24-10 -260.00 
PRINTER LEAD IUS 

SHOOT EM UP CONS KIT .--22.95 MOUSE MAT .5.95 

SILKWORM _15.95 
MOUSE EX'IENSION LEAD __ .5.95 
STAR Leto II PRINTEL __ I99.00 

SLEEPING GODS UE __ 18.95 PHIUPS IIIB3 MONITOR.---l40.oo 

SOLDIER OF UGHT 8.9S 
SPACE QUEST 1ll __ 19.9S 

SPHERICAL 14.95 
STAR WAItS TIULOGY __ 18.95 
TALESPlN_ -24.95 
TANK ATTACK _19.95 
TAiGHAN_ _18.95 
THE DUEL_ --22.95 
THUNDERBIRDS ____ 18.95 

MILES BElTER SOFIWARE 
TOMlJERiY. _19.95 219/221 CANNOCK ROAD 
TIUAD VOLUME 2-_18.95 CHADSMOOR, CANNOCK 

VlGILANTE_ _1195 STAFFORDSHIRE, WSll 2DD 

VINDICATOR. _19.95 ALL PRICES INCLUDE VAT AND 
DELIVERY. 

VOYAGER_ _19.95 OPENING HOURS 

XENON n MEGABLAST __ 18.95 MONDAY TO SATURDAY 
9.00am • 6.00pm allen webmeo 

XYBOTS_ _16.95 
Il'IU I (0543) !:]. ZORKZERO_ _19.95 466577/8/9 

Don't forget to 
tune innexf 

month ••• 
Well the winter season is 

really hotting up! The top houses have 

literally hundreds of games entering 

the later stages of production. 

Fortunately, you don't have to worry 

about staying up to date with all the 

news - just keep reading Amiga 

Action. Next months key feature is a 

full report from the 1989 Personal 

Computer Show. Also on offer several 

exclusive reviews of some rather jucy 

potential Christmas hits - say no more! 

On sale at the beginning of November. 



THE BEAST IS AMONG US 
This is it - A whole new dimension in computer games 

50 frames per second arcade quality scroll 
350 screens - 132 unique monsters 

13 levels of parallax scrolling 
900K of emotive music 

2Mb of graphics compressed in two disks. 

A TRULY MASSIVE GAME FOR THE AMIGA 500, 1000 & 2000 

PSYGNOSIS· GAMES PEOPLE PLAY 
Screen Shots from the Amlga version AMIGA £34.95/ATARI ST COMING SOON 



• Meet your loyal robot commando. Looks familiar, does he? 
Your droid hovers above the ground· probably due to the fact 

that he has no legs· and is armed with a lethal laser. 

• The Steel complex is littered with rogue droids who, 'f they 
can't sap your energy with laser shots, will fly straight into 

you, buffeting you all around the play area. 

• Your droid is armed with a powerful laser gun which should, 
hopefully, stop your enemies dead in their tracks. 

Unfortunately, some will perform kamikaze tactics against you. 

HEWSON £19.95 

Your once peaceful spaceship , 
Steel, has been overrun by hordes 
of rampaging robots. You , as a 
robot commando, have been 
assigned to destroy the droids 
and save the ship. Armed with a 
powerful laser gun , you must 
collect 8 catridges that are 
scattered around the ship 's bays 
and place them into their relevant 

Hmmm, ''m not quit ...... 
.... t to mak. 01 st .... At 
first It's • ,,'.p"' • • "tI • 
•• m., "ut tit.,. ,. ".rv 
lit". ".r'.tv wit ..... t ... 
•• m.,,'.V, ... " .ft.r • 
w .. ". mv ." ... tlo .. 
• t.rt." to w.,,".r. 
How • .,." .""'7 .. ow ... " 
tit .... wou'" fI .. " mv •• n • _", ... " u" 'or. qu'ck 
" ••• t. 1I0tlt'... ,. 
pertlculll"V good .bout It: 
tile ",.,...",. .......... t. 
• .." the ..."." ,. limited, 
"ut t ... •• m • ..... c.rt.'" c ... rm. Tit. 0 ... 
m.Jor f.ult ••• , ... t It, 
t"ou.lt, ,. It. ' •• t'". 
."" •• ,. Aft.r ."out ... 
.. our • ..." .... r'V 
compI.ted tile ....... en" 
'or tw ... tv qu'" • wou,,, 
eJrpeCt...,. .•• ot ....... 

cartridge slots . Unfortunately, 
these slots are closed, and to 
open them you have to link up 
with the terminals around the ship. 
Once you have successfull) 
linked up with a terminal , bl 
pushing the joystick up, you ma' 
enter a sub-game. The purpos( 
here is to blast away at th( 
rotating drivers that protect thE 
data-bus, until a hole has been 
knocked through, giving you a 
chance to destroy it, thus opening 
one of the cartridge slots. There is 
a time limit to beat and failure to 
do so sees your robot lose some 
of his valuable energy. The data-

A .00" IIttl ••• m., t .. '.1 
Tlte .r."ltlc. .r. ".rv 
"'e •• ',,., ."... t .. ou ... 
t ..... , ... 't • Itu •• ".".tv 
0' tltem ."", u .. "k. • 'ot 
of •• m •• .. ow.".V., 0 .. 
mv first .0 , lou.." mpeII 
.""'ct." .tr., ... t .w.v. 
TIte O .. ,V .".ltt "ro"'em , 
c.me .cro •• w.. tlt.t , 
.ot "erv f.r 0 .. mv IIr.t 
go, .• 1tItoug1t tltet's no "." 
tlt' .. g, ... " o".r·"'ff'cult • .me. ce .. be .IIftOFf ... , • 
ce ..... It , .. ", ... to tlte 
•• me'. , •• " ... , .. t.r •• t 
be, ... fII'rIV 'ow. 

• These terminals are the major aim of your quest, as these contain the eight 
cartridge slots that you will need to stop the robot invasion. 

• It's always a wise move to keep your eye on 
your energy score, or this may become a 

regular occurrence. 
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bus is not defenceless, and will 
fire electrical pulses back at you . 
Occasionally, icons are fired at 
you , and while some are useful , 
others are not. Some icons 
enhance your laser gun 's firing 
speed, others decrease the time 
limit, making your goal that little 
bit harder. 

Your robot needs energy all 
the time and conflict with other 
robots may leave him feeling a 
little drained. Refuelling terminals, 
which are indicated by an 
oscillating graph on their 
screens, are located randomly 
around the complex. Pushing up 
the joystick and holding down fire 
replenishes your energy, while 
pulling down on the joystick 
decreases it; the energy used up 
does have a bearing on your 
score . If your energy gets 
reduced to a certain level , the 
warning indicator at the bottom of 
the screen will tell you. Should 
your energy be reduced to zero, 
your droid will explode in a bali 
of flames, your mission failed . You 
only have one life, so make it 
count. The droids that you 'bump' 
into on your way react in different 
ways and have different 
strengths. Some will just bump 
into you, which will deplete your 
energy, others will fire a laser at 
you . The speed of movement 
may also vary amongst the 
enemy robots . Some crawl along 
the complex corridors while 

SOUND 
The opening sequence 
tune has a really thumpy 
beat, but that's where it 
ends. The In·game effects 
are really just average 
and could have been 
much better. 

" your robot commando 
'sn't an exact rlp·ott of 
The Blacles Hole's Bob, 
then I'm not Steve 
'Whitey' White. 
Nevertheless, this doesn't 
detract from the game at 
all. Steel looles and plays 
very well, although 
shooting while having to 
move at the same time 
did prove a IIftie 
frustrating at times. The 
game Itself can be quite 
engross'ng and lends 
Itself perfectly to 
mapping. Although I can 
see the novelty wearing 
off sooner or later, Steel 
Is definitely worth a loole. 

others zoom around like there 's 
no tomorrow. 

Your robot can carry only 
three cartridges at anyone time 
and so several journeys will be 
necessary before all the slots 
have been filled . Somewhere in 
the ship's complex is the 
cartridge room. It is here that the 
cartridge slots are located . 
Warning is given if you are near 
the cartridge room . Any warning 
messages are displayed at the 
bottom of the screen as is your 
energy remaining and the amount 
of cartridges you have collected. 

Graphically, Steel has 
been well drawn and 
nicely coloured. The main 
character . the robot 
commando • Is just like 
Bob, out of Disney's, The 
Blacle Hole. 

OVERALL RATING 

• The cartridge room is where you must place all your collected 
cartrIdges. " you completed the sub·games successfully all 

the cartridge slots should be open. 

• When the cartridge room is near, a warning appears in the 
warnIng dIsplay at the bottom of the screen. You must then 

hunt out the room so that you may place the collected cartridges. 

spaceship is large 
and extremely 
complex. It may 
be worth your 
while making a 
map, as it is 
extremely easy to 
get lost in the 
myriad of rooms. 
Here we see the 
medical bay. 

• To open the cartridge slots, you must enter a sub'game, which is 
accessible via some of the terminals. In the sub·game, you must 

destroy the data·bus which is protected by the rotating drivers. 

• " hit enough times the data bus 
will explode, opening one of the 

eight cartridge slots in the cartridge 
room. 
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EMPEROR 
OF THE MINES 
Due to your enormous success 
with the huge mining resources 
at ET J quadrant, your promotion 
from deputy contro ller, to 
controller has come sooner than 
you expected. Unfortunately, the 
reason for your promotion to a 
new home planet in the HOM 
quadrant wasn't entirely based 
upon your previous success. 
Even though HOM quadrant is 
remote and unfamiliar to you, the 
Board of Over-Controllers are 
sure that success will be yours. 

You start at your new home 

planet, with a small fleet of ships 
under your control. Your 
objective is to analyse the 
surrounding moons for minerals, 
and then extract the resources 
and sell them. There are three 
main varieties of ship that can 
be bought : Explore rs, 
Transporters, and Destroyers, 
with several different models of 
each. The Explorer is the most 
essential craft in the fleet: this is 
the mining vehicle that will be 
placed on a moon to drill for 
minera ls . Some of the newer 

BUY DESTROYER HK 4 
P~ice: 2858. 
Hone5.l': 83667 

models are also equipped with a 
MEAU (Mining Exploration 
Analysis unit) enabli ng you to 
analyse a moon before landing 
on it, for, once landed, your craft 
doesn't have the facilities to take 
off again, and considering there 
are six regions to the KOM 
quadrant, each region 
containing six planets, and each 
planet having six moons, you 
can't afford just guess. The next 
ship to be acquired is the 
Transporter, which as you might 
expect from the title, allows you 
to transport the minerals back to 
your base. Last, a re the 
Destroyers, security ships which 
patrol the area disposing of the 
troublesome Knitzis , who class 
you as an intruder. 

To the right-hand side of the 
screen is the icon from where 
you can control nearly all the 
game via the mouse; moving 
ships, drilling moons, and even 
watching your bank balance are 
all watched and controlled from 

• Once your 
ships arrive 

at the new· 
found moon, 
your Explorer 
craft comes 
into action 
bringing up the 
statistics of the 
moon below. 

• Money is no problem at the beginning but 
it soon runs out. Buy as much equipment 

as possible and get it out there to make up 
for the money you've just spent. 

• Your fleet Is in dock, but it won't 
be long before they are off 

searching the various regions for the 
oh-so-preclous minerals. 

• After scanning the neighbouring space, you pick up 
the position of the six planets In this region. Now 

you have to get your team out there for a survey. 
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- OVERALL--l 
RATING I 
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.,.,.". ....... lor .... .tr.t •• 'c."~ .. , .. d.d, 
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.... " .as. ilia """",.. 
... 01 NI7 poor "..,_ 
tit •• ou .. d ,. "'rtu."~ 
.. o .. • •• ,.t ... t ... d tit. 
contro'. .r. ".r~ 
.wInnnf. As "" .. , can 
••• , tit,. ,. u .. llle.'~ to ...... ,. ............. 

here. As you progress through 
Emperor of the Mines you go 
through different episodes of the 
game, testing your logic, and 
humour, to the utmost. 

It .... to be _'d tltat file 
.r.plt'c. 01 E .. p.ror 01 
tit. "'n •• • ,. .0 ... 01 
the wor.t • have .".r 
seen on the Am,... The 
.prlt •• are "'.nd .nd 
u,,'nt.,..tln., •• ,. th. 
.ound, wh'ch I. 
.xt .... " .carce. • found 
the contro' .~.t ... ".ry 
awlew.rd .nd •• oon ".c .... ".ry lru.tr.t.d 
with tit. who •• ...... 
Tit'. ..ay app •• ' to 
tlto •• w"h •• tr.t •• ,c 
" ... t, "ut •• lor 
."eryon •• ' •• , It may be 
w' •• to .teer c' •• r and 
.oole lor .o ... th'n. 

I SOUND 
Hardly any sound at all, 
the most notable being a 
short piece of sampled 
speech which I couldn't 
understand. 

120/0: 
I 

----------- -------

Although graphics are 
not necessary in a game 
such as this, it wouldn't 
have hurt to enhance the 
graphics a 'i"'e bit. Very 
sub-standard, even by 8-
bit standards. 



jo 
STAR 
PLAYER 

GOLO 

A f' OVER 80% 
f'HEY CAN'f' ALL BE WRONGI 

STACTION 
"Demands your undivided attention and sets your pulse racing. 
Quite simply the best ST.Shoot 'em~up to date. Exercise your 
greed in this supreme arcade experience." 
GAMES MACHINE - 'STAR PLAYER' 900/0 
Irridescent, irrepressible and utterly playable. In one player 
mode it's great, in two it's incredible fun." 
ZZAP-'SlZZLER' 94% 
"Blood Money ranks as an all time Zzap Office favourite:' 
AMIGA FORMAT-'FORMAT GOLD' 92% 
"This game is so visually brilliant and possesses those classic 
addictive qualities, that once you've picked up your joystick 
you just won't want to put it back down again." 
SMASH MAGAZINE-'GOLD MEDAL AWARD' 
"Graphics 10 Sound 10 Motivation 10 Value 10 - A perfect score!" 

PSYGNOSIS - GAMES PEOPLE PLAY 

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



• The intro sequence is one of the best ever seen on the 
Amiga. The player skates up and strikes the puck at your 

monitor, which smashes to reveal the screen tube and other 
electronics. 

opponent in 
the eyes the 
puck is 
dropped by the 

. referee. Swing 
that stick to 
gain the 
advantage. If 
you foul your 
opponent then 
he is awarded 
a free face·off. 

• After a foul has been called you will be treated to a view of 
the referee calling the foul. Although the referee isn 't 

present on the rink. He will make an occasional appearance 
near the barriers. 

• The greatest 
treat of the 

whole game has 
to be the 
digitized fight 
sequences. 
Although you 
lose complete 
control of your 
player while the 
fight 's on, the 
visual pres· 
entation is 
outstanding. 
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• Things can get 
pretty darn' 

exciting around the 
opponents' 
goalmouth. You're 
desperately trying to 
get the puck into the 
back of the net, but 
the defenders just 
manage to keep it 
out. Infuriating! 

The sport of Ice Hockey has 
always thrilled its audiences 
with its speed of play and 
sometimes violent nature . Al l 
the various thrills and spills are 
present in Bethesda's, Wayne 
Gretzky Hockey. The main 
menu allows you to toggle the 
style of play, your own personal 
team status and any other 
features relevant to your game. 
You can choose to be a player 
or coach . There is also an 
option to play both . Four team 
levels are also available - from 
High School to Pro. Fight is an 
excellent option which actually 
specifies whether your team will 
ruff-and-tumble it out with the 
opposition. If you do manage to 
get yourself into a brawl then 
you will be treated to a cinema­
style view of the proceeding 
scrap. Be warned though : 
fighting does not go" down too 
well with the ref, and penalties 
may be awarded. 

The match begins with the 
face off. As soon as the puck 
stops flashing, it's time to swing 
that stick, and hopefully whack 
it into your opponent's half. The 
player under your control sports 
a natty white helmet for instant 
recognition . Control of the 
player on the ice can prove a 
little tricky at first as the turning 
radius isn 't as sharp due to 
inertia . Players can barrack 
each other against the barriers, 
trip one another and even start 
full-blown riots . Should you do 
so , your player will be 
penalized and eventual ly sent 
off, leaving you with a limited 
amount of players. As the game 
progresses, new players will be 
sent on to the rink as the 
previous line may eventually 
tire. It is, therefore , essential 
that the lines be placed in their 
correct order for max imum 
effect. 

The intro sequence is 
excenent as are the 
digitized fight 
sequences. The players 
and the rink have been 
well designed with the 
arcade element in mind. 

AItIIoufIh ,."".,... .".", 
gr.pll'c."y, W.yn. 
a,.t ... ky'. Hoc".y r.t •• 
.'ong.'''. til. "" •• of 
ICIcIr Off plapblllty-..... 
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.nJoy.b'. g.m •• 
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I - ,--- -----1 
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" you thought Anco's 
Kick Off was good, tll.n 
you've s •• n nothing till 
you've play.d Wayne 
Gr.tzky . Hock.y. 
Although ultlmat.'y a 
simulator, the arcad. 
el.m.nt has also b •• n 
Includ.d to make the 
game easl.r to g.t Into. 
Th. vlol.nt nature of 
Hock.y has b •• n 
captured p.rfectly, with 
digit' .... " fight sequenc.s 
and a v.rltabl. array of 
options to make Hoc".y 
fofany flexible. This 
game Is totally addlctlv. 
and, I'm sure, will appeal 
to all types of 
gam.splay.rs. 

SOUND 
A r.al thumpy b.at has 
be.n assigned to 
Hocke~ and 
complements the game's 
fast and furious pace 
well. The in·game eff.cts 
have been digltlz.d and 
soundtota 



INFESTATION 
Are you ready for a new level of realism In computer games? Are you prepared 
for an atmospheric experience you will never forget? Can you cope with super­
fast solid 3D vector graphics? Will you venture into the unknown, alone, and 
armed only with a single puJse rifle? Can you overcome the INFESTATION? 

INFESTATION takes computer games to a new level of real ism. It creates a 
complete environment stunningly rendered in super-fast solid 3D vector graphics. 
You are completely free to move within the game world , examining and manipulating 
objects just as you would in a real wo,rld. And, as in reality, you are not alone. Only, 
unlike those on Earth, the other occupants of Infestation's world are not very friendly 
at all ... 

Your task as Kal Solar, Agent of the Interplanetary Federation" is to travel to Alpha 
II , investigate and end the alien threat. Your mission will not be an easy one. As well 
as the mother alien and its eggs, you will have to deal with hostile droids and 
computer systems, radioactive areas, and things unknown. 

INFESTATION is a truly atmospheric experience. Don't play this game when you 're 
alone ... it may well be your last! 

Screen Shots from the Atarl ST version AMIGAJATARI ST £24.95 

PSYGNOSIS - GAMES PEOPLE PLAY 

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



• There are .. __ iII ______________ .. 

four sectors 
to each round. 
The stage you 
are presently on 
Is highlighted. 
Each map gives 
a rough repre­
sentation of the 
course you must 
take as you 
progress. 

• You begin the game with an unlimited supply of throwing 
stars. As you advance further Into the game, extra weapons 

can be collected and used against your adversaries. 

• The ene~y 
come In 

many guises, 
including 
Splderman, who 
scales his way 
down the walls 
before finally 
leaping on you. 
" you want to 
kill him first, 
then you're 
gonna' have to 
jump up and tire. 
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VIRGIN £19.95 

You are Ken OH, master in the 
deadly art of Ninjitsu . Your hands 
and feet are lethal weapons, as is 
your skill with Shurikens, swords 
and Nunchukas. You had heard of 
the notorious terrorists, the Ring 
Of Five , and their menacing 
reputation, but never dreamed 
that you would be assigned by 
you r gove rnment to act ually 
infi ltrate their base and rescue the 
captive civi lians who are being 
he ld against thei r will . Before 

WHITEY I 

Sltlnobl wa. r.ally 
•• c.II.nt 'n tit. arcad •• 
and I ......, conten tllet I 
wa. 'oole'n" lorward to 
tit,. con".r.'on. 
Unfortunat.,y, notlt'n" 01 
tile arcade ....... to Ita". 
rubb.d off 'n tit. 
tran.It'on to tit. Am'"a. 
Tit. an'matlon on tit. 
c ...... ct.,. ,. t.rrlb'., a. 
I. tile co.our. None 01 tile 
Am'"a'. .up.r'or 
capablllt' •• ar •• ,,'d.nt 
It.r. and Ita". b •• n 
totally wa.t.d. Tit. on'y 
part 01 tit. flam. tltat 
.... ,. any .. .....",.nce to 
tit. arcad. flam. ,. tit. 
tltled'."",Yo 

starting your quest you are shown 
a map of the area you are about 
to infi Itrate together with the 
sector that you will be starting on. 

Armed with an unlimited 
supply of Shurikens, you begin 
your miss ion at the entrance to 
the Ring Of Five's base Using 
your acrobatic skills you must dive 
and jump across the platforms 
and boxes whi le throwing stars at 
the hordes of thugs , punks and 
sword players. The sword players 
take several hits before dying , 

Tit. Sltlnob' co'n-op 
I.atur.d .up.r .• mootlt 
sc .. 11',.", ala,.". "arl.ty 
01 tltumpab •• aHacle.,., 
..." a ..... t ...... ta .. lite 
only tiling Nta""" In tills 
con"ers'on ,. tile "arlety 
01 ......... lite scroI'Ing Is 
.Jrf .. m.'y J.rlcy, male'n" 
tit. pa.ty-co'our.d 
becle",.". Iturt tile .y_, 
and tit. "am.p'ay ,. 
,.".tlflve. ElIcit .... , .. nt 
can be dealt wItIt III mucIt 
.... same _~ .... IcIng lite 

"ame lar I .. m •• clt'n", 
and .....""." tllet Sltlnob' 
,. a .ub-.tandard 
con"""", 

• To gain an extra bonus, and hopefully some Ninja magic, you 
must enter the bonus stage. Here you must guide the hand in 

the direction of the oncoming Ninjas and release the Shurikans. 



and if they 'are not killed quickly 
they will throw' their swords at you, ; 
As you pr,ogtess througn the level 
yOu must save ~he kiqna'pped 
civilians, Once saved; the civiliaris 

. may increase ,your' energy or arm,' 
YOlfwith ' powerful weapons, sllch 
as 'glJns, Nunch~kas, chains and · 
hombs , Ilyau ,manage io 'get ' 
close enough it is PQssible to 
draw you,r 'sword and hack your ' 
opponent to death: but'. .tet them 
get iDo close and yOl.Jf energy will 
be, depleted until you di~ , If you 
manage t6 rescue all ttle children , 
who are 'displayed at the, bottom 
,of the scr.een, you will be given a 
time bonus and allowed fo 
progress .onto the next level. The 
enemy come in many guises , 
including SPIDERMAN! .Sword­
wielding q~ver.s, Ninjas and eyil 
spirits also"make ' an appearance 
in later levels , If you 'complete' 
each round successfully, and beat 
the timer limit, you must attempt to 
destroy one of the Ring Of Five, 
the first being an armour-clad 
giant. The monsters can only be 
destroyed by hitting them in a 
certain place, In the bonus stage 
you must aim your shurikens and , 
pop off the Ninjas, that run along 
the levels, before they can reach 
you , If you complete the bonus 
stage you will be awarded with 
Ninja magic which will help you to 
progress throl.JQh t~e levels, ' 

- ------

SOUND 
With the capabilities of 
the Am'ga, there should be 
no excuse for poor sound. 
Shlnobl would have made 
fo, a real fast soundtrack. 
'nstead, the tune Is dull 
and unatmospherlc 

Each round has four stages to 
battle through , and each stag.e 
takes you further into the Ring Of 
Five 's base . All relevant game 
information is displayed at the 
bottc:>m of the play area, including 
items such as civilians remaining , 
time limit and an il')dicator to show 
if you have acquired any Ninja 
magic , At the very top is your 
score , and the hi'ghest score so 
far, 

Aa • con.,.,..1on fNm the 
.rc.d. "am., Sh'nob. 
.".,.rtunatelr ....." ,,.,. 
up to what • h.d 
.xpect.d. Althou"h the 
"raph.c iI.tlnlt'on aeema 
to b. th.r., tit •• ctu.' 
co.oura tlt.t It.". been 
uaed .r. v.rY b'.nd, "',,'n,, tit. 'mpr •• a'on 
titer" e".n wo,.. tlt.n 
tlte~ re."~ .re. 'Flte 
acro"'n" .n tlte •• m. •• 
"err Je"'~ .nd not up to 
wlt.t tlte Am'". c.n 
produce .nd comb'n.d 
wltlt tlt'a, tlte .ctu •• .n .... tlon of the ."",.. 'a 
"er~ a'ow. Cltec" It out, 
bec.ua. It m."ltt not be 
what ~ .xpectlng. 

- - -- -------

GRAPHICS 
Te"lble an'mation and 
dire colour does nothing 
for Shlnobl whatsoelle,. 
The different .tage. are 
also IIery plain and do not 
differ In thel, content 
enough. 

• The whole aIm of the game I. to save the kIdnapped cIvilian •. 
A. each one I. re.cued they fly Into the al" to freedom. They 

al.o leave va,,'ous weapon., such a. a pl.tol and Nunchuka • . 

• The pf.tol prove. very u.eful when dl.pen.'ng wIth the bad 
guys. Unfortunately, you're not the only one with a pl.tol and 

the.e boy. can become quite a pain at time •. 

• Who'. eve" heard of Ninja frogmen? The.e guy. leap out 01 the 
.ea and swIng thel" .word. at you. Precision movement I. 

needed here If you are to get pa.t all the divers. 
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• Before you, lies the Resurrection Room. L.eave the bones of 
your dead companions here, shut the door and prepare for a 

miraculous rebirth. 

• Your inventory shows the food, weapons and magical items 
you are carrying. Your current fighting weapon must be held in 

the active hand before it can be used. In addition, shield and 
armour slots are available. 

• The Playing-Card suits represent the four classes of heroes. 
Hearts· Adventurers, Spades - Fighters, Clubs - Mages, 

Diamonds· Assassins. 

• The walls of the dungeon are festooned with many colourful 
pennants. Examine them closely, some contain secret 

messages. 
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'Wanted - A fearless leader to 
guide four champions skilled in all 
the ways of dungeon lore into the 
monster-filled Towers of 
Treihadwyl. WIMPS NEED NOT 
APPLY!' 

Is this the game which will 
answer the Amiga RPG player 's 
dreams? 

AM IGA ACTION investigates 
the claim behind the game. 

Endless corridors littered with 
weapons both deadly and 
magical ; lethal pits, locked doors 
and secret buttons, all combine to 
make a recipe for adventure and 
fun . The game puts you in control 
of four different heroes chosen 
from the Magician, Assassin, 
Adventurer and Fighter classes. 
Dur ing encounters with other 
denizens of these dank corridors, 
you may direct your deadly gang 
to fight, barter, bribe or make a 
run for it. There are puzzles to be 
solved and bloody encounters to 
be won. As you progress through 
the seemingly never-end ing 
rooms, your characters will gain in 
strength and prowess, providing 
you are clever enough to keep 
them healthy and well-fed. 

New, magical spells are 
brought to you by the faery folk 
while you sleep - certainly a new 
twist for the Tooth Fairy that I knew 
and loved! These magical runes 
have all manner of lethal and 
subtle effects, the purpose of 
which Is for you to discover. 
Animated fireballs can be sent 
winging off down the corridors to 
inflict damage on both friend and 
foe alike but, be careful , as some 
spells will happily rebound off 
distant pillars to retur n and 
destroy your own men. 

Your quest is to find the Four 
Mystical Crystals which have the 
power to end the reign of Zendick 
- The Lord of Entropy. As you are 
one of the legendary Bloodwych 
heroes you are well suited to 
undertake a mission of this 
importance. 

The game may also be played 
as a two-player game, and for this 
reason the screen display is split 
in half. Consequently the 3D view 
depicting your surroundings is 
quite small and the graphics 
representing other characters and 
their animation are quite basic. 

Sound is also rather sparse 
and comprised of clunks and 

bangs . In the two-player mode 
you may choose to assist or 
oppose your partner in the quest 
which can make things very 
sneaky. Although the mouse may 
be used as the control in a single­
player game, two joysticks are 
required should you select the 
two-player option. 

The ability to converse with 
strangers and thus persuade 
them to part with weapons, food 
or information forms an important 
part of the game. Persuasion 
takes the form of money, barter or 
charm. Should you find that all 
else fails , you can at least have 
the satisfaction of treating the 
obstinate swine to a faceful of 
fireballs! 

The game is an unashamed 
clone of the mighty Dungeon 
Master - which is no bad thing for 
A500 owners . Like its 
predecessor, your characters 
improve with experience. With 
each battle won , and puzzle 
cracked, your heroes gain in 
strength and magical ability, 
allowing them to trade blows with 
even nastier beasts which lie in 
wait around the next bend . 
Although the game's presentation 
is very different, it undoubtedly 
possesses that same special, 
magical ingredient which can grip 
the imagination of all who dare to 
spend an hour delving into its 
mysteries. 

BLOODWYCH has brought 
the fantasy role-playing Game out 

....,..of 

."", ...... ,. 
.,. .......... , • .,. -.'''- .1 
."" •• , aut ,r ...... . 
"" • • 'OOIJW'YCH ",,.10 .. "..... ,It. ...r to , ... 
, ........ 1'11 .... " ••• t. ,. 
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of the cupboard and thrown away 
the boring tables of hit points and 
stilted gameplay. Now you can 
see the opposition and watch your 
magical bolts rebound around the 
dungeon. This is strategy for 
gamesters who want to see the 
action and feel the heat. 

Basically. Bloodwych is a 
very impressive two-player game. 

Throughout the game, 
both the backdrops and 
the creatures you 
encounter are well drawn 
and nicely detailed. The 
graphics are very 
atmospheric, with subtle 
shading giving the 
tunnels a claustrophobic 
feel. All of the icons 
needed are also clearly 
defined and instantly 
recognisable, making the 
game a joy to play. 

750/0 
- -- -- - ----" 

This has got to be a must 
for all RPG players. Apart 
from the notable 
exception of the mighty 
Dungeon Master game, 
there is no other game of 
this Ilk which comes even 
close to the gameplay 
contained In this 
Impressive package. I 
would have preferred that 
they had not Incorporated 
the two-player option and, 
Ins tead, Increased the 
size of the viewing 
screen, but " you have a 
friend who shares your 
passion for monster­
bashIng, then you have a 
game without equal. 
Remember that you will 
need two Joysticks 
should you want to play 
In tandem. 

• 

• 

• 

Closed doorways abound. Common leeys, special leeys and Magelocle spells may be needed to 
gain entrance to the room beyond. 

Selecting the SI.EEP option when in a bedroom will ensure a more restful sleep with the 
advantage that extra wisdom may be dropped into your spell boole while you snore. 

Remember to resist the temptation to talee a swipe at passing strangers. They may hold objects 
or lenowledge which is vital to a successful mission. 
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Fax : (0235) 861039 
, , Iways happy to evaluate 

software sent to us with a view to Rubl ication . 





I see you have 
returned ... 

More guts than 
sense, 

I expect! 
Well , true to my word I have been 
lurking in the shadows and 
uncovering news that the other mags 
have not yet had a sniff at. At the 
time of writing , no-one knows the 
news that I am about to impart and 
it's BIG-BIG-BIG. So listen up at the 
back, we have a SCOOP! 

SCOOP! • SCOOP! . SCOOP!· 
SCOOP!· SCOOP! • SCOOP! • 

Guess who is in the process of 
writing an all-action RPG game 
which is sure to appeal to both 
Dungeoneers and arcade players 
alike? The BITMAP BROS! Fresh 
from completing the mega-hit, Xenon 
II , they are well into writing a game, 
prov isionally titled ANIKA . The 
catch-phrase which will be used with 
the game is 'Forget the Food, Get on 
with the Fighting! ' Which is a clue to 
the fact that while strategy and 
puzzle solving will form part of the 
quest , there will be a heavy 
emphasis on fast -action combat 
sequences . Set in a 10-sectioned 
dungeon, you will be on the trail of 

Melbourne House's Demons Tomb 

Colin! 
The game will be joystick 

controlled, and just like another 
game (whose name we won't 
mention), it will feature all sorts of 
weapons , magical spells and 
puzzles. What with Dungeon Master, 
Bloodwych, Chaos Strikes Back and 
now ANIKA , things are looking up 
for RPG fans . Just remember where 
you heard it first. 

Another piece of hot news is that 
the sequel to the highly successful 
LEGEND OF THE SWORD 
adventure is also about to burst 
upon us. FINAL BATILE is its name 
and Mirrorsoft are the lucky people 
who wooed the software writers 
away from the Rainbird Software 

publishers . As you may already 
know, LEGEND was the game 
which featured lots of lovely extras 
to make life easier for adventure 
players , such as a fully detailed 
map which drew itself automatically 
as you progressed through the 
quest. A tricky game I thought, but 
very slick and beautifully presented. 

From Melbourne House comes 
news of two new games retailing at 
£19.99. DEMON'S TOMB promises 
to be a very ' flash' graphic 
adventure set in and around a 
creepy, archeological dig in the 
heart of Devonshire. You will initially 
control the actions of the 
archeologist, Professor Lynton , who 
is doomed to die in nasty 
circumstances within the sealed 
tomb. Your only consolation is that 
if you are quick enough , you will at 
least be able to leave enough clues 
to the horrifying mystery that will 
enable your son to resume your 
work. The game is due for release 
in October and if the screen-shots 
are anything to go by, it may well be 
worth a closer look. 

The second game on the stocks 
from Melbourne is GRIMBLOOD. I 
am afraid I only have a few scraps 
of info about this game at present, 
but there was a key in the keyhole 
which muffled the conversation . 
Don 't you just hate people who talk 
quietly when they think Grues may 
be listening behind the door? 

What I did gather was that your 
name is Maximus and your task is 
to wander around a castle 
interacting with 23 other characters. 



Step into the driving seat of one of tbe most wicked stunt cars around as a 
Stunt Car Racer. It's now up to you to prove just bow good you are a.nd to see 
wbether or not you can ultimately become Division One Champion. 

With a super-quick, turbo-cbarged V8 engine tbat will power you to incredible 
speeds, and long-travel suspension tbat enables you to soak up tbe bumps, 
your car really is an awesome projectUe. Tbe tracks are totally out of tbis 
world. Banked comers tbat enable you to 'pull g', undulating bumps tbat 
throw your car uncontroUably from side to side and buge ramps tbat catapult 
you into mid-air. In fact, you seem to spend so mucb time airborne, you could 
almost qualify for a pilot's licence I 

Ballie it out on tbe track against otber computer controUed rivals, sucb as, 
Dare Devil and Road Hog. Race and jump so fast tbat your car starts to break 

stunt Car Racer is available 
for ST, AmJga, PC, Spectrum 
and Commodore 64 

up under tbe strain and tben accelerate even more. There's no prizes f°tAI I r 
being second best in this game - it's au or nothing. , ., ~ 

Stunt Car Racer - do you think you could be up tbere witb tbe best? '{ '(~ - I' U 
5 c o °zo ,f{. 0 0 ,..., ""-tunt ar ts utterly bnl tant and ollers adrenahn-pumpzng, 
gut wrenc.hing high speed action that'll keep you engrossed for I 
monthso C + VCo 'i: "''J .J 

~ 'W ~ 

r' 
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Someone has been killed and it 's 
your job to find out who 'dunnit '. 
Release date beginning of 
November - you 'll know more as 
soon as I can get my ear further 
down the keyhole! 

And now I suppose we had best 
turn to your little difficulties, and to 
the pitiful pleas for help which have 
been sent in this month . 

Take a ride in 
Kings Quest IV 

Greetings, Fearsome One . I have 
been trying to find the bridle for the 
Unicorn in Kings Quest IV for weeks 
and it's driving me NUTS! I scan the 
Adventure Help columns in other 
mags for the solution , but all I ever 
read is hints on where it is. I don't 
want a hint - I want the BLEEDING 
ANSWER!!! 
Richard Chapman KENT 

What other magazines? Since the 
coming of AMIGA ACTION and the 
mighty GRUE - there are no other 
magazines! And to prove it, here is 
the answer. Assuming you have 
done your 'Jonah and the Whale ' 
impersonation (and if you don 't 
know what I'm talking about, go sea­
swimming, because you need to be 
swallowed by a whale before you 
can find this elusive bridle), you will 
be spat out of the whale 's mouth 
onto a desert island. On the right­
hand side of the island is a wreck. 
Walk inside the wreck of the boat, 
right up to the bow (that's the sharp 
end to you!) Type "Look at ground", 
and, 'hey presto' - a bridle. 

The Skeleton in Dungeon 
Master's Cabinet 

Well , I've taken everyone 's advice 
and bought Dungeon Master, and I 
must say that I'm surprised . Most 
games that the mags say ,'You must 
buy this game', turn out to be over­
hyped and definitely average. D.M. 
is really great and actually worth the 
money - there, I never thought I'd 
ever say such a thing about any 
software I Anyway, good or 
otherwise, I don 't understand the 
point of the skeleton key which I've 
found . I can't make it work 
anywhere. I would have thought that 
a 'skeleton key' would open locked 
doors, but it doesn't work on any of 
them. What am I doing wrong? 
P. Bowles Manchester 

You 're obviously so used to the pretty 
wall decorations in this game that 
you haven 't noticed that a new one 
has appeared. Yep, it's the skull that 
we are talking about. If you operate 
the skeleton on the skull engraving, 
you are in for a great surprise. The 
giant stairway is about to put in an 
appearance and things are looking 
up (or should that be down?) 

'Open the Box' in Jinxter 

Okay, clever clogs, here 's a puzzle 
that is really teeing me off. How do 
you open the Post Office safe in 
JINXTER? It's the one with a handle 
on each corner. I've been jiggl ing 
them for hours with no luck . I 
suppose this means I'll never make a 
burglar. 
Raffles, Monte Carlo! 

Try this . Turn bottom right handle 
(twice), turn top right (3 times), turn 
bottom right (twice), turn top left and 
open safe. Yep, I couldn 't do it either 
- but I know a Troll who does! 

Alarm Bells ring for Space 
Quest II 

OK, I admit SPACE QUEST 2 is a 
great game, but it does have some 
stinker puzzles in it. I have made it to 
Volhaul 's Asteroid Fortress, but I can 't 
get past the robot guards which line 
the corridor. I think the water 
sprinklers in the roof have something 
to do with it, but I don't know how to 
turn them on. Please help. 
Ryan Adams Birmingham 

Oh dear, wouldn 't it be dreadful if the 
sprinklers went off and showered 
those poor robots while they are 
standing there minding their own 
business - with a charging circuit of 
20,000 volts connected up their 
input port? What we need here is a 
fire to set off the automatic system. 
Before tripping down the steps from 
your space lander you should travel 
left or right and take a ride up in the 
elevators. Up there you will find a 
waste-paper bin, a lighter and some 
paper from the alien's 100. Put the 
paper in the bin, drop it and set fire 
to the paper to activate the fire 
extinguishers. 

Incidentally if you want a real 
laugh, try using the lighter to look 
down the drain in the middle of the 
toilet floor. I don 't know what Martian 
Swamp Rats eat but, my god, their 
farts are lethal! 

Sweet Lullaby for a 
Baby Grue 

I've got just the question for you , 
dear Grue. In Infocom's Wish bringer 
game I'm having trouble with a baby 
grue and its mum. I'm in the grue's 
lair under the oak tree and I need to 
get into the refrigerator, but each 
time I open the fridge door, the light 
wakes the baby grue up and it starts 
crying . Mummy Grue then appears 
and everything starts getting very 
physical! How can I stop the baby 
grue from crying? 
Jimmie Bain, Perth 



Well, to stop me crying, myoid 
mum always gave me an 
adventurer's nose dipped in honey 
to suck when I went to bed. Failing 
that, I had my comfort blanket 
which I pulled over my head to 
keep the light out of my eyes. 
Unless you are prepared to cut your 
nose off, I suggest you get the 
blanket from the cells in the Police 
Station and throw it over the baby's 
head to shield the light from its 
eyes. 

No' Hiding Place in KQ III 

I've got two questions about Kings 
Quest III. Every time Manannan the 
wizard goes off on a trip, I escape 
from the castle and search the 
countryside for magical ingredients. 
Trouble is , when he returns he 
always says that I've been up to no 
good and kills me. I think he can 
see that I've got magic ingredients, 
but the game won't let me drop the 
objects anywhere because it says 
they might come in handy. Also, I've 
tried to use the ingredients before 
he gets back , but I can 't find the 
magic wand . Please help me or I'll 
go back to the Zork Empire and 
beat up every Grue I can find . 
Pete Davidson, Milton 
Keynes 
I 'm quaking in my boots. Or to be 
more precise, I 'm quaking in the 
boots that belonged to the last 
adventurer who threatened me. He 
doesn 't need the boots anymore; 
come to think of it he doesn 't need 
trousers anymore, either. 

Your trouble is you haven 't 
found the obvious place to hide the 
magical ingredients. It's under your 
bed, of course. As for the wand, 
well , old Manannan keeps that 
locked in his safe. The safe's key 

can be a real bitch to find, it's been 
placed on top of his closet in the 
bedroom. Seems everybody hides 
things in their bedroom. Perhaps I 
had better move my priceless 
collection of centrefold princesses 
from under my bed before some 
sneaky adventurer whips them. 

Silly Talking in Ballyhoo 

Wotcher! Grue baby. How 's it 
hanging? I'm glad you've arrived, as 
I'm mega-stiffed with the BALLYHOO 
circus adventure from Infocom. Did 
you know that you can pick up 
nearly all the early Infocom games 
for around £6 at the computer shows 
now? Anyway, back to my prob. I 
can't persuade Harry the guard to 
let me through the gate into the 
caravan compound . He lets the 
clowns through , but not me - why 
not? 
Bazz Darlington, Isle of 
Sheppey 

I don't understand it either. You 
sound to me as if you are as big a 
clown as any human I've ever met! 
On the other hand as it's dark round 
by the entrance gate, perhaps you 
need to disguise your voice. Have 
you found the balloon filled with 
helium yet? Clever humans know 
that if you breathe helium and then 
speak, you sound like a cartoon 
character. Breathe helium and then 
say, 'Hello Harry'. The gatekeeper 
will mistake you for the midget and 
let you through. Come to think of it, I 
wonder if the editor's got a helium 
balloon. It would account for him 
sounding like Daffy Duck when he 
calls to complain that my pages are 
late. 

A Red Rose for a 

Blue Larry II 

After weeks of struggling with this 
difficult game I have arrived at the 
airport , only there are two, weird ­
looking KGB agents who arrest me 
no matter what I do. I think they are 
supposed to be disguised as Hari 
Krishna freaks or something. 

And what do you think of the filth 
level in the game? I set the Filth 
Level Meter to maximum and I still 
think it's tame. What I want is lots 
more *%@#!! 
B. Kelly, Great Yarmouth 

Being a well-travelled Grue, I know 
that American airports are crawling 
with Hari Krishna nuts who stuff a 
'free ' flower in your hand then try 
and stiff you for every penny you 've 
got. What you need to do is turn the 
tables on them and give THEM a 
flower. They'll be so surprised, you 'll 
be able to get past them. The bad 
news is that the flower you are 
seeking is in the middle of that 
jungle you spent so long getting 
through. I hope you 've got a SAVE 
game. 

As for the filth level. I suspect 
that you missed the flower in the 
jungle because of your poor 
eyesight. Ever wondered why your 
eyesight is failing? Too much 
*%@#!! I suspect. 

Send your queries, moans or 
bouquets plus a S.A.E. to: 

Points of Grue 
29, Blackthorn Drive 

Larkfield, Kent ME20 6NR 
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HEROES OF THE LANCE 
COME FORWARD ... 
THE EVIL QUEEN OF 
DARKNESS GROWS IN 
STRENGTH. 
Takhisis, Queen of Darkness, and her 
Draconian hordes have overrun much of 
the homeland of Krynn, even the elven 
armies of Qualino$t, valiant in their 
resistance to this evil power, struggZs on 
the edge of defeat. It is only the returning 
Companions of the Lance that can halt 
this wave of ~anny before Krynn is 
consumed by evil. Freed from caprivily 
by an elven assault column, the 
Companions under the guiding direction 
of the Cleric Goldmoon and bolstered by 
their success at recovering the mystical 
Disks of M ishakal, can once again restore 
a belief in the gods and unify the 
inhabitants of Krynn against the power 
of Takhisis. 
The Companions must move swiftly 
through this wartorn land, cautious of 
strangers but seeking compatriots and ever 
alBrt to the rapid advance of the 
Draconian forces . The courageous elves 
will finally fall, but there is one last 
chance tofree the loyal slaves held in Pax 
Tharkas and join together to recover the 
long-lost sword Wrymslayerin what could 
be the vital rallying point in rekindling 
resistance to the plague of darkness 
sweeping over Krynn. 

U.S. Gold Ltd., Units 2/3, Holford Way, Holford, 
Birmingham 86 7AX. Tel: 021625 3388. 



AdviPced 
DungeonsS>ragoDS® 

Iii::, utility program thot enablu Drmgeon Masters 
to gennau encounters for AD&fY1' campaigm 
quickly and easily - ooer 1000 encounters and 
1300 monsters and characters/rom AD&fY1' 
MonsUr Manuab 1 & 11. 

TSR, lnc. 

COMPUTER PRODUCT 

TIn tM mystical world of Ktynn eight brave 
campanions fa« Draconian monsters, skeletal 
undead, magic and tM ancient dragon Khisanth 
in seeking t/te precious Disks of Mi8haJud. 

STRATEGIC sr.-u.ATIONS INC 

HIllSFAR, a city in the 
magical FORGaITEN 
REALMS· game world, rich 
with quests and challenges. 

Every visit to Hillsfar is a 
different exhilarating experience. 
Explore the city, meet its colourful 
denizens on the streets or in pubs 
and discOfJer a quest (there are 
many possible ones). 

Transfer your favourite character 
from the POOL OF RADIANCE or 
CURSE OF THE AZURE BONDS 
AD&W FORGOTTEN REALMS'· 
computer role-playing games, or 
create one from scratch. Your quest 
and the options available to you 
in each game will change to suit 
your character's speciality (thuj, 
mage, cleric or fighter). 

Your quest will keep you 
constantly on the mOlle. Fight in 
the arena against raging 
minotaurs, ill-tempered orcs or 
other evil opponents. Enter 
different buildings and your maze­
running and lock-picking skills 
will be required. Archery and 
equestrian events may also be 
part of your 0IIeTal1 quest. 

A 
FORGOTT~ ~EALl\fSTM 
ACTION ADV£NTU~ 

'lLhe city of Phlan has been OVe77Un by monsters 
- you must discooer tM identity of tM evil foru 
controling them and destroy tMm. The gameplay 
i8 exhilarating and tM graphics siaU-of-tM-art : 
the ultimate breakthrough infantasy role­
playing computer games. 

~====~ 
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GTGA is Amiga Actions 
hints, tips, cheats and 

playing guides column. 
Every month our team 

offer vital help and 
advice as to how to 
progress furthur in 

some of the top releases 
of recent months. 

This month Doug 'I do wish 
they would stop saying I 
look like the FA Cup' Johns, 
disects the latest Amlga 
releases, including Rainbow 
Islands and Strider. 
Meanwhile, you readers are 
starting to produce the 
goods too, with tips for 
Lords of the Rising Sun, 
Titan and Vigilante coming 
in. 

We have received a 
couple of letters stating 
that we don't seem to put 
many small cheats in. Well, 
that's up to you, the reader 
and games-players, to 
make sure that we get 
them - after all, the best 
tipsters may just find a 
couple of games winging 
thei r way to them, 
courtesy of Amiga Action. 
So, stop whatever you are 
playing, take a look at it 
and decided whether you 
could provide a map, a 
cheat or a poke for it, and if 
you can send it into us. Ok, 
enough of this old blarney, 
and on with the tips ... 

Send your tips and 
cheats to: Giving the 
Game Away, Amiga 
Action, Latham House, 
Quarry Lane, Chichester, 
West Sussex, P019 2NY 
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If you're having a few problems becoming a Shogun, 
restoring your family honour, and surviving regular 
onslaughts from renegade Ninjas and assassins, then your 
troubles are now over thanks to the help of Andrew 
McGarrigle of Mexborough. After what must have been 
many hours of play, he has compiled his best tips and 
popped them in the post to us. So without further ado, 
here they are. 

If you ' re a beginner select 
Yoshitsune, this allows you to 
practise your strategies . To 
begin with , concentrate all your 
energies on the eastern castles: 

these tend to fall very easily at 
the start of a game. Next try 
recruiting as many men as you 
can , especially from the White 
Ronin ; if your army is at full 
strength he may decide to join 
you, but should he wish to pass 
unhindered, let him, he doesn 't 
pose a threat to your armies or 
lands early on in the game. As 
you 've been taking castles in 
eastern Japan , your brother, 
Yoritomo, has been causing 
havoc in and around central 
Japan . Rest at one of your 
castles for a while , then go and 
fight your brother and, with a 
little luck, he should be killed in 
the battle; you then inherit your 
dead brother 's lands and 
armies. If you don't succeed in 

killing him, persevere until he's 
dead ; you can now start to 
conquer the rest of Japan. 
Once you have taken the 
mainland , make a couple of 
visits to the Emperor at Koyoto. 
He should give you the Sacred 
Scroll , and on following visits 
the Sacred Sword . Around this 
time keep a watchful eye on the 
encounter screen as your 
enemies will be growing 
increasingly nervous as your 



This unusual bat'n'ball 
game can prove tricky, so 
here are the codes for 
each of the eighty levels 
from Titus themselves: 

1: J4JMKR 17: 9JHTQN 
2: HBHCHC 18: UKUTB8 
3: 4492L1 19: 01HFJO 
4: 08EOEL 20: 1R7DCG 
5: 240HO 21 : V30906 
6: 01 L038 22: 4P4192 
7: 04KJOB 23: 40R8HP ' 
8: 198075 24: E40BQP 
9: OV7R70 25: LFPOBO 
10: H67JR1 26: 1H9615 
11 : 04JBR8 27: MOBOPV 
12: ROL89G 28: B9HH22 
13: B8JLJ4 29: RN4RH9 
14: ONBE08 30: BG6W61 
15: TMV281 31 : 1W1440 
16: L09U3H 32: 044080 

power increases, and will send 
Ninjas to kill you . As soon as 
you see a message about a 
Ninja, press the mouse button , 
and with a bit of luck the 
offending general will commit 
seppuku . Your next task is to 
take the remaining two islands 
and the last four castles, Send 
one of your generals to Nagoya, 
one to Aikawa and one to 
Matsue ; this prevents your 
enemies from resupplying when 
they retreat to the mainland . 
When you take the final castle 
you wi ll become Shogun, 

GENERAL TIPS 
Always check your siege skills 
befo re attacking a cast le ; if 
necessary, swap skills with 
another of your generals. The 
same applies to sword skills (for 
sk irmishes on land) and bow 
skills (when defending castles) . 

TGA: 
33: E396V3 49: 184LOF 
34: 740330 50: 080N60 
35: 2L41H1 51 : 3010LH 
36: 8GOWOO 52: K470MT 
37: 48H093 53: 09UPW9 
38: FU5HJ9 54: OVE032 
39: OGU9P1 55: L29RHL 
40: 294JBH 56: 60RROR 
41 : B60880 57: H95LHT 
42: P810B9 58: 15LOV8 
43: KWOHME 59: EOROC4 
44: HC6T88 60: 9LQHVU 
45: 7K4703 61 : HC932F 
46: 900PNO 62: 117938 
47: 00BI10 63: 6048HG 
48: H0010K 64: 4F039H 

A quick cheat from those clever 
people at Logotron themselves 
for all of you who bought their 
game, Archipelagos , Press 
RETURN to select an 
Archipelago and type 8421 and 

This beat' em-up is a bit on the 
tough side but help comes in 
the form of Graham Templer 
from Ealing . Get a high score 
and instead of typing your 
name, enter GREEN CRYSTAL. 
Now press F1 an extra life will 
be yours and th is can be done 

65: VOM05V 
66: C01FHT 
67: 084500 
68: 2U4B05 
69: CF6B71 
70: 88H102 
71 : H844C3 
72: 005HOR 
73: NOTON8 
74: 008V01 
75: AH3H08 
76: TI0012 
77: 43L6TV 
78: 8HHOH3 
79: 101878 
80: 0lP4GO 

press RETURN. Press RETURN 
again and you can select any 
Archipelago from 1 to 9999 , 
Because there are so many 
different levels to look at, save 
yourself some time and look at 

as many times as you like . In 
addition , F8 warps you to the 
next level .. 

Graham also sent in this 
useful guide to beating the end­
of-level big dudes, When they 
appear, approach them and 
deliver a flying kick , They will 

every fifth level in the first one 
hundred , as these were 
designed by the programmers 
and are probably the most 
interesting . Also try level 5942 
(very tricky). 

then fall down onto their 
backside. Retreat a little, then 
wait until they get up before 
repeating the process, This way, 
they get their energy sapped 
without your Vigilante losing any 
of his, 
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Dear oh dear! The poor natives of the 
Rainbow Islands have had their homeland 
taken from under their very own little 
pinkies and, worse still, are being made 
into slaves to work for the really ever-so­
nasty Boss Of Shadow. Only you can save 
them, but it's not quite as easy as it looks 
and those end-of-Ievel guardians can 
really be a pain. So just to give you that 
little helping hand, and a small run-down 
on the levels you might not have seen, this 
is just what you needed. 

Shoes and potions: Each time you leill a 
monster you will receive some sort of reward, 
even If It's just a piece of fruit. But at regular 
intervals, other IiHle things pop up too, shoes 
and potions being the most popular and useful. 

The shoe will increase the speed at which you walle and jump, 
maleing it easier to move around the surrounding nasties. Potions, 
on the other hand, increase your rainbow power; the red potion 
allowing you to cast more than one rainbow (up to three}, and the 
yellow potion leHing you cast the rainbows at a quicleer rate. 

Leaf of the Fairy will 
summon a fairy to 
guard you from the 
advancing baddies. 

Potion of Protection, 
malees you 
indestructible until 
the end of the level. 

MAGICAL ITEMS: 
Just to malee life tbat 
IIHle bit easier, a few 
special objects pop 
up here and there, 
each one being 
unique in its own 
particular 
function. The most 
common one to be 
found is the Ring of 
Stars, malelng stars 
fly in all directions 
each time you Jump 

Box of Wings, very 
handy and, as you 

~'.~ might guess, allows 
~~ you to fly. Cloale of 

invincibility, very 
similar to the Potion of 
Protection. 

Cup of Destruction, 
when collected, will 
Ie III everything 
present on the 
screen. 

DIAMONDS: 
Diamonds play a 
very large part In the 
game, and if 
collected in the right 

order, huge rewards can be 
gained for a little effort. 
Monsters are turned into 
diamonds in two different ways. 
First of all, they will become 
diamonds if leilled by magical 
stars or some magic item, and, 
secondly, if you cast a rainbow 
above their head and then 
breale it, when it touches any 
monster it will usualy turn into 
one of the diamonds. 

RAINBOW ISLANDS PLAYERS GUIDE: DOH'S ISLAND 
There's no bat and ball this time, and, 
thankfully, there's no way of destroying 
the tiles that aid you in your passage to 
the top of the level; but at least that 
'Somewhere Over The Rainbow' tune has 
stopped and been replaced by the old . 
sound effects from the breakout game 
itself; there is even a different noise 
accompanying your jumps! 
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DOH HIMSELF: The great Doh 
himself comes forth to dispose 
of your threat, but whether 
we'll succeed or not is up to 
you. There are two techniques 
you can use to lelll Doh: the 
long, but easy way ;s to jump 
up and shoot him in the head 
and then run underneath him 
avoiding the spray of bullets 
and then shoot him In the other 
side of the head, running bacle 
again avoiding more bullets 
and repeating the procedure. 
But be careful, because if you 
talee too long, water will start 
rising and drown you. The 
second and more difficult way 
is similar to the first In that you 
run from side to side shooting 
him, but after you have made 

the rainbow, then jump up and destroy it. The difficulty is if you're 
not quicle enough, as you'll find yourself unable to avoid the bullets 
that he will fire in your direction. 

OVarious monsters from Revenge Of Doh are incorporated into this 
world, and each does basically the same thing; they all just 
bounce or float around the screen, but due to the lacle of platforms 
in later leve's dodffing, them is certainly not easy. 





RAINBOW ISLANDS PLAYERS GUIDE: INSECT ISLAND 
Beginning at the western-most point of 
the Rainbow Islands you start your quest 
to free the innocent natives and banish 
the evil Boss Of Shadow from the lands for 
ever. But before you can achieve this, 
countless hordes of enemies will have to 
be overcome and destroyed. 

Bees: Fly around 
the screen only 
changing course if 
an obstacle gets in 
their way or they 
reach the side of 

the screen; as with all nasties, 
contact Is lethal. 

Spiders: Enter from 
the top of the 
screen and jump 
down the various 
platforms to home 
in on you, but if 

they miss and jump below you, 
they can use their web to climb 
back up after you. 

Hive: Occasionally 
drops from the top 
of the screen and 
releases two, thr_, 
or maybe four bees 
before vanishing 

into thin air; shoot it quickly to 
prevent any bees from 
escaping. 

Ladybirds: &.Ike 
caterpillars, will 
only walk to and 
fro; but when angry, 
if you venture 
above them without 

killing them first, they will tty 
up after you. 

Caterpillars: Simply 
walk back and 
forth, only leaving 
their platform if 
made angry; all 
monsters will 

become angry If not killed after 
a little while, and when they do, 
they will turn red as an 
indication. 

Crows: As soon as 
they enter the 
screen they will 
hatch from eggs 
and head straight 
for you. They can 

be out·manoeuvred but killing 
them is far wiser. 

GIANT SPIDER: You come to the 
end of the first level, and find 
your opposition in the form of a 
giant spider; not surprising 
really, considering the name of 
the present island. To rid 
yourself of this pest, simply run 
to the right of the spider and 
shoot him with a rainbow. lC_p 
this up until you reach the far 
right·hand side of the screen 
and go no further, then wait for 
him to jump into the air and 
quickly run underneath him to 

the left·hand side of the sc~n; by the time you reach the other 
side of the sc~n, and providing you have repeatedly rainbowed 
him, he should definately be dead and you collect your well· 
deserved reward. 

RAINBOW ISLANDS PLAYERS GUIDE: COMBAT ISLAND 
An army of mechanized enemies are 
waiting on the shores of the next island, 
and are determined to put a stop to your 
little game and protect their leader. 

..-------..., Pillboxes: 
. Very nasty 
pieces of 
w o · r k , 
these. Fire 

..... ------...... a bomb left 
and right at regular intervals 
and, once shot, release a little 
man who will come after you 
until shot.(2 small boxes 1"x 1"J 
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..-------... B e h a v e 
exactly the 
same as 
bees only 
changing 

..... ------~ course if an 
obstacle gets in their way and 
generally making a nuisance of 
themselves 

Trucks: The 
caterpillar of the 
combat world, the 
only difference 
being that they will 
drop off their 

platform without being angry. 

Cannons: These 
liftle blighters 
patrol the 
platforms, never 
leaving their posts. 
But beware, they 

stop every now and then and 
fire a bomb which is quite hard 
to avoid. 

Tanks: Again, they 
just go back and 
forth, but firing 
bullets and 
regularly killing you 
on contact.M: 

Helicopters: Behave exactly 
the same as Bees • 

Planes: Fly 
horizontally left and 
right across the 
screen while 
dropping bombs. 
Either get above or 

kill this foe to dispose of any 
threat. 

HUGE HELICOPTER: Before 
long, you arrive at the second · 
end·of·level guardian. As you 
will see, he is in the shape of a 
huge helicopter, but unlike the 
smaller version is able to drop 
bombs. To kill this adversary, 
wait in the centre of the 
screen facing left, and when 
the helicopter passes 
overhead and gets to the left· 
hand side of the screen, he will 
turn and come towards you at 
the same height as yourself. 
Run to the right, turning 

occasionally to fire a rainbow at him, and when you, reach the 
right.hand side of the screen jump onto the platform above. At this 
point the helicopter will turn round and when he does 50, drop 
down behind and run after him firing rainbows into his back to 
finish him off. 



RAINBOW ISLANDS PLAYERS GUIDE: MONSTER ISLAND 
Scary! Certainly · not for the squeamish, 
Monster Island throws all your worst 
nightmares at you, and this time it's no 
dream. Make your way through tombstone­
decorated graveyards avoiding the various 
undead assailants and trying to keep hold 
of your sanity. 

Frankenstein: The 
same as the trucks 
from the second 
world, Combat 
Island. Thus, use 
the same method to 

d_1 with them. 

Skeletons: These 
culprits bounce 
around the various 
platforms and if not 
dealt with quickly 
can be quite a 

nuisance • especially since thy 
home In on you! 

Ghosts: Robed 
skeletons that float 
around the scenery 
In a similar way to 
that of the 
helicopters. 

Howver, they drop fireballs on 
your head when you are 
underneath them. 

Bats: Like 
Frankenstein, they 
are just an 
equivalent from the 
previous level. The 
bats are a copy of 

the crows except they don't 
come out of shells, but hang on 
the bottom of platforms. 

'Trolls: No difference 
to the tanks of 
Combat Island, but 
the trolls breath 
fire. 

V, W: Vampire Bats: 
Like bats, they 
hang around until 
you enter the 
screen and then 
home in on you. The 

only difference is that as they 
get close to you, they turn into 
vampires and cast lightning at 
you. 

END·OF·LEVEL VAMPIRE: Probably 
the hardest of all the end·of·level 
guardians, but once a technique is 
found he can be disposed of within 
just a few seconds. When you first 
jump into the screen in which he 
dwells, make sure you're about three 
inches to the left of the middle of 
the screen, and jump up to the 
second platform; it will be a few 
seconds before he appears and this 
time Is very important. From your 
present position shoot as many 
rainbows as possible until he 
appears, and then destroy them all 

by jumping on them:, this action will deplete way over half his 
energy. Now that you've just jumped into the air, as you fall by him, 
blast him with as many rainbows as possible and by the time you 
reach the floor he should be dead; if not, simply jump up and break 
the rainbows you've just cast to finish him off. 

RAINBOW ISLANDS PLAYER GUIDE: TOY ISLAND 
If only people knew how vicious and 
psychotic toys could really be, I'm sure 
they wouldn't play with them, and the only 
things in Toy Land having fun are the 
rebellious toys·. 

Punch: He just 
comes straight out 
of the blue, curled 
into a ball and 
bounces round the 
screen. Make sure 

Teddys: As the song 
says, they've got no 
strings to hold them 
down, and after just 
a short while the 
puppets release 

you don't come in contact. themselves and head towards 
you through the air. 

kill. 

Discs: A very basic 
enemy that · will 
merely go back and 
forth across the 
screen; easy to 
shoot, avoid, and 

AD: Bouncing Balls: 
Bouncing beach· 
balls make an 
appearance now 
and then, but 
without the aid of 

Mechanical Arms: 
Dodgy devices. 
They protrude from 
the walls moving in 
and out making it 
sometimes virtually 

impossible to pass. 

platforms they're harmless and 
drop off the bottom of the 
screen. 

Water Pistols: The 
Troll and Tank 
equivalents of 
world four. 

END·OF·LEVEL PUNCH: Although 
punch Is quite easy to kill, even if 
you've lost all of your weapons, 
there just isn't any standard way of 
killing this baddy. The logical way is 
to simply walk left and right along 
the bottom of the screen, going in 
the opposite direction to him and 
hitting him with a rainbow whenever 
possible. Eventually he will die and 
then it's good·bye to toyland and on 
to the next fun-filled level. 
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Those devious chaps at 
Capcom have certainly 
come up with a toughy 
here. But even Strider can 
be overcome, and if you 
want to see your name at 
the top of the high score 
table then here's the 
solution to your problem. 
Mind you, even with some 

Starting at the city outskirts you 
don 't get very far before you 
come across your firs t 
adversaries; enemy soldiers run 
forward shooting regular ly in 
your direction . To get rid of 
these hazards with ease, slide 
along the ground under their 
bullets while chopping with your 
sword. Shortly after passing the 
soldiers you will find your first 
special weapon - the protection 
droid - who will loyally encircle 
you absorbing bullets from 
enemy fire , although this is not 
his only use . When wall­
mounted guns are encountered, 
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helpful tips the game can 
be a bit on the difficult side, 
so just to give you the extra 
helping hand we've even 
given you a cheat mode 
that will get you virtually 
anywhere in the whole 
game; what more could you 
ask for? So for all of you 
out there who are still 

rather than risk going in close 
with your trusty sword taking the 
chance of losing energy, just 
simply stand there and let the 
droid make contact with them , 
destroying them instantly ; or 
alternatively, press fire making 
your droid shoot them. Just past 
the robots you will find the spike 
trap, which needs some careful 
timing to get underneath without 
being hit; but much simpler is to 
climb back up the wall you just 
came down to the left of you , 
jump on to the top of the trap 
and walk straight across and off 
the other side. Next, is your first 
semi-major nasty, the Muscle 
Man. As soon as you enter his 
domain run to the right , hide 
underneath the platform he 
stands on and kneel down. The 
Muscle Man will now jump to 
the left, as he does so start to 
continuously slash with your 
sword. His next move will be to 
roll towards you, but due to your 
swinging sword you will be able 
to keep him at bay. He will keep 
on rolling at you until he's dead, 
but it's not over yet. Before you 
know what is happening , fire will 

stuck after you've read the 
tips,here's the cheat mode. 
As soon as the game starts, 
pause the game and then 
hold down HELP, the LEFT 
SHIFT, and ONE. Now 
unpause the game and 
press 1 to 5 for the different 
levels, and F1 to F4 for the 
stages in each level. 

start to drop from the ceiling , 
but not to worry because the 
platform you ' re under will 
protect you . Now that you 've 
subdued the Muscle Man it's on 
to the laser terminal ; as you 
enter the room of the missile's 
control box, you wi ll notice the 
terminal itself rising out of the 

floor ; walk straight over there, 
kneel down and chop as fast as 
possible at it with your sword . 
You will see an energy bar on 
the terminal and as you 
repeated ly hit it , the bar will 
decrease ; if you are quick 
enough on the fire button the 
terminal should be destroyed 
before any lasers can hit you. At 
last you make it to the end of 
the level , only to find the 
President of the city himself , 
along with his entire cabinet is 
waiting for you . As you arrive, 
the President and his cabinet 
will transform into a huge 
monster (which spins around 
the walls of the room in a 
clockwise rotation) with a giant 
sickle at the front. As it starts to 
come towards you , with careful 
timing, jump over the monster's 
head and land on its back, then 
follow it round to the top left 
corner and then falloff . 
Standing in this corner will allow 
you to hit the monster as he 
spins around the room , while 
not being hit or having to move 
out of the monster's path . Once 
the president and his cabinet 
have been killed, it will be on to 
the next level , and on with the 
action . 



Arctic tundra is the setting of 
the next leve l and , as before, 
the enemy don't give you any 
time to rest ; before you know 
what's happening , packs of 

wolves will be hurling 
themselves at you, but 
fortunately for you they pose no 
threat and a single blow from 
your sword will dispose of them. 
Just around the corner you will 
stumble into the path of a giant 
mechanized ape . Keep your 
distance from this assailant, just 
out of reach of his huge and 
powerful fist , but constantly use 
your sword to decrease his 

energy and kill him . To make 
climbing a little harder than 
before, wall robots drive up and 
down the sides of the wall. But 
jumping to the wall opposite 
and then destroying them from 
there Is easy enough . As you 
come to the top of the wall 
where you had just encountered 
the wall robots, some quickly 
spinning buckets will come into 
view. Jump straight up at the 
top of the wall on to a platform 
and wait there until a bucket 
scoops you up with a clockwise 
movement. While you're in the 
bucket keep on hacking with 
your sword so that when you 
come in line with a soldier on 
the other side, you'll instantly kill 
him. Now that you 've disposed 
of the soldier, you have to jump 
on to a platform directly above 
you to take you in to the 
clutches of flying man , 
equipped with a rather nasty 
laser gun. Walk towards him as 
he flies down towards you and, 
at the last second, kneel down 
and slice him a few times with 
your sword. Mines are scattered 
on the oncoming slopes, and 
can be easily avoided by 
slashing your sword wildly as 
you approach them, preventing 
them from doing any damage. 
After going a bit further and 
jumping up a few platforms, you 
will have your path upwards 

blocked by some lurching robot 
walkers firing bullets. Instead of 
jumping on top of the platform 
and trying to dodge the bullets, 
stay under the platform and 
chop away at his feet which will 
just make contact causing him 
to explode. If you make your 
way upwards , taking out any 
other robot walkers that get in 
your way, you will find some 
helicopters which you can use 

to keep on going upwards . 
However, bombs will be 
dropped at you from the top of 
the screen and will have to be 
avoided or hit with your sword . 
Finally, you will get to the top 
level and , before you jump up , 
climb along the underneath of 
the platform while hitting with 
your sword to kill all the ballet 
dancers and soldiers above . 
Now, jump up and walk to the 
left and destroy a gun turret , 
and then walk back to the right 
and - hey presto! You'll have 
completed this level 

Well ,. that's it for Strider this 
month, but the final half of the 
solution will be revealed 
month. 
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MEMORY UPGRADES AVAILABLE 
__ ' mn? xa~u~ ' ~ ~n Systerns Lhnited airn to supply the cheapest 

em~9IHt«W:srAPIra ~~ • vailable for the Amiga range of computers. 
'u.srB ... t' e card for the A500 has dropped in price to 

A
,e6a '0" 

,M.. U;i3~t~ii~. e~M' f~e~. i~~:a .. """' .. _. 
t$i J ' ~gcn't" , ~ Fane )i U cea 

competition at £369.00; two megabyte 

A~ 1 r.5n'oo""rDf.4i ~~il!1.W-;'" E.n~9·r.M~ tlE-, {, E I £I~I~I 0lft; · ! 
U _' ~ ~ ~ ~ ~ ~ 0 t _l k _ ; ~ .. sf" i~ .. _1 _. 

Friday. You can place orders 

, A'~~:O;O:O:~f~W;;O:k 
week~ends.Trade enqulrie 

er.e I ~ ' I 
d( • pansion 

pgrades 

:~:O~O 
rDfattoq~l:wlr ftE:b 
.. l L it" rr if,;;;!l ~~ ytc " . .. '" 

.h 6')A LILe F~O , R~pDI Ej lTiIA f II:.rS 
Bt1d A1000 ar~ priced at 
EIS~Vir. Aff.~Jr.J similar 

products f{P G~: ~A IGi~tAt'G~IEN3G?l~able to take 
calls from 9.30 am to 5.00 pm Monday to Ff'iday. You can place 
orders at any time by calling our 24", hour,seven .. days",a .. week 
answering service. AU orders are normally despatched same day, 

Send cheques to:Dept AA 
Memory Expansion Systems Ltd. 
Britannia Buildings, 46 Fenwick Street, 

Liverpool. L2 7NB 

(051) 236 0480 
~z 

(051) 236 0480 • ~4 Hour Sales 
(051) 2272482 • 24 Hour Fax 
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· ,0 Y TENNIS ACE 
( 

NOW'S YOUR CHANCE · 
TO COMPETE~ WITH THE BEST . . 

Pro Tennis Tour - The Ultimate Tennis Simulation ranks you 64th 

amongst the best tennis players in the world. 
Set your sights on such championships as the Australian Open, 
Roland Garros, Wimbledon, and the US Open, 
Step into center court, tighten your grip and prepare to serve 
up your best shot - Pro Tennis Tour is about to begin. 

Warm up on one of six 
practice programs 
contain ing three levels of 
increasing difficulty . Put 
away shots like a Pro! 
Master back-hand volleys , 
passing shots , and other 
winning tennis strokes. 

confidence , knowing you 
can strategically place 
your next return . 
Feel the excitement build 
as you challenge your next 
opponent and make your 
way to the top! 

.. . 



VIRGIN £19.95 pull , in the smoke will transform 
into a raging ball of flame, before 
finally destroying your car. 

Take your Formula 1 racing car 
over eight of the world 's most 
hazardous circuits in an attempt to 
become the no. 1-ranked racing 
dr iver in the world. The tracks 
range from Brazil to Germany and 
each one comes with its own 
individual style of hair-raising 

twists and turns. To progress 
through the courses they must be 
completed in a set order. There 
are several stages to every race, 
each with its own time-limit, which 
must be beaten to gain an 
extended play option. Should your 
time expire you will automatically 

• The plan of the race· track will allow you to estimate when the 
most deadly corners are about to appear. If you aren't too hot 

a driver, the plt.stop pointers may also help. 

• (Right} This 
scantily·clad 

blonde will give 
you the go·ahead 
for the start of the 
race before 
making a 
desperate dash 
for safety. Watch 
the start light to 
the left of the 
track. 

• You'd better get into the pits quickly. 
The fire acts as a warning that if you 

don't reach a pit·stop pretty damn soon 
you're going to be one barbecued ex· 
racing driver. However, If you're hit for a 
second time, your Formula 1 car will spin 
uncontrollably across the tarmac, before 
finally exploding into a ball of flame. 
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be disqualified from the race. Your 
vehicle can sustain one full 
collision which will leave it 
smoking away. A warning will then 
appear for you to find the next 
available pit-stop. Once in, your 
pit-stop crew will rush up and 
extinguish the fire . If you fail to 

At the start of a race you are 
presented with a plan view of the 
course, along with the travel 
direction and the position of the 
pit-stops. A petite blonde signals 
the start of the race before 
sprinting off the track. If you reach 
the end, she will be there again to 
flag you over the finish line. You 
start off in low gear, but a quick 
press of the fi rebutton shifts you 
into high . The road zooms 
towards you at an alarming pace 
and rises and falls to recreate the 
effect of hills and ditches. If you 
pass each stage within the 
allotted time, you will be awarded 
with extended play and a new 

• The race is on! The action moves at a hectic pace and total 
control will be needed to st_r the car safely to the finish. The 

other drivers will have a head start over you, so shift up as soon as 
you can, to catch them. 

• The 
weather 

conditions 
vary from 
country to 
country. A 
pouring 
thunderstorm 
will hinder 
your cornering 
speed and 
make the road 
more slippery. 



_ no ......... "."."t COlI ......... Coat ........ , en... Is 
.,11' • ""p"'. rac .............. "..",.rc. ... """. and 
IIoId, wltlt lite con ........ ......" ."",. ported clown fnNn 
tlte co,''''''', .nd tlte ". .... " .. , •• t • f •• t and furlou. 
pace, ... ""'" no .... ", ... tor emH' Oft ..,., .. vel&. ."..,. .,. • COIIfJ'. of ... no,'"" .. ,.", .. ., sucIt •• tlte ,..,.,." 
.", .. oIIscurl,." lite .ctlon. .INI ".ttI,." ,........" II, cars 
...... ".,11'.." • .,.,. IIut ~ ",.",. cIon't ru ... wINd Is • 
""" ",., Nee "...... 

time for the next stage. To win a 
race , you must pass the other 
drivers successfully in order to 
raise your own personal world 
ranking above that of the 
qualifying rank . Failure to do so 
will lose you one of your nine 

• To gain the 
extended 

play you must 
successfully 
complete the 
previous stage 
before the timer 
reaches zero. As 
you progress 
through the 
circuits, the 
stage times 
become shorter 
with each lap 
becoming 
harder to finish. 
If, however, you 
fall dismally, 
your racing days 
will be over and 
it will cost you 
one of your nine 
credits. 

• (Belowl The red barrels 
Indicate. that there is a pit­

stop looming up. Steer your car 
Into the slip road and brake hllrd. 
Should you miss the pit-stop, 
chances are you won' t make the 
next lap. Once in, they will rush up 
to your car, extinguish the fire and 
wave you on. 

credits. As you progress around 
the world , so the weather 
changes from brilliant sunshine to 
the doom and gloom of a heavy 
thunderstorm. Wet roads do not 
really help you when taking sharp 
corners , and 

For a racing game, tlte in­
game effects aren't "ad 
at all. Tlte roar of your 
Formula 1 car is very 
realistic, as is tlte 
eJCploslon and screeclt 
wlten taking tlte corners • 

should you stray into a sign­
board , your car will 
instantaneously explode. 

All the relevant information 
that you will need to race is 

• (Leftl Some 
corners are 

tighter than others 
and severe use of 
the brakes may be 
called for if you're 
to take the corner 
safely and avoid 
the other drivers. 

• Made It. And there's the blonde again, waving you across 
the finish line. FinishIng Is all very well, but did you pass 

enough cars to beat the qualifying ranking? 

Tlte race-track itself 
moves at an alarmingly 
fast pace and Is, 
altogetlter, very smootlt 
Indeed. Tlte eJCploslon on 
your car Is quite patltetlc 
and could have been 
muclt better. Overall, 
tltouglt - very nice. 

:730/0 
~-

displayed at the top of the race 
disp lay. In the top-left corner of 
the screen is the gear stick, which 
shifts up and down as and when 
you change gear. The speedo is 
capable of 400km/h and should 
be monitored when shifting up 
and down. As you pass the other 
dr ivers , your rank score will 
decrease by one. To successfully 
complete a race you must get it 
below the qualifying rank 
opposite. Will you make no. 1? 

Co .. tI ..... t.. C'rcu. •• 
... 11, " ... t. Althouglt It's 
.. ot tlt.t c'o.. to tit. 
.rcade v .... lon. lite ..... c 
".m. I. .tlII , .. t.ct. 
U .. llk. • 'ot of r.cl .. " 
".me. tlt.t It.". " .... 
r •••••• d of •• t., Contl...,.,., Circus I. Just 
•• 'm,,'. "0'. Po.ltlon 
c'on • • nlc •• nd .'m,,'., 
.nd .nJo,."'. to " •• ,. 
AIlItoUfIIt tlte ". .... I. ".,., 

""'."' • • lite ."end " .. , 
m •••• ". r •• II, ".t. In 
tit. .., of ,our "I ••• 
Contln.nt •• Clrcu. I •• 
flood ".m. "ut. II. 
c.refu'. ".c.u •• It m., 
llecome tedious to ".,11 •• 
f •• ".0",. .tt.r • IIttl • 
wltll •• 

COntl ..... ta. Circus pro"ed 
to lie "",at tun, " • IIHI. 
frustr.tlng at time.. Tit. 
update on tlte track I. 
v.ry f.st Indeed .nd It 
re.lly felt tlt.t , w •• 
zoomln" around. r.ce 
track at 400kmllt. Tlte 
"rapltlcs are of • 1t1,,1t 
quality, as is tlte sound. 
Tlte tracks are "ery Itard 
Indeed, perlta"s a little 
too Itard for tlte opening 
st."es. Nevertlteless, 
Continental Circus Is "ery 
.ddlctl"e Indeed. 
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HEWSON £19.95 

Everything went well at the 
recent peace summit. and the 
decision to scrap all medium­
range missiles was unanimous. 
All missiles were subsequently 
destroyed . except two - two 
which had been captured by a 
group of terrorists . Their 
demands were simple : either 
their fellow terrorists who were 
being held at an American 
penitentiary were released. or 
both the missiles they had in 

Adequate, but become 
"ery bland "ery qu'ckly; 
although there are quite 
a few d'fferent guns and 
miss". launch.rs to 
keep your interest and 
th. parall;llc scrolling's 
O.K.; th. backdrops 
hardly .".r s •• m to 
chang •. 

their possession would be 
launched . Your mission . if you 
wish to take it. is to infiltrate the 
various terror ist bases in their 
desert outposts - Battle Valley -
in either a tank or helicopter 
(which will be provided by the 
United States along with a fairly 
large sum of money on your 
victorious return) and eliminate 
the two missiles that pose the 
world-wide threat. 

Starting from a remote 
United States outpost in the 
middle of Battle Valley. you 

~----------------------

I SOUND 
A small tune on th. tltI. 
page and th. usual 
rumbl. of th. tank and 
swl~h of the chopp.r; 
but apart from tllat and 
the enemy gun fir., 
th.r.'s, unfortunat.'y, 
nothing .Ise. 

157% 
~---------------------

• Running low on the ammunition, you pop in to your local 
enemy armoury for a stocle up. Once you've got what you 

need you can go out and blow them away with their own bullets. 
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begin your mission by choosing 
which terrorist bases to knock­
out first (three in each of the two 
directions possible). Once the 
decision is made. you take the 
controls of your hefty tank in 
which you trundle along. easily 
disposing of the weak enemy 
forces . But soon a problem 
arises: the terrorists, noticing the 
ease with which you destroy their 
forces. have blown several of the 
bridges leading to their bases 
and now only one solution 
remains . You. piloting your trusty 
helicopter must fly into enemy 
airspace and retrieve the parts 
wh ich you need to repair the 
bridges so that your tank can 
continue the attack . 
Replacement ammo can be 
acquired from enemy armouries 
for both the tank and helicopter. 
but time is not on your side and it 
won't be long befo re the 
terrorists run out of patience and 
launch the missiles , killing 
thousands of people and 

Altllougll a.ttl. V.".~ 
look. ".ry nlc. on ",.t 
'm"r ••• 'on., 
unfortunat.'~ til. g.m. 
}u.t ... m. to lack tllat 
c.""n .ddlctlve "".,Hy 
.n" t.nd. to g.t a bit 
t ... 'ou •• tter }u.t • f.w 
... .,...".. to collect tile 
".rt. for • br'''g. ,. 
r •• "~ II.rd, and 
....,.,.,. fJIH ....... 
n •• d.d. a.ttl. V.".~ 
Inltl."~ 'ook." • goo" 
g.m., but til. ."" •• , 
.oon wore off. WII.n It 
com •• down to It, 't'. 
c.r.t.'n'~ not a gr.at 
•• m., but, .t til ....... 
tim., It'. not a b.d on. 
eItIter. 

destroying everything that was 
achieved at the peace summit. 

aattl. Va".~ ,. gra"hlc."~ ".r~ attractl" •. 
Unfortunatel)\ tile _ cannot be .. Id for tile actual 
•• m., wlllcli .oon "ro".d to b. monotonou •. 
"l'Og,. •• 'on tlll'Ougll til. ,.".,. I. ".ry .'ow and too 
mucll fJNC'.1on w •• n •• "'" ...... picking up object .. , . 
found mpell wa.tlng a lot of t ..... """""eIy flying to 
,,1cIc up pIecft of brl ..... and • .xtra ..... , .. .. H .. V.".~ 
could ... " ....... muc:It beHer ..." •• 1ttIe more tIIougIIt 
...... put 'nto It. 

• Thanles to the help of the 
helicopter, your tanle 

manages to span the many 
bridges and malee contact 
with the terrorist base. But 
there's stili another five to 
defeat and time I s running 
out. 

OVERALL 
I RATING 

• Once the hole Is 
located, you 

have the hard tasle of 
putting the 
replacement bridge 
in place. Be careful, 
though, one false 

. move and tile spare 
part will be 
destroyed. 





mode of trave', 
so now you've 
got a horse, 
don' t go and 
'ose It . But If 
the 

The holy Cleric enters his temple, 
weary and exhausted from his 
long journey. He makes his way to 
his chamber for a night's rest to 
prepare him for the many tasks' 
which will lay ahead in the day yet 
to come. Laying his head back on 
his bed , he almost immediately 

r --- ------ - ---

I 

I I 

Hlllstar 'sn't tha hardast 
game I've ever come 
across. In tact, It's 
probably one ot tile 
easiest. Once you've 
tound a quest, It won't 
take long tor you to 
complete It, and although 
there Is a talr selection ot 
different quests,' none ot 
tllem seem to get really 
hard. I think the arcade 
parts are unnecessary 
and tile game would lIave 
been beHer wltllout tllem. 
Hillstar Is a good game 
willie It lasts, but as tar 
as I c~n see, tllat's not 
too long. 
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drifts off into slumber, but not for 
long. Your door bursts open with a 
sudden crash , bringing you to 
your senses instantly, but with 
uncertain relief you recognize the 
somewhat distraught, but famil iar 
face of the master of the temple . It 
doesn 't take him long to explain 
his plight with maddening speed 
and , before the conversat ion is 
near an end, you realize that the 
----- --- - - -

551 lIave certaInly 
tollowed the TSR rules 
closely, end tile character 
generation Is exactly the 
.ame. But the annoying 
th'ng I found with HIII.far 
Is fllat there are too many 
arcade sequence., which 
for the people who like 
RPG games because of 
the puzzles, and not the 
ability to waggle a 
Joystick, this I. going to 
be fru.tratlng. Hlllsfar Is 
also very easy to beat, 
unlike other RPG games. 

night 's rest you were looking 
forward to might have to be put 
aside for a little longer. 

Your adventure begins at a 
camp just outside Hillsfar within 
the Forgotten Realms, but before 
any quest can begin you must 
create your character. The 
character has a choice of one of 
six different races , be it non­
human or human ; each race 
having its own specific bonuses 
(for example, you get + 1 to your 
d~xterity if you're an e.lf) , and 
whether your character is male or 
female can make a difference . 
Now it's time to decide your 
profession. There are four basic 
classes in Hillsfar: fighter; mage; 
cleric ; or thief - although non­
human characters can be multi­
classed, e.g. a fighter-mage-thief . 
Next are the ability scores, and 
these are something you don 't 
have total control over. Ability 
scores are the statistics which 
show how . strong , dexterous , 
intelligent your character is : there 
are six different scores but it is 
not essential that each one is 
high. For example, a fighter needs 
to be strong but doesn't have to 
be tnat intelligent, although it 
does help. The scores will be 

--- - --- ---

SOUND 
Very basic, and sounds 
just like the Commodore 
64 version.1t seems tile 
Am;ga's sound cap· 
abilities lIaven't been 
used In the slightest. 

(Above} The map of 
the surrounding rea'ms 

has a 'ot to hide and an 
equa' amount of danger. 
But before you finish the 
game you'll be very familiar 
with all the routes shown 
on the map, and maybe a 
few more. 

• The City of HIII"ar Is a 
large and grand place, 

and whoe"er you are, there 
Is always a place for you. 
Once you've found your 
guild, the action will start. 

randomly generated by the 
computer and the chances of all 
scores coming up are high. 

Once you have entered the 
city, the first thing you should do 
is try and locate your Guild or 
temple . When found , you can talk 
to the guild or temple master, and 
this is where your adventuring 
career starts. Depending on your 
class, you will be sent on certain 
tasks - easy to begin with , but 
gaining in d ifficulty as you 
progress; all quests will take part 
in Hillsfar or the surrounding 
country (shown on the map). Entry 
to the various houses in Hillsfar is 
possible, even if you have to pick 
the lock using your thievery skill , 
and once inside, chests can 
found mostly holding money and 
magic items . But beware, some 
chests have hidden traps. 

There is a selection of arcade 
sequences within the game . 
Travelling from place to place will 
have you riding a horse , and if 
you falloff too much you ' ll find 
yourself walking everywhere. An 
archery contest must be won by 
the fighter to complete his first 
quest, and fighting in the arena 
will be necessary to complete his 
second. 

Not bad pictures, but look 
a. It tlley've just been 
enllanced a IiHle bit trom 
an 8·bit version but, 
nevertlleless, you can see 
wllat you're doing. 



• Keep your ears open in the pub and you cou'd come up 
with some interesfing information. 

• Time to prove your Judgement and steadiness of hand with the 
old arrows. While your slc:lll Is 'ow you have stili targets, but next 

time you come you'll be on the harder targets. 

H loU":I" Y Up and. 
pick the lock! 

• (Above} Shifty peop'e 
hang out in shifty places, 

and in this sort of p'ace you'd 
watch your pockets. The 
thielfes guild is not the best 
place to go, un'ess you're a 
thief, that Is. 

• (Left} 8eing a thief has its 
good points, and this Is 

one of them. With your set of 
picks and too's, no door can 
stand In your way, but one 
fa'se mOlfe and you cou'd find 
yourself winding up dead. 

• After a long journey you a"'lfe at the trading post, but trading's 
not what your here for. Whether you're just passing through, or 

looking for Info, you'll come here at least once during your 
adventures. 
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• Pull back the bowstring; get the tension; wait for the wind to 
die down; and fire. Bullseye! A rabbit jumps across the screen 

to confirm your IIictory and, who knows, if you get much better 
you'll be hired for a 5trongbow allert. 

• Not quite the same as the Tour de France, but nellertheless, 
stamina is going to be needed to make it to the end of the race 

and qualify for a medal. 

US GOLD/EPYX £24.99 
Tltl. I. one of tlte mo.t 
well·put·togetlter game. 
"ve played lor quite a 
wltlle. Tlte grapltlc. and 
.ound are 01 .uperb 
quality and tlte game 
it.e" I. brIlliant. A 'ot 01 
time Ita. gone Into 
Summer EditIon to malee 
tlte game a. good a. you 
could po •• ,bly wl.lt. Tlte 
'game •• erle.' type 01 
game n .. rlya'way. Ita •• 
limited la.tlng a"';"l, but 
•• I.r a. I c.n .ee, 
Summer Edition will leeep 
you .mu.ed lor a 'ong 
time. 

THE GAMES • • 

We've had a long , hot summer 
and, unfortunately, it looks like it's 
on the way out. Taking its place is 
the wind and rain of winter ; so 
what better time to bring out a 
summery-type game . In typical 
'games series-style' , eight players 

TIle Epp ga ........ my favourfte sport ........... tNfl 01 
requIring frIIntlc Wllflfl ...... .... Iftytlunlc COItfro" ... 
used to control your onsc ..... atItIete, ....... Ing tltet slclII 
I. nee"'" to .ttaln a gold ...."". 'nsf_d of lHvte tore .. 
However, In tlte pa.t, none 01 'TIle G ...... ' serle. Ita. 
,..IIy t.leen .dvantage of tit. Amlg." capablllt'" • until 
nowl Tlte attractive .equence. and tlte e'ectronlc 
.coreboard. all add to tlte .tmo.pltere 01 tlte 
competition, and _cit event I. equa'ly we" p ... ented 
and pleyab ... EpYJC ltave done e g,..t Job wltlt Summer 
Edition, and It's wei, wortlt • 1ooIc. 
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can play simultaneously, and to 
remind you what scores you 
should be getting, there's a world 
records table. 

Archery is the first event on 
the list and has you tensing your 
biceps as you apply the power of 
the bowstring behind your arrow. 
Adjust the power to the right 
amount and then aim at your 
target, but don't forget to allow for 
the wind speed as it's quite high 
today. Jump on to your saddle in 
the cycling . As soon as the 
starter-gun sounds , start 
pedalling, but remember the track 
has been drawn in perfect 3-D, so 
get behind your opponent and 
stay in his Slipstream until the last 
second. 

Fancy a dip! After adjusting 
the tension of your springboard 

you 're ready to make your dive, 
but with so many different diving 
methods it's going to be hard to 
get the winning combination, and 
to make matters worse , the 
middle judge seems a bit dodgy 
with his scores. Sprinting is only 
for the energetic, but when you've 
got to jump hurdles as well, things 
begin to get really hard . You get a 
quick p review of the course 
before starting, but just make sure 
you don't make a false start or you 
won't be getting any r.nedals. You 
step into the gymnasium for the 
next event - the uneven bars . 
Jumping on to the bars you do 
your stuff while fellow teammates 
spur you on from the side. Just 
make sure you don 't miss your 
grip. The next event requ ires a 
good grip as well , and your 

• You halle to be a real Geoff Capes to swing the 
hammer, but muscle isn't ellery thing. Get the right 

speed on your swing and then launch the hammer in the 
right direction. And, as I'lle said before, timing Is 
essential, and the picture below shows what happens to 
the people that didn't take more care. You 'lie let go of the 
hammer too soon and apparently smashed your monitor! 



• You adjust the board to the most springy position and take 
your run up; the judges are watching you closely, though, and 

will pick out every detail, be they good or bad. 

SOUND 
Brilliant music that, for 
once, sounds as if the 
person that wrote it knew 
he had an Amiga, with 
tons of great sampled 
sounds and spot FX. 

muscles will get a good testing 
also. Grab hold of the rings and 
pull yourself up for the first 
manoeuvre. Once a position has 
been made, hold it there until you 
hear the bell. Pole-vaulting is a 
sport combining both speed and 
timing, and both will need to be 
on top form for you to succeed . 
After getting up a good speed , 
lower your pole , and bend it to the 
right angle for the best jump, but 
don 't let it bend too much or you 
could be doing a Daley 
Thompson . Swing in time with the 
hammer to get some momentum 
and swing it round your head a 
few times before you make your 
mighty throw. Move your hands in 
the wrong way, though , and you 
could find yourself tied up and 
leaving the games with a bit of a 
headache. 

• Waggle 
the joy· 

stick in time 
with your 
footsteps to 
pick up speed, 
and then 
quickly get 
your pole in 
the right 
position. You'll 
be getting the 
world record 
as well as the 
gold at this 
rate. 

1€1 it' ~: I til 
Amazing! Both digitized 

and 3·D graphics have 
been incorporated into 
the game, and the drawn 
graphics on their own 
deserve an award. 

-------------------------, 

Th. tltI. In the 'Oam •• ' 
•• rle. I have .v.r really 
rated I. Callfomla Oame •. 
How.ver, Th. Oam •• : 
Summ.r Edition, 
.urpa •••• ev.n that In 
t.rm. of graphic. and 
playability. Sound, too, I. 
of a v.ry high .tandard, 
with a nlc. tun. 
accompanying .ach 
.v.nt. The thIng I "k.d 
th. mo.t, though, was th. 
fact that .ach of th. 
.v.nt. I. .xtr.m.'y 
playabl. and, unllk. pa.t 
gam •• In th ••• rl •• , not 
on • • v.nt I. a I.t-down. 

, 

• Position yourself on the blocks, wait for the gun to raise, and 
zoom away as soon the trigger is pulled. The running might be 

easy but hurdles are another matter. 

Hoisting yourself up by waggling the stick, you must then 
perform several joystick-controlled graceful moves . 

• "Jolly good show", your companions shout from the side of the 
uneven bars. Many different moves can be performed on the 

bars, but each requires great care to be executed correctly. It's not 
just good news and world records you read about in the newspaper 
afterwards, though. There's two different ways to make the front 
page: with a medal, or on your back. 
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• (BelowJ Special characters are 
probably the most important people 

that can be hired. Thieves, fighters, 
assassins, spellcasters and dragons 
can all be acquired for the right price. 

OVERALL 
RATING 

• The map shows the various lands that can be conquered, 
and both of the brothers' locations. The evil brother's 

dark castle being top left, and the good one's positioned in 
the bottom right. 

• A. self·portrait adorns the left·hand side of the screen, 
while the right holds the selection of options available. 

The game is totally mouse·driven apart from the fighting 
sequence which is done with either the joystick or keys. 

Legend, although It 
doesn't look It Is a "ery 
complex game, but 
ne"ertheless, good to 
play. The gameplay 'S 
"ery strategically 
orientated, and e"en the 
easy le"el pro" .. a little 
hard at the beginning. 
Legend's gameplay Is 
similar to, but more 
complex than that 01 
Kingdoms 01 England 
re"lewed is this Issue. 
But has a lot more 
lasUng Intere.t and Is 
significantly harder to 
IJeat. Legend Is certainly 
worth a look. 

Within Legend you play the part 
of one of two brothers, one 
good , one evil , struggling 

against each other to take 
control of the surrounding lands 
and become the ruler of the 
Kingdom . At the start of the 
game you have a small amount 
of money which you receive as 
revenue from the land on which 
your castle is placed. With this 
you can hire leaders and troops 
to go forth and take over 
adjacent territories , and claim 
their revenue to increase your 
income for the next month; also, 

------------------------------

Although it doesn't look up to much, Legend i. a "ery 
decepti"e game. The strategic gameplay had me 
exercising brain cells I'd lorgotten I had, and, belore I 
knew it, I was really enjoying my.elf. The game offe,. 
a long-term task and will pro"e "ery difficult to IJeat, 
but, luckily, it has that 'one more go' I .. llng to entice 
you back. If you are looking for worthwhile Delender 
01 the Crown-style game, take a look at Legend. 

68 Issue 002 Amlga Action 

, 

• There's a large choice of leaders, each having his or her own 
particular skills, whether it be fighting or spellcasting. But, 

usually, the more money you spend, the better deal you get. 

buildings such as mines can be 
p laced on certain lands to 
increase their value or provides 
better protection for it. 

Spells can also be acquired 
depending on the amount of 
magic points you possess. Both 
defensive and offensive spells 
can be learnt; 'lightning ' and 
'fireball ' are just two of the 
spe l ls that can be used to 
damage your brother's armies, 
while 'cure ' and 'heal ' can be 
used at home to boost your 
own armies' health , the more 
costly one usually being the 
more effective. 

Special characters can also 
be hired to help you overcome 
your brother. There are eight 
different characters to choose 
from, each performing his own 
special task, such as: helping 
you with spells by reducing the 
amount of magic points you 

The map doesn 't look 
that great, but this 
doesn't aHect the game 
in any way. There are a 
few nice pictures here 
and there and the 
character portraits are 
good. 

Just some very high­
pitched beeps and 
nothing else, and too 
much 01 them would 
probably gi"e me a 
headache, so just grab 
that volume switch. 

have to spend on particular 
spells ; stealing your brother's 
money or assassinating his 
leaders ; or even hiring a 
Dragon to give your army that 
little edge in their future battles. 
The war will not end until either 
the side of good or evil wins. 



"NORTI & SOUTI ,' 
CHAAARGE !!! Dive into the hilarious choice of four different years, three levels of diffi -
world of the Belgium comic book "LES culty and a special disaster mode which includes 

TUNIQUES BLEUES" (CAUVIN & LAMBIL). For one or two violent storms stopping all movement of troops, 
players, you are either Yankee or Confederate, so re- re-inforcements arriving from Europe, and not 
creating the true atmosphere of the American Civil War. forgetting the Indians and Mexicans whose only 

NORTH & SOUTH, an original, explosive cocktail of strategy and arcade. pleasure in life is attacking you! 
Surround your enemy using the strategic map of the American East Coast. If that wasn 't enough to wet your appetite, you can also choose between a 
Crush them on the super arcade battle field. Send your best men to stop the "strategy-only" game and an "strategy-arcade game", and with the 
gold-filled trains, and then rush the forts to free the enemy occupied towns. superb 2 players version that has to be played to be believed, it only 
NORTH & SOUTH, a game filled with options. Start the game from a leaves us to give the order "To your sabres !!" 

lES TUNIQUES BlEUES © Available on AMIGA, AlARI Sl 2 DISKS, PC compatibles 2 DISKS. 

"""N<AM.' O"'"" •• ~\11.~ 
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3.5" 
3.5" 
3.5" 
3.5" 
3.5" 
3.5" 
3.5" 
3.5" 
3.5" 
3" 
3" 

5.25" 
5.25" 
5.25" 
5.25" 

ALL OUR DISKS ARE 
SONY OR KAO MQI 

OS DO 135 TPI SUPERB CHEAP IMPORTS 
12 HOLDER SOLID PLASTIC WITH 10 DISKS ADD 0.80 TO 
BRANDED SS DO 135 TPI TERRA 
BRANDED OS DO 135 TPITERRA 
BRANDED OS DO 135 TPI SONY 
OS HIGH DENSITY 2.0 MEG 

OUALITY 

BRANDED OS HIGH DENSITY 2.0 MEG SONY 
BRANDED MAXELL DISCS 
AMSOFT DISCS 

OTY10 
£6.50 
£6.99 
£7.50 

ABOVE PER BOX 
£8.99 £17.50 
£9.50 £18.00 

£10.50 £20.90 
£18.99 £37.50 
£26.00 £51 .00 
£23.99 ? 
£26.99 ? 

OS DO 48 TPI·PACKED IN 10'S & 21. S t3.00 £5.90 
10 HOLDER SOLID PLASTIC WITH 10 DISKS ADD 0.90 TO PRICE ABOVE PER BOX 

£26.00 
t27.00 
t31 .50 
t58.00 
t75.00 

? 
? 

£8.70 

t43.00 
t44.00 
£50.00 
t95.00 

t122.50 
? 
? 

t14.00 

BRANDED OS DO 48 TPI3M t6.99 t13 .50 t2O.00 t33.00 
BRANDED OS HIGH pENSITY 1.6 MEG 3M t9.99 t19.50 £27.90 t4S.00 

PRE·FORMATIED DISKS 1-100 ADD 20p PER DISK AND PLEASE STATE FORMAT REQUIRED IE: AMIGA, ST, PC ETC 

DISK STORAGE BOXES OTY 1 OTY Z OTY3 OTY 5 
12 HOLDER SOLID PLASTIC EXTRA STRONG to.99 t1.90 t2.70 t4.S0 

t84.00 
£86.00 
£98.00 

t175.00 
t244.00 

? 
? 

£28.00 

t65.00 
t93.00 

3.5" 
3.5" 
3.5" 
3.5" 
3.5" 
3.5" 
5.25" 
S.25" 

40 HOLDER LOCKABLE Z KEYS & DIVIDERS £4.99 t9.50 t14.00 t17.50 
50 HOLDER LOCKABLE 2 KEYS + DIVIDERS £5.50 t9.99 t14 .99 t18.50 
80 HOLDER LOCKABLE 2 KEYS & DIVIDERS t5.99 tl0.99 t15.99 £2Z.00 

100 HOLDER LOCKABLE Z KEYS & DIVIDERS £8.99 £12.99 £18.99 £27.50 
lS0 HOLDER STACKABLE POSSO BOX t14 .99 t29.50 t44.00 t72.00 

SO HOLDER LOCKABLE 2 KEYS & DIVIDERS t4.S0 £8.50 tl1.99 t18 .99 

3.5" DISC LABELS 
(4 COLOURS OR 
TRACTOR FEED) 

tl lor 50 
PLEASE STATE 

TYPE REQUIRED 
120 HOLDER LOCKABLE 2 KEYS ETC. £5.50 tl0.90 t16.00 £2S.00 

STORAGE BOX OFFER - ALL DISKS AND BOXES AS ABOVE 
10 X 3.5" OS DO DISKS tll .99 3.5" 

3.5" 
3.5" 
3.5" 
3.5" 
3.5" 
3.5" 
5.25" 

40 HOLDER LOCKABLE DISK BOX WITH 
40 HOLDER LOCKABLE DISK BOX WITH 
40 HOLDER LOCKABLE DISK BOX WITH 
80 HOLDER LOCKABLE DISK BOX WITH 
80 HOLDER LOCKABLE DISK BOX WITH 

20 X 3.5" OS DO DISKS t19.50 
30 X 3.5" OS DO DISKS £28.95 PLEASE NOTE: 

100 HOLDER LOCKABLE DISK BOX WITH 
150 HOLDER STACKABLE POSSO BOX WITH 
120 HOLDER LOCKABLE DISK BOX WITH 

10 X 3.5" OS DO DISKS £13.00 
30 X 3.5" OS DO DISKS t27.00 
10 X 3.5" OS DO DISKS t14.00 
50 X 3.5" OS DO DISKS £47.00 
50 X 5.25" OS DO DISKS £16.50 

WE ALWAYS 
SEND OUR 

SUPERB DISKS 
IN THESE BOXES 

JOYSTICKS 1 
CHEETAH CHALLENGER £4.99 
OUICKSHOT 2 TURBO £7.90 
CHEETAH MACH 1 £8.50 
CHEEETAH STAR PROBE £11 .99 
COMPETITION PRO 5000 £9.50 
TURBO JUNIOR £3.99 
TURBO SUPER £5.99 
CHEETAH 125+ £5.99 
RAM DELTA £7.50 
SPEEDKING £9.99 

2 
£9.00 

£15.40 
£16.00 
£21 .99 
£18.50 

£7.00 
£11 .50 
£11.50 
£14 .50 
£19.50 

OUICKJOY 2 TURBO THE 
ULTIMATE SPECIAL OFFER 
OTY 1 OTY2 
£6.99 E. ; .50 

NAVIGATOR £10.99 £21 .50 GENIUS £34.00 

PRINTER RIBBONS 
AMSTRAD 8258 
AMSTRAD 9512 
AMSTRAD DMP2000/3000 
AMSTRAD DMP 4000 
BROTHER HR15/20/40 
COMMODORE MPS 803 
CANNON PW 1080 
CITIZEN 1200 
EPSON LX 80/86/GX 80 
EPSON MXlFXlRXlNX 80 
EPSON MXlFXll 00,1 000 

OTY 1 
£3.99 
£3.50 
£2.99 
t3.99 
£3.99 
£3.50 
£3.99 
£3.50 
£3.50 
£3.50 
£3.50 

STAR LC 10 PRINTER MONO 
STAR LC10 COLOUR 

£168.00 
£215.00 
£289.00 STAR LC24·110 (24 PIN) 

SOFTWARE & HARDWARE SPECIALS 

CRAZY CARS 2 
DENARIOUS 
DOMINATORS 
FEDERATION OF 
FREE TRADERS 
FALCON 
FANTA VISION 
GENIUS 
GRAND PRIX 

RRP 
t24." 
tlll.VV 
1:18.VI 

t21." 
1:21.VI 
1:3UI 
1:24.11 
tIl." 

OURS 
C14.t5 
CIS." 
1:15.11 

1:22." 
C1Ut 
t31.8t 
1:1Ut 
tIS." 

OTY2 
£7.50 
E8.50 
E5.50 
t7.50 
E7.50 
E6.50 
£7.50 
£6.50 
£5.80 
£6.50 
t6.50 

OTY6 
£18.00 
E14 .90 
£13.99 
t19 .99 
t18.00 
t14 .00 
£19.99 
t14 .9O 
t15.50 
t14.90 
t14.90 

PRINTER STAND· 
TOPOUALITY 
80 COLUMN 1 PIECE 

HAWKEY 
KINGDOM OF ENGLAND 
LORDS OF THE 
RISINGSUN 
MISSION DISK FOR 
POPULOUS 
PACLAND 
PALLADIN 
POPULOUS 
RVFHONOA 

DIGI VIEW GOLD PAL 
A.M.A.S. SAMPLER 

OUR PR1CE 
1:12t.85 
1:".00 

INTERNAL 1 MEG RAM EXPANSION 
EXTERNAL DISK DRIVE 

ATARI ST TWIN JOYSTICK EXTENSION 
MOUSE MAT 
MOUSE MAT 6MM TOP OUALITY ANTl·STATIC 
ATARI ST/AMIGA CENTRONICS PARALLEL PRINTER CABLE 2.0M 
IBM PARALLEL CENTRONICS PRINTER CABLE Z.OM 
3.5", 5.25" & 3" DISK CLEANING KITS & FLUID 
MOUSE HOUSE 
AMIGA AND ATARI ST OUST COVERS 
THINGII • COPYHOLDER 
THINGIII· ADJUSTABLE COpy HOLDER 
COpy HOLDER· ADJUSTABLE MOVING ARM· SWIVEL 
ATARI ST/AMIGA 4 PLAYER JOYSTICK ADAPTOR 

RRP 
tl'." 
1:24." 

t28." 

£24." 
tl'.'5 
£IU' 
£24." 
1:24." 

OTYl 
EPSON LX 800/LO 800 £3.50 
EPSON LONP/100, 1050 £3.99 
OKl1821192 £3.99 
PANASONIC 1080190 t3.50 
RICOH 1300/1600 t3.99 
SHINWA CP 80 £3.99 
STAR LC 10 t2.S0 
STAR LC 10 COLOUR t6.99 
STAR LC 10 COLOUR ORIGINAL £7.99 
STAR LC 24/10 £4.50 
STARNLIND 10 t3.99 

OTYZ 
t6.50 
£7.50 
£7.50· 
t6.5'tI 
t7.50 
t7.S0 
t4.80 

£12.99 
£14 .50 
t8.50 
t7.50 

ATARI520 STFM EXPLORER PACK 
ATARI ST 1 MEG EXTERNAL 

£9.95 

OURS 
1:15." 
1:1'." 

£22." 

£It .' ' 
£15.t5 
£15.1. 
£It.'' 
£It.'' 

DISK DRIVE·CUMANA 

RRP 
SHOOT EM UP t2U' 
SPACE HARRIER 2 tlU' 
STARGLIDER 2 t24.t5 
SUPER HANG ON 1:24." 
THE DUAL t2U5 
WAR IN MIDDLE EARTH till." 
WICKED I:lt.t5 

EDUCATIONAL FUN SCHOOL AGE 

OUR PR1CE 
£118.00 

£84.00 

UNDER' ALL VERSIONS 
,.. £15.99 
OVER' EACH 

£3.99 
tl .99 
t2.99 
£3.50 
£3.50 
tl .99 
£1 .99 
E1 .99 
£3.00 
t3.99 

tl4,99 
£4,95 

OTYa 
t14.90 
E19.99 
E19.911 
£14.90 
t19.99 
t19.99 
t14 .50 
t33.00 
£36.00 
£22.99 
t19.99 

£289.99 

E99.99 

OURS 
t22." 
tI5.85 
1:18.85 
tlUt 
tlU' 
£14.15 
tIS." 



WORLDWIDE SOFTWARE 
1 Bridge Street 

Galashlels, TD1ISW 
W~RLDWIDE 
·SOFTWARE· 

SIUPPING COSTS: (pOST AND PACKING IS FREE IN UK) 
EUROPE £1.50 PER DISK FOR NORMAL AIRMAIL 

£2.50 PER DISK FOR EXPRESS AIRMAIL 

WORLD~ESOFnNARE fiii!!i!i!iil l06A ChUwell Road, !lesion 
~ NOlTlNGHAM NG91ES 

CREDIT CARD ORDER 
TELEPHONE LINE 

North, ScotImd, N. Ireland 
089657004 OUTSIDE EUROPE: £2.00 PER DISK FOR NORMAL AIRMAn 

£3.00 PERDISK FOR EXPRESS AIRMAIL 

OVERSEAS TELEPHONE: NOTIlNGHAM 225368 

CREDIT CARD ORDER 
TELEPHONE LINE 

South, Midlmds, WaI.,. 
0602252113 

AMIGA SOfTWARE £ AMIGA SOFTWARE £ AMIGA SOfTWARE £ 
3D POOL .................................................................... 16.95 FUN SCHOOL 2 (UNDER 6) .................................. 14.95 RED UGHTNING .............................. .................... ..22.95 
AP.B ............................................................................ 14.95 FUSION ...................................................................... 17.95 RICK DANGEROUS ................................................ 17.95 
ACflON F1GHrnR .................................................. 16.95 GALDREGONS DOMAIN ..... ................................. 14.95 RINGSIDE .................................................................. 17.95 
ADlDASGOLDEN SHOE ....................................... 17.95 GEMlNIWlNG ...................................... .. ................. 14.95 RISK ............................................................................ 14.95 
AFRICAN RAIDERS ................................................ 14.95 GOLD RUSH ............................................................. 17.95 ROBOCOP ................................................................. 17.95 
AFrnRBURNER ........................................................ 17.95 GOLDEN 0LDlES ...................................................... 7.99 ROCKET RANGER ................ ................................. .22.95 
AIRBORNE RANGER .............................................. 16.95 GRAND MONsrER SLAM ............................. ....... 14.95 RUNNING MAN ...................................................... 16.95 
ALTERED BEAST ..................................................... 17.95 GRAND PRIX CIRCUIT .......................................... 17.95 RVFHONDA ............................................................. 16.95 
AMlGA GOLD HITS ................................................ 17.95 GUNSHIP .................................................................. 16.95 SCENERY DISK 9 ...................................................... 11.20 
ARCHlPELEGO ................................... ..................... 16.95 HAWKEYE ........ ........................................................ 14.95 SHADOW OF TIlE BEAST .................................... .28.95 
ARCHON COLll'.CTION .................. ....................... 725 HEROES OF TIlE LANCE ...................................... 17.95 SHOGUN ..................................... .. ........................... .21 .95 
A5rAROIH .................... ........................................... 17.95 HIGH srEEL ............................................................. 14.95 SHINOBI ..................... ............................................... 14.95 
BALANCE OF POWER 1990 ................................ .. 16.95 HIGHWAY PATROL ................................................ 16.95 SHOOT EM UP CON5r KIT .................................. .22.95 
BARBARIAN n ......................................................... 16.95 HOLLYW<XlD POKER PRO .................................. 18.75 SHUFFLE PUCK CAFE ........................................... 14.95 
BARDS TALE ............................................................... 725 INDY JONES LA5r CRUSADE (ACflON) .......... 14.95 srLENT SERVICE ................... .. ................................ 16.95 
BARDS TALE 2 .......................................................... 17.95 lNFESTA110N ...... ......................... ........................ ... 16.95 SILKWORM ............................................................... 14.95 
BASKETBALL .................................... ....................... 17.95 IRON TRACKER .................................................... ... 14.95 5KYR)X 2 ............................. ....................................... 725 
BAlMAN TIlE MOVIE ..................................... ...... 17.95 NANHOE .... ......................................... .. ................ ... 17.95 SLEEPING GODS LlE .............................................. 16.95 
BATTLE CHESS ................... .............. ....................... 17.95 JACK NICKLAUSGOLF ......................................... 17.95 SPACE QUEsr 2 ............................... ........................ 17.95 
BATILEHAWI<S 1942 ............................... .. ............. 17.95 JAWS ................................................................ ........... 14.95 SPHERICAL ............... ............................................... 14.95 
BATILETECH .................... .................... .... ............... 17.95 KAYDEN GARTH. ....................... .. ........................... 14.95 5rAR WARS TRILOGY .......... .................................. 17.95 
BEACH VOLLEY ...................................................... 17.95 KEES TIlE THIEF .......................................... ........... 17.95 5rARGLlDERII ........................................................ 16.95 
BEAM ............................ ............................................. 16.95 KENNEDY APPROACH ......................................... 16.95 5rE1GAR .................................................................... 14.95 
BLOODWYCH .......................................................... 17.95 KENNY DALGUSH SOCCER MANAGER ......... 14.95 STEVE DAVIS WORLD SNooKER ....................... 14.95 
BREACH .................................................................... 14.95 KICK OFF ................................................................... 14.95 STORM TROOPER ................................................... 14.95 
BRIDGE PLAYER 2000 ............................................. 14.95 KINGDOM OF ENGLAND ....... ............................. 16.95 SfORY so FAR VOL lOR VOL 3 .......................... 14.95 
BRIDGE PLAYER 2150 GALACflCA ................... 21 .95 KlNGSQUESTTRIPLE PACK ............................... 17.95 srRYX ......................................................................... 14.95 
CABAL ....................................................................... 17.95 KNIGHT R:>RCE ...................................................... 16.95 srUNTCAR ........... .. ...... .. ........... ............ .................. 16.95 
CALlR)RNlA GAMES ..................... ....................... 14.95 KRYsrAL .............................. .................................... .2195 SUPER QUINTET ................................. .................... 16.95 
CARRIER COMMAND ........................................... 16.95 KULT .......................................................................... 16.95 SUPER SCRAMBLE. ................................................. 14.95 
CASTLE WARRIOR ................................................. 16.95 LANCAsrER ............................................................. 14.95 SUPER WONDERBOY ............................................ 17.95 
CHARlar5 OF WRATH ................................. ........ 16.95 LA5r NINJA 2 ........................................................... 17.95 SWORD OF SODAN ................................................ 17.95 
CHESSMAsrER 2000 ............................................... 17.95 LAZER SQUAD ..................... ................................... 14.95 SWORD OF 1WIUGHT .......................... ................ 17.95 
CHESS PLAYER 2150 ............................................... 17. 95 LEADERBOARDCOLLECllON ...... .................... . 17.95 TALESPIN ................. ................................................ .21.95 
CHICAGO 90 ............................................................ 14.95 LEGEND OF DIEL ........................... ......................... 17.95 TANK ATTACK .................... .................................... 16.95 
CIRCUS ATIRACflONS ..... .......... .. ....................... 14.95 LElSURESUITLARRY •....•.............•......................... 14.95 TARGHAN ................................................................ 16.95 
COLOSSUS CHESS X ............................................... 16.95 LEISURESUITLARRY n ......................................... 21 .95 TE5r DRIVE 2 CA.LIR:>RNIA CHALL .................. 11.20 
CONFUCTIN EUROPE .......................................... 17.95 LEONARDO ..................................................... ......... 14.95 TE5r DRIVE 2 SUPERCARS ................................... 11.20 
CRAZY CARS 2 ........................................................ 16.95 UCENCE 10 KlLL ................................................... 14.95 TE5r DRIVE TIlE DUEL ......................................... 17.95 
CYBERNO!D 2 .................................................... ...... 14.95 LIFE AND DEATH .................................................. .22.95 THUNDERBlRDS ..................................................... 16.95 
DAILY DOUBLE HORSE RACING ....................... 14.95 UGHTR:>RCE .......................................................... 17.95 TIMES OF LORE ....................................................... 16.95 
DATASfORM ............................................................ 16.95 LOMBARD RAC RALLY ......................................... 16.95 TRAINED ASSASSIN .............................................. 16.95 
DEJA VU2 ................................................................. 17.95 LORDS OF THE RISING SUN ............................. .. .21.95 TRIAD n ..................................................................... 16.95 
DE LUXE SCRABBLE ......... ..................................... 14.95 L05r PATROL .......................................................... 17.95 TRIVIAL PURSUIT 2 ................................................ 14.95 
DEMONS TOMB .................................................. .... 14.95 MANHUNTER ..................... .. ................................... 21.95 1V SPORT RX1fBALL ............................................ 21.95 
DEMONS WIN"rnR ... ............................................... 17.95 MARBLE MADNESS ................................................. 725 TURBO ....................................................................... 14.95 
DOCTOR PLUMMEr .............................................. 14.95 MATRIX MARAUDERS .......................................... 1495 VOYAGER ................................................... .............. 17.95 
DOUBLE DRAGON ................................................. 14.95 MICROPROSE SOCCER .......................................... 1695 WAR IN MIDDLE EAR1H ...................................... 14.95 
DRAGON NINJA ................................ .. ................... 17.95 MILLENIUM 2.2 ................ ................................ ....... 17.95 WATERLOO .................................................. ............ 17.95 
DRAGONS LAIR 1 MEG ........................................ .31.95 MR HEll .................................................................... 16.95 WAYNEGRETZKY HOCKEY ............................... .22.95 
DRAGON SPIRIT ..................................................... 14.95 MURDER IN VENICE ............................................. 17.95 WEIRD DREAMS ........................................... .......... 16.95 
DREAMZDNE .......................................................... 1695 NEUROMANCER ............. ....................................... 17.95 WICKED .................................................................... 17.95 
DUNGEON MAsrER 1 MEG ................................. 16.95 NEVER MIND ........................................................... 14.95 WRANGLER ..................... : ............. .......................... 14.95 
DUNGEON MAsrER EDnDR ................................ 7.99 NEW ZEALAND S10RY ........................................ 17.95 XENON n .. MEGABLAST ...................................... 17.95 
DYNAMITE DUX ..................................................... 17.95 NORTH ... SOUTH ................................................... 16.95 XENOPHOBE ............................ ................................ 16.95 
EUTE .......................................................................... 16.95 OPERATION WOLF .......... ....................................... 16.95 XYBOTS ...................................................................... 14.95 
EMMANUElLE ........................................................ 14.95 ORIENTAL GAMES .......................................... .. .. ... 16.95 ZAl( MCKRACKEN ................................................. 17.95 
EMPEROR OF TIlE MlNES .................................... 17.95 OUTRUN ........................ .... .. .............................. ......... 725 ZORK ZERO ............................ .............................. .... 21 .95 
EMPIRE ..................................... ..................... ............ 17.95 
F16 COMBAT PlLOT ................................................ 16.95 

PACLAND ................................................ ................. 14.95 
PALADIN ........................................................ ........ ... 17.95 JOYSTICKS 

F16FALCON ............................ ................................. 21.95 PAPERBOY ........................................................... ..... 14.95 
F16 FALCON MISSION DISK. ................................ 14.95 PASSING SHOT ........................................................ 14.95 CHEJITAH 125 PLUS ......................................... ........ 6.95 
FAERY TALE ............................................................. 14.95 PAUL GASCOIGNE SOCCER ................................ 16.95 CHEJITAHMACH 1 ................................................ 10.95 
FAN1J\V1S10N ......................................................... .34.99 PERSONAL NIGHTMARE .................................... .21 .95 CHEJITAH 5rARPROBE ......................................... U .95 
FAsr BREAl( ................................................... .. ........ 16.95 PHOBIA ..................................................................... 17.95 CDMPE1TI10N PRO 5000 ...................................... U .95 
FERRARI R)RMULA 1 ........................................... 17.95 POUCEQUEST ........................................................ 17.95 COMPE1TI10N PRO 5000 CLEAR .............. .......... 13.95 
FIENDISH FREDY BIG IOP ................................. ..22.95 POPULOUS .................. ............................................. 17.95 COMPIITi110N PRO 5000 EXTRA ........................ 14.95 
FIRE BRIGADE 1 MEG ........................... ................ .21.95 POPULOUS PROMISED LANDS ............................ 7.99 CRUJSER ..... ................................................................. 8.99 
FIREZONE ................ ................................................. 17.95 POWERDROME ...................................... ................. 17.95 KONlX SPEEDKING .................................................. 9.99 
FLIGHT SIMUI.ATOR n ......................... ................ .28.95 PRECIOUSMETAL .................................................. 17.95 KONlX SPEEDKlNG/ AUTOFIRE ......................... 10.99 
FLYING SHARI< ....................................................... 16.95 PREDAIOR ........................................................ ....... 17.95 QUICKSHOT n TURBO .......................................... 10.95 
RX>TBALL DIRECTOR n ................................ .. .... 14.95 
RX>TBALL MANAGER n EXP KIT ....................... 9.99 

PREMIER COLll'.CTION ........... .......................... .. .21.95 
PROSPECTOR ........................................................... 16.95 BLANK DISKS, COVERS ETC. 

RX>TBALL MANAGER n ...................................... 14.95 QUARTERBACK ...... ................................................ 14.95 
R:lRGOITEN WORLDS .......................................... 14.95 QUARTZ .................................................................... 17.95 10 X3S' DS/DD BLANK DISKS .............................. 9.95 
RO.F.T .......................................................... ............... 21 .95 RAINBOWISLANDS ............................................... 16.95 AMlGA KEYBOARD COVER .............. ................... .6.99 
FRIGHT NIGHT ....................................................... 14.95 RAINBOW WARRIOR ............................ ................. 16.95 MOUSE MAT .................................... .............. .... ........ 4.99 
FUN SCHOOL 2 (6-8) ............................. ................. 14.95 RAMPAGE ................................................................. 17.95 40 DISK S10RAGE BOX ........ .................................... 8.95 

FUN SCHOOL 2 (OVER 8) ...................................... 14.95 RED HEAT ................................................................. 17.95 80 DISK S10RAGE BOX ............................................ 9.96 

Prices include Post,lge and Packing in the UK 
Ple,m make all cheques payable to WORLWIDE SOlTWARE 

Prices are correct at time of going to press (E & O.E. ) 



OCEAN £24.95 into the Bat-computer you take 
the eight most likely chemical­
carrying toiletries and mix them 
together to f ind the right 
combination. Each time you mix a 
sample , the Bat-computer will 
bring up an analysis of how many 
chemicals it contains, but not from 
which of the three ingredients ; 
only combining the d ifferent 
combinations can you work out 
the answer - but will you succeed 
in time? 

You start your patrol as Batman in 
Gotham's chemical factory where 
you've heard there might be a bit 
of a disturbance. You heard right. 
As soon as you enter the factory, 
gangsters assail you from all 
sides , shooting bu llets and 
throwing hand-grenades at you all 
the time . Using your rope you 
climb to the platform above and. 
launch a batch of Batarangs at 
your enemies , then jump down 

Superb graphics that are 
well drawn and 100" Ii"e 
what they're meant to be 
representing. Unfor­
tunately, they tend to lose 
a bit of the dar" 
atmosphere the film had, 
but it doesn't affect the 
game. 
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onto the head of a baddie passing 
below. The assault continues non 
stop , but with your high-tech 
equ ipment you make it past 
everyone and reach the head 
man, Jack Napier, only to see him 
fall head first into a huge vat of 
acid and to his certain doom - or 
so you think. 

Jumping into the seat of your 
trusty Batmobile, you zoom off 
down the street and away from the 
factory. Even though your car can 
r-each speeds of up to 255 mph , 
that doesn't make the police any 

The game's music isn't 
particularly memorable, 
but is more than 
adequate. It is the game's 
sound effects, however, 
that steal the show. 

easier to avoid , for after every 
third turning off your present 
course, they have pinpointed your 
position and are waiting for you . 
Without slowing down, you shoot 
a tow cable from the side of the 
batmobile and take the next 
corner just in time to avo id the 
roadblock ahead - but there 's 
plenty more waiting . 

You finally make it to the 
Batcave and, without rest. 
immediately begin to work out the 
warped puzzle that has been set 
by the Joker to cause maximum 
disruption to Gotham . Logging 

The Joker has taken to the 
streets and intends to let loose his 
evil laughing gas on the people of 
Gotham City, but not as long as 
Batman has something to do with 
it. Taking to the skies in the jet­
propelled Batwing, Batman zooms 
low through the streets of Gotham, 
cutting the cables of the gigantic 
balloons and letting them float 
away harmlessly into the 
atmosphere to burn up. 

Retreating to the top of 
Gotham ' s cathedral, the Joker 
seeks refuge from the wrath of 
Batman , leaving his loyal 
henchmen to guard the route to 
the top. Pulling out the Batarangs 

Un""e • 'ot 01 peop'e, • dldn., ""e the .. t .... n movie that 
much, but I'm very .,Iad to .. y that my "'''IIfI •• bout the 
....... N not th • ......... tman Is • ,.."y good g ..... 
.nd doe ... ., ".".nd on It. na .... to •• " It, un"" ••• ot 01 
other ".m "cenc ••• 'I'IIe "ve d"""nt lev.'s PO" quit •• 
cha',.,.". whl' • • t the ...... t ..... not being too dlttlcult. 
For eVflfYllody who's worrfecl that the ., ..... mI.,ht be • 
bit 01. turlrey, don" .017')\ It"s worth the monay 

(Below} The route back 
to Wayne Manor is 

indicated by arrows, and you 
have three attempts to fire 
out a cornering rope to steer 
you around the corner. If you 
'ail to turn, though, you will 
be caught in a Police trap, as 
a suspected crook. 



once again , you spray the 
advancing adversaries, disposing 
of them in no time at all . 
Cumbe rsome rats and rotting 
wood also hinder the progress of 
the Dark Knight 's ascent. Will 
Batman make it to the top , or will 
the zany Joker have the last 
laugh? Only you and your skills 
can answer these questions. 

L'k. 'h. 111m. I w •• 
•• ".ctln. 'h'. 'on •• .w.It." IIc.nc. '0 II •• "It 01 • '.'."own. 
Th.nkfully. , w •• wrong 
on "o'h coun'.. With It. 
tI". "."." ., ••••. 
Batman "".,. • IonfJ-term 
' •• k. cou,,'." w"h •• ".,., ,,'.y."'. .u". 
........ Of the "". ........ 
I mu.' conf... '0 
"rel.rrln. 'h. ..'mo"" • 
• nII .'w'n •• cen ••• "ut 
no partlc ...... section Ie,. 
'h. ..m. flown. Th • 
• ,."h'c •• ,. 'n.'.ntly 
reco.n' •• "'.. ."hough , 
wou,,, h.". "ref."." '0 ••• 'h.m u.. 'h. ".,k. 
IfIOOfIy atmosphere of the 
111m. S,III. .".n w"hou' 'h. ".,kn.... ..'m.n 
.,,,, ,.nk. •• on. of 'h. ".., mo,,'. tI,,'n. , ... ". ...... 

• (Below] Tile Joker lias left several of IIis deadly lauglling 
gas-filled InJllons tied along tile city's roads. Piloting tile 

futuristic Batwing, you must fly tllrougll tile narrow streets, 
severing tile balloons' ties witll your wings, causing tllem to 
float harmlessly away. Hit too many solid objects, tllougll, and 
your craft will ignite and explode shortly after (Inset] • 

all 
grenades launched at 
you, but until tile 
energy bar at tile 
bottom centre of tile 
screen totally 
depletes you'll be able 
to keep on going. 

• (Above] Close on tile IIeels of tile 
Joker, you enter tile catlledral 

and start to make your way to tile top 
in pursuit, but you ' ll IIave to 
overcome IIis many minions on the 
way. 

• Find the right combination of household 
goods to foil tile Joker"s vicious plan. The 

Bat-computer will tell wilen you IIave the rigllt 
one, but you only have a few chances to get it 
rigllt. 

• Swinging in, tile caped crusader attaclles himself to tile platform 
above and hoists IIimself upward, escaping the many bullets tllat 

fly In IIis general direction. 
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trohe . 
. HQwever,'., deceit ;: arld' 
3ach~ry'. ,.are . ev~r,ywh~re 
lc::1 you ,must prove your ~' 
rth'right . fhr.6ugh guile 
ld trtals of , combat ,.-in' . 
'chery," arm-wrestling and " 
~ord-play . , . . ' .' ' 
this ' is " a~ magnificent 
d~e(1tLlre. set i'n ,a 'm?die;' 
. world, where your streit­
~fis ,as Important as your.. : rength . . ' . 

:~ " , 

~v~llable on Amiga~ ST,' 
Ile, Amstrad, C 64 ,and 
Spectrum ' 

1rMII ..... ,· SRONDESBURY, LONDON NW6 7NR .. ' 

presents 





MICROSTYLE £24.95 the mission. These vary from fuel , 
bombs and knives, to tools, cash 
and keys . Also found around the 
base are extra weapons with 
varying firepower. Your character 
begins his mission with a simple 
phasor. The aliens attack thick 
and fast and can prove quite a 
handful at times. Face-huggers 
latch themselves on to your body 
and cling like leeches, while slimy 
tentacles slither from the floor and 
ceiling , intent on grabbing any 
passer-by. Any alien scum that 
make contact with you will 
instantly sap your energy, 
although items of food and drink 
will restore your energy when 
collected . As the aliens increase 
in size, they also become more 
resistant to your fi repower. To 

It seems that just lately the bases 
around the Universe have been 
suffering badly at the hands of an 
alien invasion . Just lately, these 
slimy unwanted visitors have been 
laying eggs within the bases and 
feeding on the hapless 
inhabitants . It is your job as a 
member of the renowned 
Xenophobe squad to enter the 
bases and retrieve certain items 
that have been scattered around 
the many different complexes. A 
Xenophobe is described as 
someone who hates aliens. And , 
by crikey, you certainly hate 
aliens, which makes you ideal for 
the missions. 

There are three squads of 
three characters to choose from, 

- ---------

... ero .tV'. lIa". 
eon,,"'ed til'. .JCtremeIV 
w." from tile col".., and 
til. on.v tiling tll.V lIa". 
left out I. tile tIrre. piaPI' 
option, wlilell •• 
.......,.t""""", .. Howe.,." 
.".n tllougll till. It •• a 
e.o.. eon".r.'on, til'. 
do •• n't mak. til. gam. 
wortll bllVlng. XenopItobe 
•• Ju.t too rep.tltI". for 
m. and I found mv •• " 
bor.d b.for. ".rv 'ong. 
I'll. pre •• ntatlon of til. 
gam. •• good, but 
uHl .... t.fV, It was Int too 
boring for rnv .IIe'ng. 

I 

-------------------

"d'v. I found Xenopllobe 
".rv vawn-'n.p'r'n", du. 
to til. repetlt'". nature of 
til. m' •• 'ons. I'II.r. 
wa.n't r.a"v .nougll 
"arl.tv In .aell game to 
keep me g'u.d to mv 
monitor and • soon found 
ellarg'ng around tile 
eomp' •• , sllootlng a".n., 
".rv t.d'ou.. I'll. 
grapll'es don't r.a"v 
sIIow 0" tile Amlga" tnl. 
eapablllt'.s and s •• m 
".IY b'and 'n comparison 
to some of tile software 
around tll.se davs. 
X.nopllobe mav pro"e to 
be "elY boring 'n tile 'ong 
nln. 
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and up to two members of the 
squad may playas a team at the 
same time. One plays at the top of 
the screen , the other at the 
bottom. Once you have chosen 
your character, you will be given 
the mission brief ing and then 
transported to the infected base. 
There are, basically, two types of 

mission . On some, you will only 
need to collect valuable items and 
evacuate the base safely. Others 
wi ll require you to find the 
program disks and escape the 
base before the timer runs down 
and it self-explodes. The objects 
found around each base will 
improve your bonus at the end of 

• The Xenophobe squad Is a motley crew of discards. But each one has the same purpose In mInd: 
to c'ear the unllferse and your besas from all allen scum. 

• After the mission briefing, your ship leaves the mother ship 
and heads towards the base where the invadIng aliens are 

running riot through the complex. 

• Lying on the ground, 
strewn throughout the 

'eve's, are a number of usefu' 
obJects. RangIng from a SwIss 
army knife to a "ask, these 
Items can be exchanged for 
bonus points between 'elfe's. 

• (Left} 
AdornIng 

the I.ter lelfe/s, 
Is a networfl: of 
lifts. By 
activating a 
nearby button, 
It can be used 
to get you 
between 
deck •. 
However, a 
quIcker way 
down Is by 
sImply failing 
down the 
'chute • but, 
unfortunately, 
cost you 
energy. 



The many characters are 
very weird in appearance, 
but appearances can be 
deceptive. The rest of the 
game is bland and 
unoriginal. Fortunately, 
the graphics don't really 
affect the game's 
playability too much. 

progress through the complex you 
must pass through the doors. But 
beware! Large , tentacled aliens 
lurk around the doors in search of 

SOUND 
Xenophobe has an 
excellent title tune, with 
a thumpy beat and a 
repertoire of effective 
sounds. The in-game 
effects, although not as 
varied, are also very 
atmospheric. 

prey. 
The main object of each 

mission is to collect the disks and 
the code paper before the time 
limit runs out. Once these have 

Tha on'y thin" ml •• 'n" lrom tit. coln.op ".r.'on 01 
X....,..."". ,. tIte tIt,..."..yer option, but that wa. on'y 
to ba a."actad. All 01 tlta "r."ltlc • • nd .ound .r. 
Identic.', •• I., unlortunat.'y, tlte w •• k "''''''''.y. No 
m.tt.r which 01 tit. nina clt.r.ct.r. you cltoo.a, 
Xano"hob. oll.r. • "ary r.".tltI". t •• k 01 ta.r'n" 
.,."."." tIte various deck. obllt.,.tln" fila d""cult·to-Idll ........ TIt,. lack 01 "."aty Isn't tlte ",."",."",..,.. fault, 
but • fault 01 tile col ..... Only lor ", ..... rd XenopItoba 
ta .... 

been collected , you must search 
for the computer terminals and 
insert the disks. You will be either 
transported to a new location in 
the base or you will complete the 
mission. Switches, when pressed, 
will also operate lifts which will 

take you up or down a level. Once 
your mission has been 
successfully completed and you 
have escaped from the base, you 
will be given a bonus for each 
item salvaged and briefed with a 
new mission. 

• Gaping ho.es 
punctuate 

some of the more 
dangerous ships, 
and if these are to 
be passed, you 
must execute a 
perfectly-timed 
'eap_ Miss, and you 
will waste va'uab'e 
time falling down 
the deep ho.es. 

• As well as bonus goodies, your team can 
a'so collect the enhanced weapons that 

adorn the ground. Of all the weapons, the .aser is 
the most powerfu., but there are a.so extreme.y 
weak weapons that reduce your shot power. 

VILLAINS OF THE PEACE 

come 
contact with 
an a'ien, your 
energy bar is 
substantially 
reduced. 
Severa' hits 
can be taleen, 
each one 
lenocleing you 
down for a 
while, but if 
your energy 
bar expires 
then you are 
reduced to 
bones, and it 
is "game 
over'. 

• On.y vislb.e when they poke their 
heads around the door, these shy 

aliens on.y grab you when exiting 
past them. 

• The reptiles are the fully-grown 
spawn of the egg·sacs. These 

.arge lizards roll from room to room, 
lenoclelng you over as they go, and 
require a .arge number of shots 
before they die. 

• Of all the 
nasties, the 

ceiling and floor­
based tentac.es are 
the most dead.y. If 
they get ho.d of 
you, your energy is 
rapid'y drained 
un'ess you can 
shalee t.hem off. 

."t!!!t.. :.1 

• These face-
huggers 'eap at 

your character and 
attach themse'ves 
lilee 'eeches. If you 
don't shalee them 
off in time they will 
sap your energy 
drastically. 

_.~w-_"._ -.... -' 1 ( 
~ •. " ' .. .., 
)." ~. 

• The egg-sacs 
are the cause 

of the face-
huggers. They 
pu.sate before 
finally opening up 
like a flower. The 
face-hugger will 
then craw. out. 
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The year is 1944 and the allied 
bombing runs on Germany have 
increased and become more 
devastating than ever before. It is 
your job to take part in these 
bombing runs - as a tailgunner. 
Before you can begin your 
mission , you must select what 
type of bombing raid you will 
participate in: whether it be a day, 
night or dawn raid . Obviously, the 
less light you have, the harder the 
bombing run will be . Three 
gunners are available to choose 
from , and each has his good and 
bad points . For the novice, 
Thompson is probably the best 
choice , as the enemy aircraft are 
much easier to hit. Unfortunately, 
he will have to fly thirty missions 
in order to be decommissioned. 
Pennington is the best pilot . 
Along with his dashing good 
looks and unwavering coolness in 
battle, Penn ington has 
successfully completed twenty 
missions already, and although 
that m~ans there are only ten 
missions to complete - they 're 
going to be the hardest you 've 
ever flown . With your choice of 
pilot selected, you may enter your 
personal callsign and view the 
mission briefing. The briefing will 
indicate , via a map , where you 
will take off from and where you 
should be destined for . The 
mission will then begin , and your 
crew will board the Lancaster and 
take off - 3D style. 

To make your way to the 
bombing site in Germany, you 

On IIr.t pl.ylng 
L.nc •• t.r, I w •• ".ry 
.urprl •• d to ••• t ... t It w.. .n .rc.d. g.m. 
r.t".r t".n a tI'g .. t .'m. 
Unfortun.t.,y, t .. '. I. It. 
m.Jor f.ult, •• , lI.for. 
long, ... ootlng w." • • tt.r 
wall. of Hun g.ts lIorlng. 
T"roug"out t... gam. 
t ... r. Is some .xc.II.nt 
pr ••• nt.tlon, and t ... 
•• ctlon w ... ,. a 
L.nc •• t.r, lIu~1t from 
•• ".r.' polygon., come. 
out of .... ngar r •• lly 
Impr •••• d m •. 
Unfortunat.,y, t .. oug .. , 
t ... r. Ju.t I.n't .noug" 
gamap'ay 
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AIt"oug" t ... r. ar. 
.I.ment. 01 "'g .. t 
.Imulatlon In Lanc.st.r, 
t ... game i. ultlmat.'y 
arcad.·orl.ntated, and 
t .. '. is no lIad t"'ng. A lot 
of gam.splay.r • ••• m to 
g.t di .... art.n.d lIy • 
ma •• of k.y •. Lancast.r 
.... none: Just Joy.tlck or 
mou... T ... 'n·lI.tw •• n 
.'.m.nts are ".ry 
atmosp".rlc 'nd •• d .nd 
t .. e 3D IJattl •• lie". lleen 
w." programm.d. T ... 
only IIIemls .. on t,,'s g.me 
I. It. r.p.tltI". natur •. 
T"er.for., Its la.tlng 
.ppeal may falter. 

must guide your RAF flag from 
your base to the German cross, 
using the cursor. It is best to 
avoid the town , as this is where 
the enemy planes will be lurking. 
A conflict -free mission is 
extremely rare and sooner or later 
it will be time to face the Hun. The 
action takes place through the 
rear-gunner 's glass outlook . 
Messerschmitts and Heinkels 
attack your squadron from all 
angles. Your selected pilot will 
occasionally shout back, "What 
the hell 's going on back there?" 
He will also warn you when the 
enemy planes are about to 
attack. Not only do enemy planes 
attack, flak is also fired at you 
and barrage balloons 
occasionally fly past. Once the 
attacks have been fought off your 
bomb doors will open, revealing 
the target site below. As soon as 
you have correctly aligned your 
sites with the target, it's "bombs 
away! " You only have a limited 
supply of bombs so each one 
must count. Once the raid is over 
it's time to head back to Britain . 
Once again , you must guide your 
plane safely back to your home 
base while avoiding any enemy 
confrontation . When the plane 
has finally landed you will be 
greeted by either your mother, 
wife or gjrlfriend - depending on 
who you chose as your pilot. They 
will have some comforting words 
for your return : "I really missed 
you ." Thanks . 

• Visibility, or the lack. of it, was a major factor when attempting 
bombing raids. Obviously, the darker the conditions, the harder 

the run will be. Three types of raid are available. 

• The three pilots all have varying sk.ills in the air: Thompson is a 
novice, while Pennington is the most experienced and will 

attempt only the hardest of missions. 

• Information will be given about the pilot you have selected. 
But remember: this information is top secret, so not a word to 

anyone. 



• (Below) Flak shells are also 
released into the air and 

must be shot down quickly, 
otherwise they will damage 
your bomber. let too many of 
them hit you and you'll halle to 
bale out. 

• The plane lea lies the hangar and 
good old England in superb 3D 

fashion. Once in the air you must 
guide your plane, represented by an 
RAF badge, away from England and 
on a direct course to your target, 
somewhere in Germany. 

• (Abolle) By alloiding the towns it may be possible to alloid any 
confrontation with the enemy. Unfortunately, this is not always 

the case. The enemy planes will come in thick and fast • guns 
blazing. 

• (left) Once the target has 
been reached the bomb-bay 

doors will swing open, rellealing 
the target installations. For 
finer accuracy, you may zoom in 
to pick out minor details. When 
the cursor is lined up you must 
press the firebufton and release 
the bombs, which are. limited in 
supply. If the hit Is successful, 
the target will explode. 

Hmmmm, " Lanca.ter 
requIred more than Ju.t 
.hootlng It would be 
gNat. Unfortunately, all , 
. eemed to do wa. bla.t 
load. of German. out of 
the air with my rear· 
gunner • hardly exciting, 
and very Npetltlve. The 
graphIc. and s ound are 
fine; the graphic. being 
particularly Impre •• 've. 
But It .eem. that 
throughout the war, the 
German. only had two 
attack pattern. • no 
wonder they lo. t. Fault. 
"ke the.e make 
Lanca.ter a weak game 
with not enough 
.ub.tance to make it 
worthwhile. 

The 3D section of the 
plane taking off is very 
nice indeed, as are all the 
graphics in the game. The 
battle sequences are all 
in 3D and add realism to 
the Lancaster. Bombing 
the target sites has also 
been well put together. 

SOUND 
After an extremely 
atmospheric intro tune, 
Lancaster seems to drop 
its standards. The sound 
doesn't detract from the 
overall game but maybe a 
few more realistic sound 
effects could have been 
included. 
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OCEAN £24.95 SOUND 
Seaclt Volley I. an 
edremely annoying game. 
Presentation Is excellent 
and I can't really fault it. 
on any counts; but tlte 
game It.e" i •• 0 Ita'" 
tltat, atter a wltlle, It 
almost .eemed polntle •• 
playing it. Tlte computer 
opponent. are not 
Intelligent, but have been 
programmed to be In tlte 
rlgltt spot, at tlte rlgltt 
time, mo.t of tlte time. 
Tltls proved Infuriating 
wlten slamming tlte ball, 
due to tlte fact tltat, wlten 
I Jumped to sltoot, tlte 
opponent wa. alway. 
tltere to bloc" It, and 
altltouglt tlte .cenery 
cltanged eventually, tlte 
gameplay did not. 

At last , you 've made it . That 
renowned World Beach Volley 
Trophy is now within you and your 
team's grasp. First though, you're 
going to have to travel around 
some of the greatest cities in the 
world in an exciting elimination 
contest, where only one team can 
be the winner. The first match for 
your team will be in the historic 
city of London . The game of 
Beach Volley, basically, revolves 
around two teams of two players 
each . The two teams play on a 

• Ru'e Britannia! london's your 
first port of call and if you want 

to see the other exotic 'ocations, 
you're gonna ' have to do mighty 
well here. 

court, with a net separating the 
two halves. To start the game, one 
team lobs the ball over the net 
into the opponents half . The ball is 
then returned by either punching, 
kneeing or headi[1g it. Each team 
is allowed three touches of the 
ball before it has to be smacked 
over the net. Got it? Goad . 

As mentioned, your first team 
match is in the wonderful city of 
London . The Houses of 
Parliament and Big Ben grace the 
skyline, while the Queen 's Guards 

An excellent title tune 
suits the purpose of tlte 
game superbly. Speech Is 
included, and altltouglt it 
sounds a little muffled at 
times, it certainly adds to 
the overall realism. 

stand menacingly around the 
court. The ball is passed around 
the court until someone attempts a 
slam shot, where the players , 
dressed in nothing but their beach 
shorts, wait by the net for a pass, 
leap up into the air and smash the 
ball into the opponent's half. If you 
time it just right , your defel}ding 
player may 
be able 

The player 
serves the 

ball by throwing 
it Into the air, 
leaping up and 
striking It Into 
the opponent.' 
half. Should you 
mistime the 
shot, the other 
team will be 
awarded a point . 

• Your team have a veritable array of moves. They may pass and return 
the ball by either heading it, kneeing it or punching it up into the air. 
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The most preferred scoring shot of all Beach Volley 
players is the net s'am. By launching himself Into the 

air the p'ayer strikes the ball down Into the other half of 
the court. 



Some nifty liUle game 
effects, lilee the travel 
sleetches, really malee 
Beach Volley stand out. 
The characters are 
perfectly suited to this 
game and move smoothly 
and convincingly. 

to leap up also, and block the 
slam . A blue cursor on the court 
shows where the ball will land and 
if you can 't reach the ball 
comfortably, you may be able to 
make a desperate dive to reach it. 
When leaping for the slam , the 
jump must be timed perfectly, 
otherwise your player will swing 
to shoot, miss, and fall back to the 

dust, his ego somewhat bruised. 
The c haracter presently under 
your control is indicated by a 
flashing hand that points above 
his head . A fancy clock to the left 
of the screen flashes away in no 
time at all, and if you don't take 
control of the game in the early 
stages, you won't be seeing all 
those other beautiful locations. 
Each different location comes with 
its own graphical display of the 
landscape 's most well-known 
landmark, and you are welcomed 
to each country by a voice 
speaking in the native tongue. You 
are also treated to humorous little 
sketches involving your team as 
you travel around the globe, as 
well as a map which indicates 
your routes. 

Other levels, of which there 
are eight, see you visiting Sydney, 
Tokyo, Moscow and Paris , each 
with its own unique backdrop and 
characters. If you win the match, 
a player will signal the victory with 

i -- --- --- -- --1 
I I 

I 

W,.en • first heard the 
amazIng sound and saw 
the outstanding graphics, 
Seach Volley really 
looked like It was going 
to be a corker. How 
wrong • was. ThIs game 
has got e.,erythlng goIng 
for It, e"cept the most 
Important thIng: game 
p.ay - " .. Just Imposslb'e. 
" doesn't usually take me 
long to pIck up a game, 
but • couldn't e.,en get off 
the first 'e.,e' on thIs one. 
Seach Volley Is a state of 
the art game 
presentation-wIse, but It's 
Just too frustrating to 
enjoy. 

the thumbs up. Should you lose, 
his face will sink into his hands in 
a state of depression. 

Tlle,e I. on'y on. tll'n. 
tllat stops S.acll VoII.y 
b.'n" my fa.,ourlt. flam. 
til'. month, and that's Its 
difficulty , • .,e'_ EverytIt"'" 
•••••• flOOd: til • ...".,.wy 
anlmat.d and oo.ourfu' 
"rapll.c.; til. Jaunty 
tun •• ; and til. lIumorous 
backdrops. How • .,er, It Is 
probably unlikely that you 
wIll • .,.r s •• til •• at., 
scr •• ns, as your flr.t 
opponent. are practICII'lr 
Impos.,b'. to beat. Til. 
.. a.on tll.y a ... 0 lIa'" 
I.n't down to til. contro' 
method, w'doll •• a dodd .. 
to u •• , but Ju.t b.cau. 
tll.y are so "oodl IllY" 
fntm tII.s, Beacll VoII.y ,. 
good - It just .hould ltave ...... ".'er to get .nto. 

OVERALL RATING 

• 8eing on the other end of a slam can cause quite a few problems. The 
ball comes so fast, chances are that you will miss it, although you may 

"Welcome to Sydney." The Sydney Opera House 
greets you as you enter Aussie land. A different 

backdrop is included with every different location that 
you visit . . just be able to dive and .keep the ball up. . 

• Ride the wild 
surf. 8eing 

typical beach bums, 
your team surf their 
way to 8ermuda. 
Unlucky as always. 
one team member 
gets ca"ied back into 
the ocean by a whale. 

• (Above}When 
defending against 

a slam, if you are lined 
up w ith the attacking 
player and you time it 
correctly, you will be 
able to leap up with 
h im and, hopefully, 
block the ball. 
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• (Right] As soon as 
the signa. is given 

the horses bolt from the 
start 'ine. And it's neck 
and neck midway 
through the race. They 
all make a flurry to the 
finishing post. Definlte'y 
a photo finishl 

• (Be.ow] Before beginning a race you must 
se'ect the 'going'. Severa' race track 

surfaces are avai'ab.e. But remember· you 
want to win, not 'ose. 

• (l.eft] The betting office is where you must 
p'ace your race bet. Se.ect the amount by 

picking the dollar bills • but make sure you 
don't go over your limit. 

• (Above] Once the race is over, your race card ;5 
disp'ayed. This is where you'll find out how much 

you've won . if any. l.ose and the tota' bet is deducted 
from your cash. 

A...,unt 
B .t: ,",on 

This is your own persona' race card, and dlsp'ays 
all the re'evant information about the race, your 

horses and the amount you have p'aced as a bet. 

CDS £19.95 

"And they're off", yells the 
commentator as the six 
racehorses leap from the starting 
gate. Horse Racing gives you the 
chance to bet on a winner and 
hopefu lly win some money. On 
entering your name you must 
select the 'going ' for the races 
that you will be betting in and the 
amount of money that you wish to 
start with. The courses range from 
good to firm and will affect the 
way in which the horses perform 
over the ten races. 

Next stop is the betting shop 
where you may place your bets. 
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Several betting options are 
available here - from Place (where 
you bet on the 1 st and 2nd horses 
in a race) to Parlays (betting on 
two horses from any of the ten 
races) . There are six horses to 
choose from , each with its own 
strange name. A horse is selected 
by moving the mouse. To actually 
set your bet, you must pick up the 
$20, $10, $5 and $1 bills till you 
have reached the amount you 
wish to place. The total is then 
subtracted from pocket cash . 
After viewing your bets you may 
select start to see the race. 

All six horses line up at the 
starting gate. And with a call of 
"And they ' re off" , the horses 
thunder down the course . 1st, 
2nd and 3rd place are all 
disp layed at the bottom of the 
race track, and change as the 
horses jostle fo r the best 
positions. With the finishing post 
in sight, the horses give a final 
burst. "And the winner is ... ", calls 
out the commentator. If you wish, 
you may select to see an action 
replay in slow-motion. Your score 
card is then updated and you are 
informed if you have won. 

1£1 ii' ~; I tlfl 
The animation on the 
horses has been quite 
nicely defined, a,though 
that 's about it. There 
aren't really any other 
graphics, as they are not 
that important in a game 
such as this. 

SOUND 
The commentator has 
been digitized and 
certainly adds 
atmosphere to the game, 
as does the thundering 
sound of the horse ' s 
hooves as they charge 
down the race tracle. 

AIthougIl I'm not .... 1-
'Ife ".ttInfI person, Dally 
Doub'e , mu.t •• y ,. 
quite 1IfIdIcthfe. Juat IIIre 
fruit IftIICItIIIe .,muIa"".., 
beIng .b'e to g.mb'e 
a.ay money •• II'cIt you 
near'y a'.ay. 'o.e. ,. 
gNat fun but. a. a'.ava. 
.lIen you .In you don't 
get anytll'ng 'n return. 
Wltll more tllan one 
p'ayer Dally Doub'. 
cou'd Iceep you 
Int .... ted for agea. but. 
unfortunately. for 
.omeone .110 doe.n't 
u.ually bet. , can .ee tit,. game beIng unu.ed 
after tile InitIal ne. 
fourtd fun ..... om off. 

" you IIaven't already 
got a IIorseraclng game 
lor your Amlga tllen It 
may b •• I.e to talce a 
loolc at Dally Doub'e. Any 
game .here you're 
betting lor a .Inner 
Invariably prove. 
addictive, and Dally 
Doub'e prove. til'. point. 
Tlte actual beH'ng .tage 
I. extremely u.er· 
friendly and e •• y to get 
'nto. I would advl.e 
playing til'. wltll your 
mate. a. til'. Increa.e. 
tile excitement. 



9.99 s MAIL 
" ORDER SOFTSEI.I.ERS MAIL 

ORDER 
6 Bond st., Ipswich, Suffolk. IP4 1JB 

Sa Dogs Head St. , IpswIch, Suffolk IReta//) !6a Osborne St., Colchester, Essex (Reta//) 

24hr MAIL ORDER PURCHASE LINE (0473) 257158/210605 
ST Amiga 

3d Pool ..... .................................... 15.99 ....... 15.99 
Amos ................................... .. ......... · · .. ..... ..... 35.99 
Addldas Golden Shoe ...... .. .. .......... 13.99 ..... .. 16.99 
Altered Beast .............................. .. 13.99 ....... 16.99 
Astaroth ....................................... 16.99 .. ... .. 16.99 
A.P.B ................................... .... ...... 13.99 ....... 13.99 
Action Fighter .......... .. .................. 15.99 .. ..... 15.99 
Action 1 or 2 (compilation) .......... 13.99 .. ..... 13.99 
Batman (The Movie) ..................... 13.99 ....... 16.99 
Bomber ... .. .................................... 16.99 ....... 19.99 
Bankok Knights ............................. 13.99 ....... 16.99 
Balance of Power 1990 ................ 15.99 ....... 15.99 
Barbarian 11 ............................... .. .. 16.99 ....... 16.99 
Barbarian II (Psygnosis) ........... .. .. . 16.99 .. .. ... 16.99 
Battlechess ..................... .............. 17.99 ....... 17.99 
Beast ................................................ .... ........ 24.99 
Blsmark ....................................... .. 16.99 .... .. . 16.99 
Bloodwych .. ...................... ........ .... 16.99 ....... 16.99 
Blood Money ......................... .... ... 16.99 ....... 16.99 
Beach VOlley ................................. 13.99 ....... 16.99 
Chase HQ .................................... .. 13.99 .. .. ... 16.99 
Chaos Strikes Back .... .................... 13.99 ....... 13.99 
Castle Warrior ................ ............... 16.99 ....... 16.99 
California Games .. .. ....................... 13.99 ....... 13.99 
Cabal ................................ .. .. .. .... ... 13.99 ....... 16.99 
Conflict Europe ............................ 16.99 ....... 16.99 
Continental Circuit ....................... 13.99 ....... 13.99 
Chariots of Wrath .. .... ................... 16.99 .... ... 16.99 
Darkslde ........................................ 16.99 ....... 16.99 
Deluxe Muslc ................................................ 49.99 
Deluxe Paint III .. .. .. .......... .. ........ .. ................. 59.99 
Deluxe Video III .......... .. .... .. ........ .. .. .. ............ 59.95 
Denaris .... ...... ...... ............. .. .. ........................ 13.99 
Dragon Nlnla ............ .. ................... 13.99 ....... 16.99 
Dungeon Master .. .. .. .. .... .. ............. 16.99 ....... 16.99 
Dungeon Master Editor .................. 7 .99 ......... 7.99 
Dreadnought .................... ............ 13.99 ....... 13.99 
Demons Tomb ...... .. .. ....... .. .. ......... 13.99 ..... .. 13.99 
Dragon Splrlt ................................ 13.99 ....... 13.99 
Dark Fusion .................................. 13.99 ....... 13.99 
Drakken ........................................ 19.99 ....... 19.99 
Dynamite Dux .. ........ .. ...... ...... .. .. ... 13.99 .... ... 16.99 
Double Dragon II .......................... 13.99 ....... 13.99 
Elite .............................................. 15.99 ....... 15.99 
Epoch .. .......... .. .................. ........... 15.99 ....... 15.99 
Eye of Hercules .................... ........ 16.99 ....... 16.99 
Flash Dra90n ................................ 13.99 ....... 13.99 
F29 Retallat or ............................... 13.99 ....... 16.99 
F19 stealth FI9hter .. .................. .. 15.99 ....... 15.99 
F16 Combat Pllot .................. ........ 15.99 ....... 15.99 
Falcon .. .. .................... ................... 16.99 ....... 19.99 
Falcon Mission Discs ..................... 13.99 ....... 13.99 
Ferrari Formula One .. .. .... .. .... ...... . 17.99 ....... 17.99 
Forgotten WOrlds .................. .... .. . 13.99 ....... 13.99 
Grand Prix CircuiL ......................... •• ............ 19.99 
Gemini Wlng ................................. 13.99 ....... 13.99 
Giants (ComgilatIOn) .... ................. 21 .99 ....... 21 .99 
Goldregons omaln .. ...... .. ... .... ..... 12.99 ....... 12.99 
Grand Monster Slam .... ................. 13.99 ....... 13.99 
Grim Blood .. ...... .. .......... ........ .. ...... 13.99 .. ..... 13.99 
Ghostbusters II ............................. 13.99 ....... 16.99 
Gunship ................ ........................ 15.99 ....... 15.99 
Games Summer Edition ...... .. .. ...... 13.99 ....... 13.99 
Greenpeace ............................ .. .... 15.99 .... ... 15.99 
Highway Patrol .. .................... .... ... 15.99 ....... 15.99 
Hard Driving ................................. 13.99 ....... 13.99 
Hate .............................................. 13.99 ....... 13.99 
HlIIsfar .... .... .. ... .. ........ .. ................. 17.99 ....... 17.99 
Hound of Shadow .................. .... ... 17.99 ....... 17.99 
Hot Shot ....................................... 13.99 ....... 13.99 
Indiana Jones (Lucas Films) .. ........ 17.99 ....... 17.99 
Indiana Jones (US Gold) .. .. .......... .. 13.99 .... ... 13.99 
Ivanhoe .... .... .... .. .. ...... .. .. ............... 13.99 .. ..... 16.99 
Infection ........ .. ............................. 12.99 ....... 12.99 
Iron Tracker .................................. 12.99 ....... 12.99 
Infestation .. .. ..... .. ............. ...... ...... 16.99 .. ..... 16.99 
Jack Boot.. ...................... .. ............ 16.99 ....... 16.99 
Kult ............................................... 15.99 ....... 15.99 
Kick Off .. .. ..................................... 12.99 ....... 12.99 

~~~~e·ii1eW .::::: ...... :::::: .. : .. ::::: .... ::::::.~.~ :~~.::::::: ~ ~ : ~~ 
Licence to Klil ...... : ............ .. ...... .... 13.99 .. ..... 13.99 
Leisure Suit Larry 11 .. .. .. .. .. ............. 19.99 ....... 19.99 
Lightforce (Compilation) .............. 16.99 .. .. ... 16.99 
Lombard RAC Rally ....................... 16.99 ....... 16.99 
Lords of the Rising Sun ........ .. .......... ............ 19.99 
Last Ninja 11 .... .. ........ ..................... 16.99 ... .. .. 16.99 

All our hardware includes Vat and 
free delivery. UK mainland only. 

AMIOA 500 
WB 1 .3 , Kick5tart 1 .3 tutorialgextra's, 

mouse and manuals £36 .95 

AMlGA500 
As above + 10 gamei!aCk and 

Photon Paint £3 9.95 

AMIOA 500 +1084S 
Colour monitor pack inc 10 free 
games/Photon Paint £599.95 

ST Amiga 
Lost Patrol .................................... 13.99 ....... 16.99 
Llverpool .... .. .......................... ....... 15.99 ....... 15.99 
Mlcroprose Soccer .................... .... 15.99 ....... 15.99 
Mr Hell .......................................... 15.99 ....... 15.99 
Magic Johnson ............................. 12.99 ....... 12.99 
Murder In Venlce .. .. .. .. .. ................ 15.99 ....... 15.99 
Matrix Marauders .................... .. ... 16.99 ....... 16.99 
Ninja Warrior .......................... ...... 13.99 ....... 13.99 
New Zealand story ....................... 13.99 ....... 16.99 
North and South ..................... ...... 15.99 ....... 15.99 
Neuromancer ................................. •· ............ 17.99 
Never Mlnd ......... .. ........................ 16.99 ....... 16.99 
Operation Thunderbolt .... ... .. .. ...... 13.99 ....... 16.99 
Outrun Europa ........ ...... .... ...... .. .... 10.99 .. ..... 10.99 
Orlental .... ..................................... 15.99 ....... 15.99 
Paperboy .. .. ........ .. .... .. .. .. .............. 12.99 .. .. ... 12.99 
Predator ............... ..................... ... 13.99 .. .. .. . 16.99 
Player Manager .. .. .. ...................... 12.99 ....... 12.99 
P47 .......... .. ............ .. ..................... 15.99 ....... 15.99 

I. C1900 

· 1 monochrome monitor £99.95 

Powerdrift .. .... .. ........................... . 13.99 ....... 16.99 
Police Quest 11... ............ ................ 15.99 .. .. ... 15.99 
Pools of Radiance ......................... 17.99 ....... 17.99 
Populous ... ...... .. ........................... 17.99 .. .. ... 17.99 
Populous Datadisks ...................... .. 9.99 ......... 9.99 

I 
I 

1040S 
Colour Monitor £249.95 

512K EXPANSION 
+clock card £99.95 

EXTERNAL DRIVE 
Cumana 1 meg OS £99.95 

ATARI 520STFM 
Mouse, manuals, basic 

and language disc £269.95 

AJARI 520STFM POWERPACK 
20 games, business OrganiSe~ 1st basic 

music maker and joystick 349.95 

ATARI 1040STFM 
with mOdulator

3
mouse 

and manuals £ 99.95 

ATARI1040STFM BUSINESS PACK 
As above with database, spreadsheet, 
word processor and ST Basic £449.95 

ATARISC1224 
Colour monitor £299.95 

ATARI SM124 
Monochrome monitor £99.95 

EXTERNAL DRIVE 
Cumana 1 meg £109.95 

103 1/2' Blank discs .......... £S.95 51 MousetHolder+Mat .... £29.95 
Joystick Extenders ............. £5.95 Navigat joystick... ............. £1 1.95 
4 Player adaptors ............... £5.95 Pro 5000 joysticJc ............. £11.95 
Mouse Mat ..... ...... .. .... .. .. .... £5.95 Pro 5000 clear. ............. .. .. £12.95 
Cheetah 125 joystick .......... £6.95 Pro 5000 extra .... ............. £13.95 
QS Turbo Joystick ................ £9.95 Disc storage box 40 ............ £5.95 
Amiga Mouse t Holder D~c storage box SO ........ .... £7.95 
tMat .............. .................. £29.95 Dust cove~ ................ ..... ... £5.95 

CHECUES AND POSTAL ORDERS MADE PAYABLE TO 
SDFTSELLERS POST & PACKING FREE IN UK 

OVERSEAS £1 50 PER ITE M Subject to ava ilability and 
price change Without notICe Not all titles released at 

time of gOing to press Shop prices may vary but 
personal callers can claim advertised discounts on 

production of cut off sl ip 

I 
I 

Powerdrome ........ .. .. ................ .. .. 17.99 ....... 17.99 
Precious Metal (Compilation) ....... 16.99 ....... 16.99 
Premier Collection (Compilation) .19.99 ....... 19.99 
Personal Nightmare .......... ........... 19.99 ... .. .. 19.99 
Passing Shot ................................. 13.99 ....... 16.99 
Pictlonary ............................ ......... 16.99 ....... 16.99 
PaniC Station ..... ... .. .. .. .... ......... .... . 13.99 ....... 13.99 
Quartz .............. ............................. 15.99 ....... 15.99 
Quarterback .................................. 13.99 .... .. . 13.99 
Quest for TIme Bird ........ .. .. .. .. .. .... 19.99 ....... 19.99 
Red Heat... .. ... .. .. .... .. ................ .. ... 13.99 ....... 16.99 
Renegade ......................... ...... .. .. .. 13.99 .. .. ... 16.99 
Rick Dangerous ..... .. .... .. .......... .. .... 15.99 ....... 15.99 
Robocop .. ... ........ .. .. .................... .. 13.99 ....... 16.99 
Rocket Ranger .............................. 16.99 .. ... .. 19.99 
Run the Gauntlet.. ........... .. ........... 13.99 ... ... . 16.99 
RVF Honda .. .... .. .. .. ..................... ... 15.99 ....... 15.99 
Rainbow Islands .... .... ..... .. ......... .. .. 15.99 .... ... 15.99 
Risk ............................................... 13.99 ....... 13.99 
Red Storm Rising .......................... 15.99 ........ .. 
Rally Cross .... .... .. ... .... .. .. .... .... .... .. . 12.99 ....... 12.99 
Roadwars .. ... .......... .. ...... .. ............ . 13.99 ....... 13.99 
SEUCK ........................................... 19.99 .... .. . 19.99 
Speedboat Assasslns .......... ........... 13.99 .. .. ... 13.99 
space savage ........ .. ...................... 13.99 .... ... 13.99 
St~ ............................................. 13.99 ....... 13.99 
Stnder .. .. ........ .. ............................ 17.99 ....... 17.99 

I 
Silkworm .......... .. ........................... 13.99 ....... 13.99 
Skweek .... ........................ ........... .. 13.99 ....... 13.99 
Space Quest 111 .. .... .... .. ............ ...... 19.99 ....... 19.99 
Speedball ................ ...................... 16.99 .. .. ... 16.99 
Steve Davis Snooker ........ .. .... .. ..... 12.99 .... .. . 12.99 
STOS ................ .. .... ............ .. .... .. .... 19.99 ........ •• 
story So Far Vol 1 (Compilation) .. 12.99 .. .. ... 12.99 
story So Far Vol 3 (Compilation) .. 12.99 .... .. . 12.99 
Stunt Car ............ .. .................. .. .... 15.99 ....... 15.99 
Shlnobi... ................ ........... .. .......... 13.99 ....... 13.99 
street Fighting Man .................. ... 13.99 .. .. ... 13.99 
Scroll .......... .. ..................... .. .... .. .... 12.99 ....... 12.99 
Sword of TWilight .......................... .............. 17.99 
Starwars Compilation ................... 16.99 ....... 16.99 
Shufflepuck Cafe .... .. ................ .. .. 13.99 ....... 13.99 
Super Scramble Simulator ............ 13.99 .. ..... 13.99 
Super Wonderboy ...................... .. 13.99 ....... 16.99 
Slipheed .................................... .. .. 19.99 ....... 19.99 
Sleeping Gods Lie .................... ..... 15.99 ....... 15.99 
Triad II (Compilation) .................... 16.99 ....... 16.99 
Test Drive 11 ....................... .. ...... .. ... .. ............ 16.99 
TV Sports Football ................ .... .... 16.99 ....... 19.99 
Trivial Pursuits (Family Edition) ... . 16.99 ....... 16.99 
Ultimate Golf ...... .. ........................ 13.99 ....... 13.99 
Untouchables .................... ..... .. .. .. 13.99 ....... 16.99 
UMS 2 ...... .. ...... .. ... .................. .. .. .. 15.99 .. ..... 15.99 
Ultima V .. .. ............ .. ...................... 15.99 .... ... 15.99 
Vigilante ............................ ......... .. 10.99 ....... 10.99 
Verminator ................................... 15.99 ........ .. 
War in Middle Earth ................ ...... 13.99 ....... 13.99 
Waterloo .. .. .. ..... .... .. .. .................... 15.99 ....... 15.99 
WEC Le Mans ................................ 13.99 .. ..... 16.99 
Xenophobe ................................... 15.99 ....... 15.99 
Xenon 11 ..................................... ... 16.99 ....... 16.99 
Xybots ................ .. .. .......... .. .......... 13.99 ....... 13.99 

Name ....................................................... . 
Address ................................................... . 

Tel No: ...... .................... ..... ..... .... ..... . . 

AANOV 



• (Below) The game's title screen comes up and the music starts to 
play. Kingdoms of England is a copy of Defender of the Crown and 

unfortunately, although the gameplay is better, it's still much too easy. 

• At the beginning of the game you start with Just the 
bare essentialsj land, castle, army, anything you want, 

you're going to have to fight for. 

GAINSTAR £24.99 

• You stop for a quick interlude and a chance to prove you're a 
real Robin Hoodj but archery isn't as easy as it looks and the 

wind isn't helping matters. 

• Pro tection means prevention. Keep your lands guarded and 
the other Barons won't invade you unless they have tOj but 

now you've improved your castle, you won't have to worry about 
this piece of land. 
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When I saw Kingdoms of 
England I couldn't walt to 
try It out. On first 
ImpressIons the game's 
"rll"ant and seems to 
have the gamep/ay 
Defender didn't. But, 
unfortunately It doesn't 
ta"e long to get the hang 
of It and the game Is then 
.. slly "eaten. As far as I 
can see KIngdoms will "e 
forgotten about after Just 
a few goes. It's too easy 
for me to recommend It. 

It can quite easily be said that 
Defender of the Crown was one of 
the most famous games to make 
an appearance on the Amiga. For 
its day the graphics were top 
quality, and even by today's 
standards they still hold their own; 
the sound was atmospheric and 
reached new boundaries . The 
only problem that Defender had 
was the gameplay - there wasn 't 
any, and on just your first or 
second go you could quite easily 
beat the game . Kingdoms of 
England is without a doubt a 
clone of Defender, but don 't let 
that put you off, 

You are a Baron, one of many 
that live within the confines of 

• Clicking the left mouse button on your enemies' lands will let 
you see how many armies he's got. But considering your 

outnumbering him three to one, you should be O.K. 



• Your first stop is the marleet. From here you can upgrade the structure 
of your castle and hire more men for your all·lmportant armies, but first 

you've got to get the money. 

England , and like all the others 
you will stop at nothing to gain 
power and become the most 
powerfu l man in the land . Four 
human players can play 
simultaneously in one game, and 
when you include the four 
computer-controlled players as 
well , there 's quite a bit of action 
going on. At the beginning of the 
game each player starts with a 
castle , one county under his rule, 
and about 250 silver pieces to 
buy and assemble an army from 
the local market. Many men can 
be hired from the market, ranging 
from the humble soldiers right on 
up to the glorious knights . More 
than one army can be bought at a 
time, and up to four armies can 
be present in one county at the 
same time (i.e. you can have four 
armies in each county, there's 62 
counties, allowing you to have up 
te 248 armies in the game). Once 
a force has been brought together 
you can start to invade the 
surrounding lands , which are 
mostly unowned in the early 
stages of the game, increasing 
your revenue and allowing you to 
upgrade your invading forces the 
next month. 

Every so often an archery 
contest will be held , and here 
each baron will put forth his 

• Armies pour forth from your lands into the 
defenceless counties surrounding. Revenue is the 

name of the game, and the more land you get the more 
money you'll get. 

best marksman to take part in the 
contest. Every baron will have to 
take part and the top three places 
will receive some silver as a prize. 
Although archery contests are 
rare, when the opportunity arises 
give it your best shot . When two 
armies come up against each 
other a statistics sheet wi ll be 
brought up and the two forces will 
be compared, taking into account 
the weather, how many men the 
other army is outnumbered by, 
and even what sort of men your 
army is comprised of. If the going 
gets tough, though, you have the 
option to retreat. 

Once all your opposing 
enemies have been ove rcome 
and driven from the land, or you 

SOUND 
Good atmospheric music 
which changes according 
to the part of the game 
you're in, but apart from 
that, there's nothing else. 

own a certain percentage of the 
land ; the game is won and you 
will be made King of England, but 
that's a lot easier than it sounds. 

.."He the fact tIuIt H w •• doddle to complete, I w ... 

.nd .tlII .m, • ",."t Ian 01 Cln ..... w.,. .. IJeIendM 01 tile 
CNwn. So, wilen tile opportunity to pl.y whllt ......." to 
.. an ...... nced II.rlatlon 01 tile theme came up, I w •• 
looklnfl lorw.rd to .pend'nfl m.ny • n'flllt .torm'nfl 
c •• "e •• nd re.cu'nfl I.'r m •• den.. Unlortun.tely, 
ICIrHIoIu 01 ..."land .... ,.. Defencfer's PNblem 01 "'ftfJ 
too ".A .nd there .ren't any ....,., flra",.'cs to keep 
you Int.,..ted. The ta_ Nem8 .,ery repetlthte, .nd tile 
.ctlon .cene. repe.t too often, mak'nfl th' • • m ••• ed 
opporfunHy 

Not of top quality, but 
effective for the type of 
game. The map of 
Englands is quite nice 
and so is the end 
sequence. 

:--- ~ - - .,.,---= ---"Y- l 
i • l) ,j .. 1'- ~ ~-;. 

I '.' .'-. 

Despite offering more to 
do tllen the .fllng 
Defender 01 tile Crown, 
Klnfldoms 01 Engl.nd Just 
doesn't have enouflh 
IIar'ety. At first, seizing 
control of counties .nd 
taklnfl castles was fI .... t 
fun, but befo ... very long 
If got tedious. Tile 
graphics .re passable, 
but nothing brilliant, .s is 
the sound. Not bad " you 
"ked Defender 01 the 
Crown, but It could do 
with a bit more 
substance. 

v.nUjOOH 

• Unowned land Is hard to come by these days, and the other Barons 
don't _em too plea_d about the presence of your armies In theIr • Well, at least you didn't come last. The top three archers 

all receive sliver as a prize . it should come in useful. 
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COME 
TO THE 

2 Williams Clowes Street 
Burslem 

Stoke on Trent Castle PROFESSIONALS!!!! 
ST63AP 

~ NOW TAKEN i rru I Tel: 0782575043 Software 
AMIGA AMIGA AMIGA 

REDUCTIONS SPECIAL OFFERS SPECIAL OFFERS 
Manhunter in New York ..... 29.95 12.95 Armageddon Man ............... 24.95 3.99 Fiendish Freddy .......................... - 19.95 
Garfield ................................. 24.95 7.95 GFL Football ......................... 29.95 4.99 New Zealand Story ............. 24.95 16.99 
Phantasm ............................. 24.95 5.95 World Tour Golf ................... 24.95 7.50 Red Heat ............................... 24.95 16.99 
Hyperdrome ......................... 19.95 5.95 Mini Go~ ............................... 19.95 6.99 Robocop ............................... 24.95 16.99 
Artura .................................... 19.95 5.95 Wlcked .................................. 24.95 9.95 Vigilante ...................................... - 9.95 
Mr HeIL ........................................ - 13.95 R-Type ................................... 24.95 9.95 Postman Pat ............................... - 7.95 
F16 Combat Pilot.. ................ 24.95 15.95 Time Scanner ....................... 24.95 9.95 Populous ............................... 24.95 17.95 
King of Chicago ................... 29.95 8.95 IKt ........................................ :24.95 9.95 Jug ............................................... - 7.95 

Xybots ................................... 24.95 14.95 Forgotten World .................. 19.95 14.95 
WILLOW Rainbow Islands ........................ - 15.95 3D Pool .................................. 24.95 15.95 

RRP£29.95 Running Man ....................... 24.95 9.95 Goldrunner 11 .............................. - 6.95 
OUR PRICE £8.95 Lombard Rally ...................... 24.95 14.95 Pirates ................................... 24.95 15.99 

Deluxe Paint 3 ...................... 79.95 54.95 Honda RVF ............................ 24.95 15.99 
Targhan ....................................... - 15.95 Karate Kid II ................................ - 6.95 
Running Man ....................... 24.95 9.95 HIT DISKS Vol 1 Warlocks Quest.. ....................... - 5.95 
Passing Shot .............................. - 16.95 Gold Runner, Siaygon, Tanglewood ................................ - 7.95 
Peter Beardsly Football ..... 24.95 7.95 

Jupiter Probe, Karate Kid 2 Soldier of Light.. ......................... - 7.95 
Pacland ................................. 24.95 7.95 Bards Tale 11.. ....................... 24.95 16.95 
Goldrush ............................... 29.95 12.95 RRP£24.95 Silkworm ............................... 19.95 12.99 
Leisure Suit Larry 1 ............. 24.95 12.95 OUR PRICE £9.95 Millenium 2.2 ........................ 24.95 15.99 
Police Quest.. ...................... 24.95 12.95 Waterloo ..................................... - 17.95 
Nigel Mansels G Prix .......... 24.95 5.95 Leatherneck ............................... - 6.99 
After Burner ......................... 24.95 9.95 Rally Cross Challenge ............... - 15.95 Photon Paint (no box) 
Roger Rabbit.. ...................... 29.95 7.95 Hostages .............................. 24.95 7.95 just disk t instructions ...... .79.95 19.95 
Krystal ................................... 29.95 12.95 Leather Goddesses ............. 29.95 6.99 Faery Tale adventure .......... 44.95 8.95 
Pioneer Plague .................... 24.95 4.99 Nord & Bert .......................... 29.95 6.99 
Paperboy ..................................... - 16.95 Sherlock ............................... 29.95 6.99 For 1 month only: 
Vindicators ........................... 24.95 9.95 Bureaucracy ........................ 29.95 6.99 
Xybots ................................... 24.95 15.95 Plumdered Hearts ............... 29.95 6.99 Garfield 1 and Garfield 2 
Fire Power ............................ 24.95 6.95 Hint books for the above RRP £39.90 
Trac ers .................................. 24.95 3.99 only £2.99 each OUR PRICE £16.99 
Ebon Star .............................. 24.95 6.95 Rick Dangerous ......................... - 15.95 
Galactic Invasion ................ 24.95 3.99 Deja Vu ................................. 29.95 8.99 
Action Service ..................... 24.95 3.99 Wanted ................................. 19.95 4.99 ALIEN SYNDROME 
Thexder ................................. 24.95 3.99 Billiard Sim ........................... 24.95 4.99 ON OFFER AT £7.95 
Marias Christmas Box ........ 24.95 5.95 Division One ......................... 19.95 5.99 
Space Quest 1 ...................... 24.95 12.95 Star Goose ........................... 19.95 4.99 
Space Quest 11 ..................... 24.95 12.95 Fun School Two 6-8 ............ 24.95 12.99 We offer a fast reliable service. 
Real Ghostbusters .............. 24.95 9.95 Fun School Two 8-12 .......... 24.95 12.99 Cheque's PO's to: 
Robbery ................................ 24.95 5.95 Fun School Two over 12's .. 24.95 12.99 CASTLE SOFTWARE 
Hound of Shadow ...................... - 16.95 Dungeon Master (1 Mb) ...... 24.95 15.95 
Marble Madness ................. 24.95 7.50 Elite ........................................ 24.95 15.95 Any games not listed phone our 
Outrun ................................... 19.95 7.50 Helffire Attack ...................... 24.95 3.99 Hotline now on 0782 575043 
Bards Tale ............................ 24.95 7.50 Falcon Mission Disks each19.95 13.95 "Please state Amiga when 
Incred Shrinking Sphere .... 24.95 5.95 Bloodwych ........................... 24.95 15.99 ordering. All orders under £6 
Beast ........................................... - 24.95 Populous scenery disk ............. - 7.95 require 75p towards P&P. Over 
Academy .............................. 24.95 6.95 Kult ........................................ 24.95 15.99 £6 P&P free." 
APB ............................................... - 15.95 Proprietors S.A and R.A Beech 



~V~~Yl~IN~YOU ~V~~ WANU~ ro KNOW Alour AMI~AIII 

Next time you power-up your Amiga and marvel 
at those glorious graphics, spare a thought for the 
effort, and hardware resources, which go into 
making those pixels come alive - it's more than 
just a pretty picture! Jim Edwards explains what 
happens to the pixels before they hit the screen. 

This is a nice example of a HAM image. Those extra colours make 
all the difference. 

So what goes on behind th e 
scenes? Firstly, the programmers 
who actually create the games 
have to rely upon 'pixel artists' 
(read that carefully) , the talented 
guys who turn a game's design 
and theory into a digita l visua l 
extravaganza, using the rather 
limited source material of 
el ectroni c pi xels and colour 
palettes. 

It is logical to make the 
computer work for you, so when 
a p ix'el artist is designing 
graphics for the next smash-hit 
Amiga game, he's bound to use 
th e best too ls and utilitie s 
available to him. The Amiga has 
some particularly good software 
packages for thi s pu rpose : 

Palette Mix 

Blue 

This diagram shows how the bit·planes of the low resolution (32 colour} mode point to a colour 
register, which in turn, holds the RGB colour values for the pixel. 

Deluxe Paint II I, Photon Paint 
and Dig iPaint 3 , to name but 
three of the· most popular 
programs for standard painting 
work. 

Many game developers, 
however, will produce their own 
ded icated sprite editors to 
supplement the standard paint 
programs. These special utilities 
usually have animation facilities 
built-in so that sequences of 
slightly differing frames can be 
slotted into a game's main data. 
Animation is a vital element of 
game graphics ; it makes th e 
difference between a 'shuffling 
graphic blob ' and a believable 
character which can come alive 
when it hits the glass at the front 
of your monitor or TV set. 

Mapping 
Many games give a virtual 
playfield in which your Amig a 
displays a scro lling 'window ' 
upon a vast graphic world . It 
would be impractical to patch 
together numerous painted 
pictures in order to form th e 
landscape, or whatever it is. This 
is because each sc reen-ful l 
would take up some 32K of 
memory. The answer is to draw a 
set of component 'tiles ' whi ch 
can be slotted together in a pre­
defined sequence by th e 
program . Once the tile s -
sections of landscape , trees , 
rocks, etc . - have been drawn , 
the 'map data' can be arranged 
in a grid to indicate how the tiles 
slot together to form the finished 
p icture . The map can occupy 
under 1 K of data per screen-full 
and the program can use thi s 
information to gen erate a 
seamless backdrop wh ich looks 
like a giant painted image - this 
makes for bigger, better-looking 
gameplay areas. 

Perfect palette 
Co lours are compo sed o f 
varying levels of the red, green 
and blue (RGB) primary colours. 
These components are mixed 
together to form anyone of the 
4096 colours which the Amiga is 
capab le of generating . Why 
4096? Because there are 16 
intensity levels of each of the 
three red , green and blu e 
components , and 16 times 16 
times 16 = 4096 permutations. 
The RGB mixture information is 
stored in 32 colour registers, one 
for each of the possible 32 
colours displayab le on -screen. 
Although it is possible to display 
all 4096 co lours at once , th e 
graphics modes used most 
frequently in games display only 
16 or 32 co lours out of th e 
possible 4096, depending upon 
how many 'bit-planes' are used. 
The more bit-planes used , the 
more memory is required to carry 

Amiga Action Issue 002 87 



Lo-Res 328x256 

He d - Res 648x 256 I 
In t:e~ 1 ace 328x 5J. 2 I 
Hi-Res 648x 5J. Z I 
I Ove~ sca.n I 
P~o~aM Loading: S wap Load All 

straight edges - clean and tidy 
blocks , in fact, which slot 
together perfectly. It is only the 
physical attributes of the CRT 
which are responsible for making 
the pixels look fuzzy and usually 
losenge-shaped. Because the 
stream of electrons only 
energises through a patch of 
phosphor for each RGB element, 
the pixel is far from accurate but 
when viewed from a distance, 
looks fine . This effect is often 
exploited by programmers and 
artists in order to achieve a 
smoother result , and the natural 
anti-aliasing (softening of 
contrasty colour boundaries) can 
also be used to 'fiddle ' the 
image. 

the image, but more colours can 
be displayed on the screen as a 
result. 

The image data itself is 
stored in memory as a series of 
bit-planes (known collectively as 
a bit map), each bit-plane is 
actually a grid of binary data (1 's 
and O's) . Any given pixel you see 
on the screen actually starts life 
here: one bit is taken from each 
plane making a binary number 
between 0 and 15 for the 4 bit­
plane (16 colour) mode, or a 
number between 0 and 31 for the 
5 bit-plane (32 colour) mode. 
This number points to one of the 
32 colour registers where the 
palette mixture data is stored, 
thus giving the pixel its colour. 

In addition to the screen 
modes used by most games, the 
Amiga has two special modes, 
extra half-brite and hold and 
modify (HAM), which are 
capable of displaying 64 and 
4096 colours respectively. 
Because of the processor time 
involved in exploiting these 
modes, it is not practical to use 
them for in-game graphics, but 
static title screens are sometimes 
full-HAM images . When used, 
the extra colours available more 
than make up for any lack of 
resolution , particularly where the 
colours are introduced for subtle 
shading effects. 

The hardware 
The Amiga is blessed with some 
exciting custom chips , two of 
which, Denise and Fat Agnus , 
are responsible for supporting a 
range of graphics modes and 
also allow the images to be 
moved around the screen 
qu ickly and smoothly without 
placing too many demands upon 
the processor, which would slow 
the whole machine down if it had 
to do the work itself. Although the 
custom chips , particularly Fat 
Agnus' Blitter, are ideal for fast 
scrolling and animation , it is 
possible to get some good 
an imation effects by modifying 
the colour registers, or shuffling 
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the contents of the registers 
along, thus making on-screen 
pixels change colour, pulsate, or 
appear to move. This is called 
colour cycling. 

Once Denise and Fat Agnus 
have done their work, the image 
has to find its way out of the 
Amiga and on to you monitor or 
TV screen. To skip some rather 
heavy electrol1ic theory, I'll 
describe the last stage of the bit­
map to screen image process: 

If the Amiga is connected to 
an RGB monitor, its video 
circuitry drives three electron 
guns (for Red, Green and Blue) 
which scan the visible face of the 
CRT firing a beam of electrons at 
its phosphor-coated inside 
surface. The beams cause the 
phosphor to glow momentarily 
(the duration of which is referred 
to as persistence) and so the 
pixels are plotted horizontal scan 
line by horizontal scan line to 
form a complete image within the 
blink of an eye. When the RGB 
values are mixed to form a colour 
in the Amiga's colour registers, 
those values will eventually be 
used to drive the electron guns 
which generate the pixels on 

screen. It is worth mentioning 
that RGB colour is additive, so 
that full intensities of each result 
in white. 

Fuzzy 
What is not normally understood 
is the fact that pixels are actually 
symmetrical polygons , 
rectangles or squares, with 

So when you see those 
stunning Amiga graphics, don 't 
forget what goes into making 
them: hard graft by the artists 
who draw the images in the first 
place, the programmers who 
make them move, and, of 
course, the Amiga itself which 
contains all of the hardware 
needed to make the best video 
games in the business. 

('As t"u~ Edi 101' " 

A'/so 

Deluxe Paint III -

a long -time 

favorite paint 

package wllicll 

lias been witll tile 

Amiga rigllt from 

tile early days. 

Tile package 

can be used to 

paint all manner 

of pixel creations 

of still life to 

publicity material 

sucll as til e 

ratller precocious 

effort above 

drawn by Steve 

Wllite 



(Left) Released 
to coincide with 
the film is this 
Batdance demo 
by Raco, Casp 
and the 
Barefooters. 
Featuring a 
rather nice 
picture of Jack 
Nicholson's 
Joker, your ears 
are assailed by a 
complete version 
of Prince's 
Batdance tune. 
Well worth a look 
for the music 
alone. 

First, we have Equinox's Kim Wilde demo, 
which features lots of digitised piccys of 
the gorgeous, pouting, etc. Kim herself. At 
a guess, all of the pictures have been 
grabbed from one of her videos, but the 
music that accompanies the slide·show 
seems totally irrelevant • it's nice, though. 
If you are a great fan of Miss Wilde, take a 
look; but if, like me, she drives you up the 
wall, don't bother. 

(Above) More ray·tracing larks with these two demos. Of the 
two, the walking man is slightly better, if a little short, but the 
hammer should prove quite interesting for a while. 

Just recently, with the advent of Sculpt/animate 3D, there have been 
a lot of ray·tracing demos available. Of them all, my favourite is the 
Ghost pool one, which features a fully·shaded poll table and balls, 
being smacked around by a floating cue. In addition, also worth a 
look, is the plane and ball demo. As the plane flies around the glass 
ball, its image is distorted by the glass· well worth a look, methinks. 
Finally, we have a very simple demo in which a magnifying glass 
takes a closer look at a number of small pictures, enlarging and 
distorting them in the process. Not bad, but hardly exciting stuff. 
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• 

READER GALLERY. 
Send your Amiga pictures on disk to: Steve White, Readers Gallery, Amiga 
Action, Latham House, Quarry Lane, Chichester, West Sussex, P019 2NY 
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The form below can be used to order a subscription, Just fill in your name, 
address and post code, and send a cheque or postal order made payable to 
Gollner Publishing Ltd to: Amiga Action Mail order, Gollner Publishing Ltd, 
Latham House, Quarry Lane, Chichester, West Sussex P019 2NY. Or you can 
phone through your credit card order on (0243) 532828 • you could even fax 
your order on (0243) 533070. 

-------------------, I would like to order (tick appropriate box) AA2 

• 12 issue UK subscription (£23) WITH 2 FREE ISSUES! .................. D ! ';{"! I 
• 12 Issue European subscription (£31) WITH 2 FREE ISSUES! ....... D ~ I 
• 12 Issue overseas subscription (£40) WITH 2 FREE ISSUES! ....... D ~ I 

I 
Name ••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 

Address .•••..•.•.•••.••.••••.•.••••.•••.•••.•.....•.......•......•.....•...•..•.•..••..••.••.••••.••.••••• 

Post code •••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 

I wish to pay by: Visa I Access I Postal order I Cheque 

AccessNisa card number ...•••.•...........•..................•..................••..••...•... 

I 
I 
I 
I 
I 
I 

-------------------~ 

How's that for 
consistency? Two issues 
of Amiga Action have 
now passed through you 
eagle eye! You must 
agree that we have kept 
our promise to offer the 
definitive guide to Amiga 
gaming and where 
possible to improve the 
quality. So go on - how 
about it? Why not ensure 
your regular supply of 
the Action? We're 
offering 14 issues for the 
price of 12 to subscribers 
who sign up this month. 
Go on, why not treat 
yourself to a subscription 
to Amiga Action! 



.95 

The Amiga 500 is one of a new breed o f technolog ically 
advanced computers, wh ich are now emerging as the new 
standard for home comput ing, based ,around the new Motorola 
68000 ch ip, The A500 has 5t2K RAM and a tMbyte double 
sided disk drive bu ilt-in. It can be connected directly to a w ide 
range of monitors, or to a domestic TV set through a TV 
modulator. Designed w ith the user in mind, the A500 features a 
user friendly WIMP environment and comes suppl ied w ith a free 
mouse. And , when you buy your Amiga from Sili ca Shop, the 
UK's Not Am iga specialists , you w ill experience an after sales 
service that is second to none, including a technical support 
helpline and free newsletters and price lists . Retu rn the coupon 
below for our current information pack, wh ich w ill give details of 

Silica service and the very latest Silica Amlga offers, E&OE. 

l'n: i'l\j 1- [H!l\j :[1] a I~: [I}{I]: I J!1 I: 1 I ~!tH~1 
Before you deCide when to ouy your oew Commodore Am!ga compute" 
we suggest you conSider very carefully M1ERE you buy II There are 
MANY companIes who can olter you a computer. a lew. penpherals and 
Ihe lOP ten sellmg lilies There are FEWER compan ies who can offer a 
Wide range 01 products lor your compt..ler as well as expert adVIce and 
help when yOu r.eed J1 There IS ONLY ONE company who can prOVide 
Ihe largest range of AmJga relaled produCI5 In Ihe UK a full lime Amlga 
specialist technical helpl lne and II'I-deplh aher sa.les support, Includtng 
'fee newsletters and brocnures del rvered 10 your dOOr for as long as you 
require atler you pl.Jtchase 'four compUier That one company IS Siltca 
Shop We have Deen established In Ihe home compu ter flela lor len years 
and C8{'i now claim to meel our ClJS10mers reqUt remenls wilh an accuracy 
and underSland!l'lg which IS second 10 none Here are JUSI some 01 the 
things we can offer you 

THE FULL STOCK RANGE: The largest range at Amlga 
related peripherals. accessones, books and software in the UK 

A500 Computer £399.99 
TV Modulator £24.99 
Photon Paint £69.95 
TenStar Pack £229.50 

TOTAL RRP: £724.43 
LESS DISCOUNT: £325.43 

PACK PRICE ~~ : £399 

When you buy Ihe A'mlga 500 from Silica Shop, you Will nol only 
gel a high power. value lor money compuler, we Will also give 
you some spectacular Iree gi fts Flrsl of all, we are now including 
a TV modulalor With every A500 stand alone keyboard, so you 
can plug your Amlga straight Into your 'TV at home (the 
modulator IS not Jneluded Wi th Ihe A500+A 10845 pack as 11 IS not 
required for use With monilors) Secondly, we have added a free 
copy of Pholon PaJnt, an advanced graphiCS package With an 
RRP of £69.95. Last {and by no means least'l , so thai you can be 
up and running straight away, we are giving away the sensallonal 
TENSTAR GAMES PACK With every A500 purchased at Silica 
ShOp. ThiS pack leatures len lOP Amlga tilies Which have a 
combined RRP of nearly £2301 Return the coupon lor details. 

AFTER SALES SUPPORT: The staff at Silica Shop are 
dedicated to help you to get the best from your Amlga. 

FREE NEWSLETTERS: Mailed dl(~ct to your home as 
soon as we print them. featu ring offets and latest releases. 

IDI;~~I ~ [I] :11 (I] jl ~!tH:t Ii i131 i 3 ~ ~i i!1 il ~!!H :1 
FREE OVERNIGHT DELIVERY: On all hardware orders 
shipped to Silica Shop customers Wi thin the UK mainland. 

PRICE MATCH PROMISE: We will normally match our 
competilors offers on a 'same product same pflce' basis. 

FREE TECHNICAL HELPLINE: Full time team 01 Amiga 
technical experts to help you With your technical quenes. 

But don't just take our word for It. Complete and return the 
coupon below for our latest Amiga literature and begin to 
expenence the Silica Shop specialist Amiga service. 

SILICA SHOP: 

A500 Computer £399.99 
1084S Colour Monitor £299.99 
Photon Paint £69.95 
TenStar Pack £229.50 

TOTAL RRP: £999.43 
LESS QISCOUNT: £350.43 

PACK PRICE ~~ : £649 

In itials: 

SID CUP (& M ail O r der) 01-309 1111 
1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX 

OPEN: MaN-SAT gam - 5.30pm LATE NIGHT: FRIDAY gam - Jpm 

LONDON 01-580 4000 

When you buy your Amig. 500 Amegas . £14.95 
Irom Sllic. Shop, we want to Art Of Chess £24.95 

~:a~e P~~~~bl:.o¥h~~tls l:ehybe,:~ Barbarian, Ult Warrior £19.95 
are giVing away Ihe TENSTAA Buggy Boy £24.95 
GAMES PACK wOrlh nearly Ikari Warriors £24.95 
£230, absolu tely FREE wllh Insanity Fight £24.95 
every A500 purchased Irom us. Me ce ary Comp £19.95 

~~·esT~~~t~~iI~a~: ~!c~~~ Te:ror~ods £24.95 
each individu.ally packaged in Thundercats £24.95 
its own casing with instructions. Wlzball £24.95 

TOTAL RRP: £229.50 'N:::;·50 

Surname: 

I 
I 
I 

52 Tottenham Court Road, London, WIP O BA 
OPEN: MaN-SA T 9.30am - 600pm LATE NIGHT: NONE 

Postcode: -.J LONDON 01- 629 1234 ext 3914 
Selfridges (7st Oxford Street, London, WtA tAB 

OPEN: MON-SA T LATE NIGHT: THURSDAY gam -
Do you already own a computer 
If so, which one do you own? -------------



The Game With No 
Name! • 

Palace/Delphine 

Com ing soon , from the 
Palace/Delph ine label , is an 
arcade/adventure in the Sierra­
On-line mould . At present, the 
game is called Future Wars, but 
it is believed that this may 
change before its release . Future 
Wars is an arcade adventure 
which takes place over several 
time zones. The game's scenario 
tells of how, in the year 4088, 
Earth is at war with a race of 

al iens. This war has been going 
on for years now, and both 
factions are locked in stalemate. 
As a last resort, the aliens have 
planted four bombs in Earth 's 
past , and these bombs will 
explode within the next year or 
two , sealing victory and 
domination for the creatures. 

The game begins with you , a 
part-time window cleaner, 
cleaning the windows of a huge 
multi-national company 's 
bu ild ing . As you clean the 
windows, every now and then 
your boss bawls a complaint at 
you. The game features a 

• Outside a large castle, the window-cleaner can either visit 
the local tavern, talce a wander around the forest, or enroll 

on an important mission for the local lord. 
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number of puzzles in the Sierra 
vein, but Palace feel that the size 
of the game, along with' the 
complex object-related puzzles, 
takes the genre 'one step 
further'. Starting on the outside of 
the building, you can collect and 
hold a number of items , and 
these can then be selected from 
the icon-dr iven menu system . 
Future Wars is entirely mouse­
controlled . The mouse pointer is 
used to control your character, 
whilst the right button opens the 
var ious windows , and the left 
button selects options. Using this 
system, then, does away with the 

annoying ' I do not understand ' 
syndrome so many adventures 
suffer from . As you make your 
way through the 100+ screens 
and four time zones that make 
up the game, you can talk to 
people and learn that th ings 
aren't quite normal in each zone. 
Influential people have gone 
missing , and there are strange 
goings-on. It transpires that it is 
the aliens who are causing these 
happenings , and they are 
kidnapping anyone who saw 
their plans. So, piecing together 
what information you can gain 
from the various villagers and 
lords, you must attempt to thwart 
the plans of the evil al iens. 

Future Wars has been 
worked on by the guy who wrote 
Bio Challenge, for three years 
now - in fact, the Delph ine 's 

• Having made hi. way to the laboratory, our whlte-clad hero 
stumb'es across what 'oolcs to be a photo-copier and a 

transmat beam .• wonder If the two are connected In any way? 



platform romp was written in his 
spare time! It features masked 
graphics, excursions into the 
past, present and future, and a 
long-term task. The only problem 
is, you won't be able to get your 
hands on it for about three 
months! 

5tormlord • Hewson 
Orig inally programmed on the 
Spectrum and Amstrad by Raft 
Cecco, the long-awaited Amiga 
version of Storm lord is well under 
way. Converted by Keith 
McMurtrie , who also wrote 
Zynaps and Foundations Waste , 
Amiga Stormlord is boasting two 
extra levels over its 8-bit 
counterpart, and much improved 
graphics and sound. 

Stormlord has the player 
tak ing control over a nicely 
animated viking warrior, as he 
traverses six superbly detailed 
levels in search of fairies. These 
fairies and their beautiful queen 
have been kidnapped and 
imprisoned in small bubbles 
s ituated allover the hostile 
landscape, so the warrior must 
take his life into his hands and 
attempt to free them . So far, 
Storm lord has had six months of 
work put into it, and is looking 

very nice. The play area scrolls 
smoothly past our wandering 
hero, and detailed enemies such 
as dragons, acid droplets and 
other mystical creatures attempt 
to deplete our hero's energy bar. 
Meanwhile, in the background , 
thunderclaps roar and a pleasing 
twee tune accompanies play. 
Your viking is armed with an 
unlimited supply of thunderbolts 
and a large sword which he 
throws at the larger assailants. 
Also aiding him in his quest are a 
number of teleport beacons -
well , the viking equivalent, 
anyway! And standing on these, 
summons a large eagle , who 
sweeps you off to the next 

nearest beacon. 
The game is an 

arcade/adventure of the classic 
style of Pyjamarama (remember 
that?) and Mission Elevator, and 
success depends holding and 
using the right object in the right 
place. The viking can hold only 
one item at a time, and must 
wander to and fro using 
umbrellas to combat the acid 
drops or honey to take bees 
away from a needed object. So 
far, only four of the six levels are 
complete, but from what we have 
seen, these are very Impressive -
especially the superb cartoon­
like graphics. You 'll be able to 
see for yourself, though, when it 
is released in two months time. 

Myth • System 3 
Mentioned in passing in last 
month's RSN, was System 3's 
biggie for Christmas, Myth. Now, 
however, we are proud to bring 
you the first shots of the game. 
At present, the game is at a very 
early stage of development, but 
you can expect to see it just 
before the season of goodwill -
November, to be precise. The 
game's scenario tells of you, a 
brave warr ior, who has been 
summoned from the twentieth 
century to make sure history 
runs its true course. It is the 
ancient gods that have called 
upon you for help, as they are 
concerned about the activities 
of the rogue deity, Dameron, 
who has taken over the heavens 
and is tampering with the very 
existence of time and the 
universe. 

Your mission to defeat 
Dameron takes place over four, 
sprawling levels, each full of 
teetering platforms and deadly 
mythical creatures, such as the 
Hydra and the snake-haired 
Medusa. You begin your quest 
in ancient Rome, before 
eventually leaping and fighting 
your way to Greece, the Nordic 
realm of the Vikings and Egypt. 
Each of these levels has its own 
'look' keeping in tone with 

.... the time zone you are in, 
and you will find yourself 
fighting off large club­
wielding Vikings , 
mummies and centurians 
in your battle to defeat 
Dameron. To aid you in 
your quest, magical 
items which , If used in 
the correct place, allow 
ext ra weapons to be 
collected by our hero, all 
of which will make the 
destruction of Dameron 
slight ly easier. As is 
becoming the norm, the 
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• To get quic"'y from 'ocation to 'ocation, the vi"ing can use 
one of the many 'ye o'de' te'eport machines that are dotted 

around the 'andscape. By standing on a pedesta', an eag'e 
appears and whis"s you off to your chosen destination. 

monster who requires a number 
of shots in its weak spot before it 
passes away and wi ll allow 
entrance to the next stage - the 
trouble is, can you find its weak 
spot! 

The men behind Myth, are 
Laurie Sinnet and Martin 
Wheeler. Both were involved in 
the creation of the horizontally 
and vertically-scrolling 
shoot 'em-up, Dominator, with 
Laurie writing the Amstrad and 
Spectrum versions, whilst Martin 
drew the graphics for each of 
the versions. As usual at System 
3, the game is a real team 
effort, with all of the inhouse 
programmers throwing in ideas. 
The game is being converted 
and improved from the original 
C64 version, with the Amiga's 
considerably superior facilit ies 
being taken advantage of to 
provide super-smooth , 8-way 
scrolling and large monsters. 
Amongst the many contributing 
ideas, there is Phil Harrison, who 
drafted the original storyboard, 
Peter Baron and, a name that 
may be familiar to anyone who 
used to subscribe to Compunet, 
Bob Stephenson . Bob has 
worked on a lot of C64 games in 
the past, includ ing the two 
shoot' em-ups, 10 and 
Salamander, and has gained 
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quite a reputation for being a 
binary Bottlcelli. The main man 
behind Amiga Myth, though, is 
Laurie. Using a 12mhz Aries PC 
running the latest version of the 
PDS/2 68000 software and 
linked up Amigas and STs for 
speed, Laurie beavers away. 
This system saves a lot of time 
when it comes to assembling, 
leaving him more time to perfect 
important things like the 
graphics - items which he is 
writing in a 'modular' fashion , 
seperately from the main code. 
Previous work by Laurie 
includes Grandslam's 
Espionage, but we will 
conveniently forget that! Work 
has been going on for some 
time now, and the first thing 
Laurie did was to kick out the 
Amiga Operating System. After 
that, he started work on the 
scrolling routines and graphics. 
Sixteen colours are going to be 
used for the graphics and 
backdrops, and Laurie is 
espeCially proud of the 
an imation routines the main 
sprite uses . And , from what I 
have seen, deservedly so. When 
complete , System 3 are 
convinced that the game will 
become 'history in the making', 
but whether this is true or not 
will be revealed in November. 
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end of each level is 
guarded by a hu'ge • AIthoutIIt wen ..... ntY ..ty .,..., .'ready tile animation of 

."..". .. ntY truIfI. 
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OKAYI JUST HOW DOES THEil I 

II I REVIEWING SYSTEM WORKt 
INTERNAL DOCUMENT: AA/SH/v2.5 

AMIGA ACTION SCORE SHEET 
Game name: ............................................................ . 
Software House: ...................................................... . 
Reviewer: ................................................................ . 
Date of review: ....................................................... . 
Notes to the editor: ................................................ . 

- GRAPHICS- - SONIX -
VG Good Ave Bad VB VG Good Ave Bad VB 

• Use of colour ............. .. .. D D D D D • Music overall (x2) .......... D D D D D 
• Detail ............................. D D D D D • Effects originality .. .... .. ... D D D D D 
• Graphic originality .... .. ... D D D D D • Effects variety ................ D D D D D 
• Smoothness .... .. ........ .... D D D D D • "Wow" factor .................. D D D D D 
• Qual i~ of animation ...... D D D D D 
• Varie~ of graphics .. ...... D D D D D 
• "Wow" factor .......... ....... D D D D D 
• Speed of movement.. .. .. D D D D D 

- GENERAL-
• Addictiveness % ........ .. ....... 0 
• Lasting appeal % ................ 0 
• Overall gut feeling% ........... 0 

This is the score sheet is one the key to the Amiga Action scoring system. Each 
reviewer fills out one of these sheets for each game they review. The sheet breaks 
down all the elements of a game and reduces the reviewers decision to a simple good, 
1·5 score, this helps take the guess work out of scoring things like animation or use of 
colour. Combined with this analytical approach is a "gut feeling " score, the two results 
are combined using a special piece of computer software which calculates the final 
scores. Space Is also provided on the sheet for making notes to the editor and for 
details like the price of the game and the software house. And thats it really! As you 
can s_ we dont just throw darts blindfold like other magazines· it's your hard earned 
money at stake· we don 't leave anything to chance! 
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Here at Amiga Action , we take our 
games very seriously indeed. You have 
probably heard that from other 
magazines that only review si x or 
seven games an issue , but here at 
Amiga Action, we mean it. Whenever a 
game arrives in the office, the person 
most suited to review it is immediately 
sent off into the corner to play it fully. 
For instance , it would be no good 
giving our adventurers , Mitc h and 
Steve Kennedy, a shoot 'em-up, 
because rumour has it they don't even 
own a joystick between them! That 
person then doesn 't emerge from his 
corner until he has totally analysed the 
game and written the main review, 
complete with tota ll y descriptive 
captions . After that , the other two 
reviewers are banished to their 
individual corners, and also play it for 
a hours on end before wr iting their 
comments. After that, the jol ly trio then 
discuss the various merits of the title, 
play it in two -player mode (if 
app licable) , and eventually come up 
with a score for the graphics, sound 
and its overall percentage. 

Our reviews are split into three main 
sect ions : the body te xt which 
describes the game 's scenario and 
basic features and where the scores 
are shown; individual comments from 
three reviewers which list particu lar 
features we were impressed by or 
faults we loathed, as we think it is vital 
to have more than one person as quite 
a lot of the time , and often there are a 
lot of violent arguements about them. 
Finally, there are the captions, which 
we feel can give a better description of 
the games than boring old body text 
waffle . Basically, we offer the most 
concise review system there is, and, as 
far as we can see, there isn't a single 
loop-hole in it. 

If you have already flicked through 
the mag, you may have noticed that we 
don't score games qu ite as high ly as 
our rivals . This is because we don't see 
the point in giving a particu lar genre 
99% when next month something may 
appear that is even better - do we 
then give that game 100%? This way, 
we can sort the men from the boys. If a 
game scores over 80 % in Amiga 
Action , then you can be sure that it is a 
must buy, and if a game scores less, 
then you should read the comments to 
see what was wrong with it. The whole 
process is very complex, but we feel 
that this way we are making sure that 
you , the readers and game-buying 
public, are getting the best information 
going . Remember: if a game scores 
over 80% in Amiga Action, then we will 
put our logo to it. What more of a 
garauntee could you ask for? 






