
VOLUME ONE - # -A



Welcome to Volume One of my complete low 

down of Amiga games.  This covers the letter 

# and A.

To answer your question : Yes I realise the 

mammoth, monumental task I have set my 

self here, and yes to answer your next 

question, I probably am a bit mad.

But I am loving doing this, as I its making me 

spend time with all those lovely Amiga games 

of my youth and discovering classic gems, 

that I never knew existed.

Anyway I hope you enjoy, the book is totally 

free and done simply because I am enjoying 

putting it together and had failed to find any 

book out there that focussed on the gaming 

side of the Amiga.

If you enjoy then all I ask is you come find me 

on my You Tube channel and say hi.

https://www.youtube.com/user/TheDrisk

I don’t make money from any of this stuff, but 

it’s still nice to have feedback from 

everyone.

Hope to speak to you soon

Paul Driscoll (AKA TheDrisk)

INTRODUCTION

https://www.youtube.com/user/TheDrisk


I love retro gaming, and one of the things I particularly love is the retro 

community and how nice everyone is.

Special greets go out to…

http://www.retrogamesquad.com – A great US podcast and a really 

friendly close nit community.  Particular greets go out to the Alex, Jon, 

Jeff, Madsdk, Trantor and Yakuza963.

http://retroasylum.com – A great UK podcast and great community.  

Thanks everyone there for giving a UK based retro gaming hub for 

people like me to be part of.

Of course this book has pooled on the fantastic work and efforts of the 

following websites…

http://amr.abime.net – An amazing scanned catalogue of all those 

Amiga Mags.  I can’t thank the site enough for keeping such an 

important part of the Amiga history alive, and has bought me 

countless hours of re-reading the magazines of my youth. (I just wish 

you added scan of all the adverts as well).

http://hol.abime.net – The definitive go to place for all Amiga related 

stuff. This fantastic collection is immense.

https://www.youtube.com/user/cubex55 - This person recorded entire 

play throughs of most Amiga games and is a fantastic place to go to 

see a game in all its glory.

http://www.mobygames.com – An authoritative gaming database that 

has been my go to place to find out what did people go onto do after 

the Amiga days. They also have some box art and adverts that HOL 

(Hall of Light) don’t have.

http://www.exotica.org.uk – A wonderful resource, I love their Box 

Scan collection and that they don’t watermark everything.

http://www.lemonamiga.com – Kim Lemons wonderful site, 

cataloguing all Amiga games and allowing user reviews.
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The Magazines
Of course the real stars of these 

books are the magazines and 

their reviewers.  I spent so much 

time in my youth reading these 

magazines, and it was one of the 

highlights of doing this book 

series was being able to reread 

all these great magazines again.

This is why I have given so much 

focus to the reviews, as opposed 

to my own views.  After all these 

guys were the professionals and 

great witty writers to boot.  So it 

was only fitting I give their views 

and not mine the main focus of 

each game.

I wont site particular reviewers or 

magazines as there was so 

many…but I wish to thank all 

these magazines for helping me 

in my youth make gaming 

choices with where to spend my 

pocket money.



I remember the first time I saw an Amiga. I had been invited around a

friend of mine, who had excitedly told me they had a new machine. You

know the kind of friend, the one who's parents had divorced and

overcompensate with lavish and extravagant gifts. It must have been

back in 1989 and he had got the impressive Ten Star Amiga Pack. An

impressive line up of ten games of many genres (Buggy Boy, Terrorpods

and Thundercats were definitely our favourites of the time). But it was

another game he put on first, and from that moment onwards I was in

love with the beige beauty that was the Amiga...

< The Tenstar bundle

a great collection...

1. Amegas

2. Art of Chess

3. Barbarian

4. Buggy Boy

5. Ikari Warriors

6. Insanity Flight

7. Mercenary

8. Terrorpods

9. Thundercats

10. Wizball

That game was Super Hang-on

and I was simply blown away with

the arcade perfect port (or so it

seemed to me at the time). Now

you must understand that prior to

seeing this Amiga game I had only

my humble (but well loved)

Spectrum +2. So to suddenly see

this game running in my mates

room, I just new right there and then, that I had to have an Amiga myself.

It would take me a year to scrimp, save, beg and annoy my parents,

before they finally relented.

SO WHO AM I?



In fact they said that they were so impressed (or was that worn down?)

with my reasoned argument and preparation in pitching why an Amiga

would be beneficial to my school work, future self and my Dads finances

(who loved his gadgets, so I knew I had support there), that they helped

put the money up. So finally the day arrived, and it was here I made my

first blunder. You see during 1989 I had been drooling over the brilliant

Batman bundle which had the Brilliant, Batman the Movie, New Zealand

Story, Interceptor, and Deluxe Paint 2.

Now that was some line up of top quality 

games to own.  But by September 1990 

when I was ready to buy my machine, 

there was a new pack that looked 

extremely Impressive.  In our local 

Dixons shop, they had on permanent 

loop in the shop window the impressive 

game Intro Back to the Future 2 and I
would drool in the window, knowing that this was going to be the pack I 

was going to buy.  In retrospect it was a bad choice, with all the games 

being poor.  Along with Back to the Future 2 (which proved to be a naff 

game), there was Shadow of the Beast II a gorgeous to look at, but 

another dud of a game. 



Then there was the rather Compelling, in that it's so bad its kind of good

game The Nightbreed (based on a Clive Barker film) that had been

turned into a series of really bad mini games. But by far the last and

worst game on the pack was Days of Thunder, based on the Tom

Cruise film about stock car racing. Still at least it still had the brilliant

Deluxe Paint 2 (a paint package series that still to this day is my

favourite paint package for drawing).

But it didn't matter, with my poor choice, as soon I had a stack of game

classics sat on my shelf. From the brilliant blaster Xenon 2 and

Speedball 2 from the Bitmap Brothers , to quirky classics like Shuffle

Puck Cafe, Zany Gold and later Lemmings, and Superfrog to name but

a few.



This is why I love the Amiga. The Spectrum may have been my first

love, as I took my first tender steps into gaming, but it was the Amiga,

which won my heart throughout my teenage years, showed me the

ropes as I truly learned computers and that illusive world of gaming.

And what an alluring world of gaming it was on the Amiga, with it

caught at that perfect moment in time, when games finally had the

hardware to offer impressive titles or the improved versions of games

loved on the 8-bit world, but it was still a time, where gaming hadn't

become too professional and so able to keep that bedroom coder or

small team where madness, originality and ability to experiment was

still able to flourish. Before the suits and financiers finally rolled in and

sapped and drained all originality from the gaming world. It was a

time when anything seemed possible, when the tools you had at your

finger tips such as Deluxe Paint were the same used by the pro's, a

time where you honestly could believe it possible to become one of

those bedroom coders, if only you put in the effort. It is a world sadly

lost to us now in this console centric world, where game creation

seems a distant and alien world to most kids of today

These books is my love letter to that time. I wanted to give

comprehensive look at the Amiga and those involved, a time I know

special to many people, who like me spent many happy hours making

their way in the world of gaming, before deserting her, as we moved

over to the world of PC's or the new exciting Play-Station and Saturn

consoles.

I hope you enjoy this book as much as I enjoyed writing it, and fondly 

hope that with in its pages you will find many things interesting and 

insightful, combined with many happy nostalgic fuelled memories.



About the Author?
I am a nobody really, just someone who had an Amiga back in the day

(still do) and has continued to have a passion for all Retro Gaming ever

since. I now have amassed quite a collection of retro goodness and

confuse my friends with why when I have a perfectly good Xbox 360 sat

on the shelf, does it gather dust, in favour of cranking up one of my

retro systems. My answer is always the same. I love the immediacy of

older games. I hate with modern games, that often I have to put in

hours of my time to get to the point of getting past the introduction

levels. I also hate, that when I finally do decide to crank up my Xbox

360 I have to wait an hour as Microsoft does another friggin' update.

Sadly in my gnarly and grumpy older form (aged 36) and now a family

man I can't give that much time in one sitting on the main TV, without

the wife grumbling is there anything on the TV?

...yes it's my blimmin' game, cant you see!!  and it is a battle that I 

lose well before most modern games have even gone past the intro.  

But its not just the gaming element of retro that I love, I also enjoy 

learning the history of video gaming, piecing together how such an 

important part of my life fitted together. To learn more about the 

companies, the people and the games, that were cherished in our 

youth.   I also see how important it is, when you look at early film and 

how 90% of all silent films have been lost and 50% of all films with 

sound, have been lost, due to no-one taking the time to keep hold of 

such titles for preservation.  This is why I am so thankful to so many, 

who take the time to create emulators and store copies of these games 

and also those who put considerable effort researching and storing 

every facet of  retro gaming.  After all we are still fortunate enough for 

video gaming to still be so young, where many of its pioneers, 

visionaries and game creating Gods are still among us, and able to give 

a first hand insight in to their time in the industry (it is just so sad, that 

many of these gaming heroes remain so allusive).



Yes Retro gaming is a great hobby and as hobbies go, very cheap

and varied, with the only down side being the space it can take up

(unless you go down the emulator route). You may be interested that

I have attempted once before to tell the story of video games in some

detail, and still I believe the most detailed video game history guide

(in video format) that I have seen...

Check out my You Tube channel on :-

www.Youtube.com/TheDrisk

Episode 14 incidentally of this series is a massive 

multi-part episode covering all things Amiga.

In this book I intend to make it a multi volume release as it will be a 

mammoth task writing about all the games I could lay my hands on.  

Of course I had to make rules to limit the already Olympian task 

ahead of me.  I have decided not to do Public Domain games unless 

very, very good.  Also any games that were not translated into English 

also have been left out. Finally I have decided (as you can see) to 

write these books in PDF, but to be easy to read on a tablet or a 

Kindle Fire.  

Anyway,  I hope you enjoy....

http://www.youtube.com/TheDrisk


NOW ON TO 

THE GAME 
GUIDE…



Key Full Magazine Name Publisher Country Published

A32 Amiga CD32 Gamer Paragon Publishing UK

AA Amiga Action Interactive Publishing Ltd; Europress Publications UK

AAP Antic's Amiga Plus

ABY Amiga Buyer's Guide Jeannie Lawrence Publishing UK

AC Amiga Computing Europress Publishing UK

ACAR Australian Commodore and Amiga Review Saturday Magazine Australia

ACE ACE: Advanced Computer Entertainment EMAP UK

ACGUIDE AC's Guide to the Commodore Amiga PiM Publications USA

ACT Amiga Active Pinprint Publishing Ltd UK

ACTECH AC's Tech for the Commodore Amiga PiM Publications USA

ACUS Amiga Computing US Edition IDG Media USA

ADU Amiga Down Under Fromont Holdings Ltd. New Zealand

AF Amiga Format Future Publishing UK

AFC Amiga Force Europress Impact/Impact magazines UK

AFUN Amiga Fun (UK) MC Publications UK

AGZ Amiga Game Zone USA

AHC Australian Home Computer G.E.M. Saturday Magazine Australia

AHOY Ahoy's AmigaUser Ion International Inc. USA

AP Amiga Power Future Publishing UK

APoV Amiga Point of View abime.net

APRO Amiga Pro Aceville Publications UK

ARES Amiga Resource COMPUTE! Publications Inc

ASHP Amiga Shopper Future Publishing UK

AT AmigoTimes Sama Software Inc Canada

AUAG Australian Amiga Gazette Australian Amiga Gazette Australia

AUI Amiga User International Croftward UK

AW Amiga World IDG Communications/Peterborough, Inc USA

AZC Amazing Computing for the Commodore Amiga PiM Publications USA

CCI Commodore Computing International Antony Jacobson UK

CFC Commodore Force Europress Impact UK

CHZ Commodore Horizons Sunshine Books UK

CMG Commodore Magazine Commodore Magazine Inc. USA

Co16 Click On 16 Bit UK

CPP Commodore Power/Play Commodore Magazine Inc. USA

CU CU Amiga EMAP UK

CVG Computer + Video Games EMAP UK

EDGE Edge Future Publishing UK

GM The Games Machine Newsfield UK

GMAST Games Master Future Publishing UK

GX Games-X Europress Interactive Ltd UK

INFO Info Info Publications Inc. USA

MANIA Amiga Mania TNT Mailfast UK

MEGZ MegaZone Australia

NCE New Computer Express Future Publishing UK

O The One EMAP Images UK

OCP Ocean Power UK

OST The One for ST Games EMAP Images UK

OZ OZ Amiga Australia

PAU Professional Amiga User Gareth Powell Publications Australia

PDOM Public Domain Future Publishing UK

RAMPAGE Rampage Jengrove Enterprises Ltd

SHS Shareware Shopper Europress Publications UK

ST+ Strategy Plus Strategy Plus Inc (US edn); Foxray Ltd (UK edn) USA, UK

STAF ST Amiga Format Future Publishing UK

YA Your Amiga Argus Press Group UK

Z Zero Dennis Publishing UK

ZZ Zzap Newsfield & Europress Impact UK

Amiga Magazine Key Guide

[R] prefix means its a review based on the game review when it was re-released on budget.



'Allo 'Allo –Cartoon Fun (1993) 
£24.95 Alternative Software
[ 4/10 – Nice atmosphere 
marred by poor game play.]

AC : 65% - 'If you like corny 
platformers, French 
accordion music and have a 
soft spot for Rene's sausage. 
Go for it. Reassuringly 
expensive?  Hardly!.‘

AF : 53% - 'A bit much 
asking £25 for this and the 
two player is the biggest joke 
here.‘

O   : 45%- 'Listen very 
carefully.  I shall say this only 
once: 'Allo 'Allo is crap.‘

AP : 37%- 'Shamefully 
shoddy stuff for a full price 
game.'



Based on the brilliant David Croft long running TV comedy that ran

from 1982 to 1992, so on the game release the show had run its

course and was seen as a bit old hat. Like the TV show the game is

set World war 2 in occupied France and follows the exploits of

beloved café owner Rene who's just trying to make his way in the

world and the fearless resistance leader Michelle. The games

atmosphere is great really capturing the TV show and chock full of

great cartoon versions of all the cast.

The music as well is suitably catchy if not annoying after ten minutes

play but does add to the ambience. The main trouble with this game

is unfortunately the game play which plays more like an 8bit budget

platformer as opposed to its full price, 1993 release. The game is full

of difficult to avoid enemies and sprawling dull maze like screens as

you hunt for items. It still is worth a play if you loved the show and if

you can find a cracked version with a cheat then it makes this a

much more enjoyable experience..



'Nam – 1965 - 1975 (1991) 
£24.95 Domark
[ 8/10 – Great Strategy 
Game, if a little dry and 
difficult.  Not for strategy 
newbies.] 

CU : 90% - 'Completely 
absorbing, wargamers will 
love it!!.'

AF : 88% - 'Political problems 
add spice to a good strategic 
war-game.'

AP : 69% - 'A well thought out 
and potentially challenging 
war game that's let down a bit 
on the technical side of 
things.'

O   : 77% -'It's a challenge 
that anyone with an interest in 
strategy or manipulation of 
history should take up.'

Designed by an Oxford University
history student you know right from the
beginning you are going to be in for an
accurate depiction of the war. The
game doesn’t disappoint with it covering
not only the war affair but the politics
and even drug taking of the troops. The
game play is a little dry on the strategic
side of things and perhaps like the real
war of which it is based it is easy to get
confused and lost. However for those
with time on their hands and an interest
in this period of history there is much to
learn and enjoy about this game.



1000 Mille Miglia (1991) 
£25.95 Simulmondo
[ 3/10 – Racing in the 1930's is novel fun 

but you will soon tire of the game .] 

AP : 53% - 'Slow old fashioned driving game dressed up in historical 
authenticity.  Great for fans of slow old cars, of dubious worth for the rest 
of us..'

AF : 51% - 'True its all very neat, with digitised piccies from that era, 
period typefaces and reasonable 3D, but the cars handle like whales and 
every time you go over a particularly brittle twig you stop for repairs.'

Based on the famous Italian
endurance race through the
Italian countryside. The real pull
of this game is that the game is
set from 1927 through to 1933
and featuring real cars and
drivers of the period. It is a
period much skipped over by
video game racing games and so
itt is nice to play a racer a little bit
different. The game also run
rather smoothly as you begin the
race and your initial impression is
that its not too bad. However ten
minutes in as you watch the
same scenery roll past you
realise you have had enough and
reaching for another game.
Worth a play for the curious but
best avoided for the rest.



1869 (1991)
£25.95 Flair Software / 

Dev: Max Design 
[ 6/10 – Sail the seven seas, 
get out the rum and start 
singing those sea shanties.] 

AA : 68% - 'I suspect that 
many such fans would be 
disappointed with 1869 as it 
stands.  It has all the basic 
elements for a  really good 
game, but doesnt expand on 
them anywhere near enough to 
really captivate interest, and 
unfortunately falls a bit after too 
few hours – a real shame.'

AF : 90% - 'One of the best  
multi-player games you can get 
that only needs one Amiga.'



Set in the exciting sea salty world of 19th Century sea fairing world, the
where the age of sail is king and world wide trade was at full height. In
the game you run a trading company and its up to you to buy and sell
goods across the globe whilst avoiding pirates and make a tidy profit.
Essentially its Elite but with sail ships. Its quite enjoyable really and
stock full of history of the period providing you put in the effort. It really
does however befit from a hard drive installation (playing from floppy
disk will make you cry) and the manual to the game is needed otherwise
you will be pretty lost on how to play the game.



1943: Battle of Midway (1989) 
£25.95 Go! / Dev:Probe
[ 1/10 – An unforgivable, terrible 

conversion of an arcade classic.] 

AA : 15% - 'An awful conversion of 
what is supposedly a fine coin-op.  
This official sequel to the equally 
dire 1942 is slow, generally 
unplayable and nowhere near as 
good as other horizontally scrolling 
shoot em-up budget titles such as 
Xenon II.

As a huge fan of the coin-op and with a
soft spot for probe I was looking forward
to what the powerful Amiga could do
with such a game (see Banshee for
what the Amiga can do when pushed).
Unfortunately this looks to be a lazy 8bit
port of which the 8bit versions were
really bad as well. The game is not only
a mess visually being all crammed in a
tiny window but is incredibly slow
making it almost unplayable. Another
messed up Coin-op conversion by U.S.
Gold then (Go! Was their Premier name
to differentiate it from the standard
products).



1st Division Manager (1991) 
£7.99 Codemasters / 
Dev: Cirrus 

[ 5/10 – Average but a nice 
light hearted take of  
football management.] 

AF : 66% - 'It's a mouse 
controlled text heavy clicking 
session spliced with the odd 
graphic as you make your do 
or die choices.  When you're 
happy, its of fto the pitch-side 
to watch what looks like Kick 
Off guys as they rush around 
during bouts of goal-mouth 
action.  You can't control 
them, you can only sit 
helpless as they cock up 
every chance that comes their 
way. '

AA : 53% - 'Football 
management with 
presentation! Instead of lots of 
text you're treated to an actual 
game of football! It'll never 
catch on.'

A Codemaster favourite game of the 8bit
world and Developed by short lived
developer Cirrus (with the coder Chris
Chapman who went on to Sensible
Software to help do Mega-lo-Mania and
Sensible Software.). It is not a bad game
really being a little light on the tactics front
and the fact that you can really make any
changes during the game makes it far too
basic for any staying power. Having said
that if you just want a football management
sim that requires more luck than skill with
little to think about then its worth a play.



3D Construction Kit (1991) 
£49.99 Domark / Dev: 
Incentive Software 
[ 9/10 – The development 
tool which was 
the Minecraft of the day.] 

AF : 91% - 'The highly 
powerful set of tools, 
combined with amazing 
ease-of -use, make this 
an unrivalled game 
creation system.'

AA : 90% - 'There are so 
many options and 
possibilities, you could 
well find yourself creating 
a whole new world.'

O   : 93% - '3D 
Construction Kit is on of 
the best 16nit utilities to 
appear – ever!'

AP : 80% - ' It's not for 
the faint-hearted (or faint 
walleted) but it achieves 
what it sets out to do very 
well.'

GX : 5/5 – 'The editor is 
very easy to use and the 
speed of the graphics is 
highly commendable.'



In the late 80's all gamers dreamed of the day when virtual reality would
come to fruition. During this time there was only one developer that gave
anything close to this brave new world. Incentive Design would wow the
8bit world with first Driller in 1987 and quickly followed with Dark Side,
Total Eclipse and Castle Master. So in 1991 when they released a
development kit to actually make such games kids like mean were
breathless with excitement. The tool was impressive especially on the
Amiga where there seemed no limit to the Worlds you could create. It
was expensive and really needed a better manual, but for those willing to
spend the time this was a wonderful creation tool and one I would love to
see updated for modern PC's.





3D Construction Kit 2 (1992) 
£39.99 Domark/ Dev: Incentive 
Software
[ 8/10 – Same as the first one, but 

by 1992 the world had moved on.]

AA : 88% - 'Everything you might 
want out of a 3D Construction kit 
is here, but I have my 
reservations nonetheless, mainly 
because of the speed and the 
manual.'

AF : 78% - 'Don't believe the 
hype about it’s easy to write a 
commercial-quality game with it, 
because it aint.'

AP : 80%- 'This is an 
improvement in many respects, 
but a sideways step in others.  
And viewed in isolation, its a 
neat but expensive – way to 
create 3D games.'



What a difference a year makes. This was essentially the first game with
a slightly posher looking user interface. The trouble was by 1992
gaming had come on leaps and bounds as developers learned the
Amiga system., and so what had seemed as visionary only a year before
was beginning to look severely outdated to everyone. The development
tool is still a lot of fun if fiddly though, but I still find myself drawn to the
original (mostly because that was the one I have spent the most time
with).



3D Pool (1989) 
£24.95 Microprose / Dev: Firebird
[ 6/10 – Impressive at the time but 
now Archer MacLean's Pool is a 
much better Amiga alternative.]

AC : 83% - 'Its playable, slick and 
technically brilliant.‘

CU : 81%- 'Its fast, realistic, 
playable, addictive, fun and it doesn't 
harm the ozone layer.'

Back in 1989 this was the best 
pool or snooker game around 
and I  as many spent countless 
happy hours playing it.  But then 
Archer Maclean would release 
the brilliant Jimmy Whites 
Snooker in 1991 and Archer 
Maclean Pool in 1992 which took 
this and ran with it polishing its 
ideas to perfection.  After that 
there was simply no going back.  
Now-a-days the game still plays 
well if a little clunky with the 
controls. But its still worth a try 
for nostalgia sake if you played it 
in the day, otherwise you would 
be far better sticking with Mr 
Maclean for your Amiga Pool fix.

AP : 77% - 'If you like the idea of 

computer pool, an un-missable

bargain. (Not everyone will of 

course).'

ZZ : 78%- 'Well programmed pool 

sim – It's just like being down the pub 

(well almost!).'







3D World Boxing (1992) 

£24.95 Simulmondo

[1/10 - Really, REALLY bad. 

No gameplay to speak of.]

AP : 11% - 'Terrible boxing 

game. In 3D. Summed up 

neatly by the eight pages of 

irreverent history about boxing 

and the paragraph at the end 

telling you to hold down fire 

and waggle the joystick.'

Italian developer 
Simulmondo really came 
out with some terrible 
games on the Amiga.   I 
take it because they were 
based in the beautiful 
province of Bologna and 
so were probably too 
busy out in the sunshine 
than actually playing the 
tripe they were 
producing. Of all the titles

they did though this is perhaps the 
worst.  The game looks very pretty 
(until it starts to move) but it has 
literally no game play what-so-ever to 
speak of.  Try to avoid this game at all 
costs



3D World Soccer (1992) 
£24.95 Simulmondo
[ 3/10 – Interesting viewpoint, but not really playable.]

Not to be confused with 
Simulmondo's I Play: 3D soccer.  
On boot up and after what seems 
like a life time of swapping the two 
disks and going through incredibly 
slow menus you are finally get into 
the actual game itself (and if like 
me already in a n impatiently bad 
mood.   But at the start the game 
ibegins to win you over with the 
nice isometric viewpoint and for 
the first five minutes you will be 
quite impressed with how ahead 
of the curve it was in the looks 
department.  Sadly though you 
then quickly realise that the 
controls are terrible, being 
extremely limited and so making 
the whole game a rather pointless 
exercise.  I am afraid another dud 
by the Italian developer.



3D World Tennis (1992) 
£24.95 Simulmondo
[ 4/10 – Not one of the better 
Amiga tennis games around.]

AP : 67% - 'Surprisingly attractive 
mix of management and actual 
tennis that has you picking fights 
with various people around the 
world to improve your form (you 
start off such a poor player that you 
can't cross the court in time to 
reach the shots) before taking part 
in one of the big tournaments.  The 
tennis bits well done, with an 
unusual viewpoint (behind your 
player but scaling as 
you run in and out) and some nicely 
generous collision detection on the 
ball, and the management stuff 
helps flesh it out. Yes. I like this 
one.' 

One of Simulmondo's better games. It plays ok but the beginning point
of your players skills makes progress a slow and frustrating one. Also to
note that it doesn’t emulate very well without tweaking it as it runs far too
fast. In summary there are far better versions of tennis out there on the
Amiga.



4D Sports Boxing (1991) 
£24.95 Microprose / Dev: 
Distinctive Software
[4/10 – An ok game but 
too slow on the Amiga.  
Try the PC port instead.]

O   : 84% - '4D Sports 
boxing is a competent 
boxing simulator.‘

CU : 83%- 'lack of any 
realistic damage being 
inflicted on the faces of  
fighters detract hugely from 
the feeling of actually being 
ringside.‘

AC : 80% - 'Mindscape 
have taken a risk with a 
game like this, and its 
almost paid off.  .‘

AF : 79% - 'the best 
implementation of the noble 
art so far.‘

AP   : 40%- 'Respect is 
due for the unique 
approach, but its all to no 
avail.  A comprehensive 
simulation with poor 
playability's as much use 
as a chocolate mouth-
guard.‘

AA   : 39%- 'Each fight can be won by 
simply activating your joystick's autofire
and pushing forwards



Boxing games are sparse on the Amiga and so compared to many this is 
one one of the better ones (but that's not saying a lot).  The 3D boxers are 
impressive with how they move but too be honest its all too slow with the 
Amiga not up to the power of the PC game of which it is ported.  If you 
want to try it then give the PC game a go instead.  Love the box artwork 
though...very cool.



4D Sports Driving (1992) 
£24.95 Microprose / Dev: 
Distinctive Software
[ 4/10 – Another game too 
slow on the Amiga.  
Try the PC port instead.]

O   : 78%- 'With a choice of 
12 of the worlds most 
exciting cars, tracks to give 
seat-of-the-pants driver  a 
hernia and  your very own 
track designer, 4D Sports 
Driving offers exceedingly 
good variety, if nothing 
else...'
CU : 75%- 'Its not as 
instantly playable as Stunt 
Car Racer, but its certainly 
fun nonetheless.'
AA : 74% - 'Hard Drivin' fans 
will adore Mindscapes 
equivalent and others will 
find a competent/racing 
formula.'
AP  : 69% - 'Hard Drivin' 
with knobs on. Features 
galore give a much needed 
shot in the arm.‘

AF  : 33% - 'If programmers had spent 

a little more time getting the graphics 

smooth and the cars controllable, they 

might have had a half decent game on 

their hands.  As it is, this is wholly 

awful  4D  indeed. Try 4th rate.'



Also known as Stunts…Developed by Distinctive Design who would go on 
to do the beginning of the Test Drive series (the first two not very good 
ones).  This game is another that was so much more playable on the PC 
than the Amiga with it being far to slow and jerky and so making the cars 
uncontrollable.  Tweak emulation setting or find the PC game and there is 
some fun to be had in this title.  Otherwise avoid.



4th & Inches (1988) 
£24.95 Accolade
[ 1/10 – Not aged well, 
go play John Madden's 
American Football.]

AA   : 87%-
'Everything you would 
expect to see in an 
American Football 
game.‘

AC  : 71%- 'makes you 
want to play it, even 
though the tunes make 
you want to join the 
Neighbours school of 
acting.‘

ZZ : 69% - 'An 
accurate no-nonsense 
sports simulation with a 
slightly disappointing 
no-frills approach.'
AF  : 42% - [R] 'John 
Madden American 
Football beats it hands 
down.'
AP  :   3% - [R] 'Just 
crap with no redeeming 
features whatsoever.  
This gives American 
Football a bad name, 
and you'd be infinitely 
better off saving up the 
extra fifteen quid for 
John Madden's.'



It's interesting to see the change in reviews scores only a few years later to 
show how much better John Madden American Football was than the 
competition (on the Amiga at least).  For myself I always struggle reviewing 
American Football games as the sport just leaves me cold with far too many 
stoppages and complex tactics rather than all out action.   This game may 
have been reasonable back in 1988 when released, but by 1992 it was 
already seen as ancient when Electronic Arts came along and showed it 
how its done. 



4x4 Off Road Racing (1988) 
£24.99 Epyx
[ 0/10 – Use your Floppy 
disk as a coaster instead of 
playing this mess.]

In the early days of the Amiga
game companies were only
focussed on 8 bit platforms
with the Amiga simply as a an
after thought with no
consideration of what could
be done with all that hardware
power. This game is even
worse as on the C64 of which
it was based it was seen as a
poor Buggy Boy clone and a
terrible. game. But when said
game is then ported to the
Amiga with no real
improvements (but still hike
up the price to £25_ then
that’s a complete travesty.



5th Gear (1990) £19.99 
Hewson / Dev: Microwish
Software
[ 1/10 – A game to drive you to 
frustration!!]

I can't understand how Microwish could take such an exciting idea as 
illegal futuristic racing with guns and turn it into a frustration fest with 
controls like a shopping cart were you can even negotiate the tracks at 
a near stand still and then combine that with you restarting the whole 
damn race every time you crash.  Yet another God awful game best 
forgotten about.



7 Colors (1991) 
£25.99 Infogrames
[ 5/10 – An OK puzzle 
game that takes a while to 
get your head around.]

CU  : 66%- 'Original and 
playable but lacks lasting 
appeal..‘

AF : 64% - 'well put together 
but doesn't pull players in.  
Those seeking a quietly-taxing 
board game will love it..‘

AP  : 47% - [R] 'Sort of al-
rightish, but still not really 
worth the reduced asking 
price.  It's not even noticeably 
weird.‘

GX  : 3.5/5 – 'Its a great game 
with possibilities The question 
remains however, as to 
whether it can grab the 
software buyers imagination.’

One of those games puzzle really 
difficult to explain but let me try... The 
board is made up of randomly 
distributed diamonds of 7 different 
colours. Starting from the opposite 
corner to your opponent you must 
then click on a diamond to change 
your colour (but not your opponents 
colour) then  it will colour in any 
adjacent diamonds of the same colour 
and any miscellaneous colours 
surrounded by your colour will also 
change as well.  The purpose is then 
to continue until your or your opponent 
has won over half the board.  Very 
confusing to play and it will take a few 
hours to really get what's going on.  Is 
it worth your time to learn?  Not really.  
Not bad but there are far better 
puzzlers out there.





9 Lives (1990) 
£24.99 Arc Development 
[ 2/10 – Nice sound and 
graphics ruined by a 
rubbish game.]

AA  : 80%- 'will have you 
hooked for ages. Very cute 
and very playable. Nine 
lives is just what we 
needed.'

Designed, written co musician and co drawn by Simon Butler (He who did 
lots of the Ocean graphics (Addams family and Elf) this is very much his 
game and also shows why he stuck to just drawing from now on.  The first 
thing that strikes you is the quality of the music that perfectly suits the 
style of game (not surprising as Martin Walker who has done everything 
from Thunder-hawk AH-73M to Spindizzy Worlds worked on the music for 
this game.). The graphics as well look stupendous,  full of humour and well 
animated.  Unfortunately that’s were the good things to say about the 
game dries up.   Clearly Simon's main skill wasn't his programming or 
game design and it shows as the screen judders making the whole game 
an unplayable mess.







688 Attack Sub (1990) 
£24.99 Electronic Arts
[ 7/10 – Enjoyable Sub Sim, well 

worth a play.]

AC  : 80%- 'excellent way to acquaint 
yourself with the claustrophobic atmosphere 
of underwater warfare‘

AF  : 86%- 'You have to be a certain kind of 
person to enjoy a sub sim: someone who 
likes to think about their actions and doesn't 
mind waiting a few minutes for things to 
happen.  Sub sims rely on building tension 
and 688 does it beautifully.‘

CU  : 86%- 'I had a lot of fun playing this 
and soon I was hooked.  It's nowhere near 
as involved as Red Storm Rising.‘

AA  : 80%- [R] 'Once familiarised with the 
controls, most will be impressed with all the 
game has to offer, though a fair gripe is that 
the action is stunted to some extent by the 
laboured mission controls.‘

AP  : 58%- [R] 'thrills and atmosphere are in 
short supply - You never get the feeling 
you're actually sitting at the helm of a 
submarine. Silent Service 2  would be a 
much better alternative.'



Submarine simulators aren't for everyone as for the main they can be 
quite dull with not much going on and all rather slow.  Out of the 
submarine simulator games out there this is perhaps one of the most 
accessible and the one most gamers will have tried.  The game does a 
reasonable job with it with it being a pretty solid game that will offer some 
enjoyment if you are prepared to put the effort in to learn how to play it.



1000cc Turbo (1990) 
£12.99 Impressions 
/ Dev: Max Designs 
[ 3/10 – Poor Super 

Hang On clone.]

It plays ok-ish, being 
reasonably smooth but 
nothing compared to most 
of the driving games on 
the Amiga.  The biggest 
problem I have is the tiny 
game window of which 
you have to play within.  
When the Amiga has so 
many great racers to 
choose from this one is 
simply left still on the 
starting line.  



3001 – O'Connors Flight (1990) 
£??.?? Rainbow Arts 
[ 0/10 – Waste of a floppy disk.]

A space strategy game that's ill thought out and as dull as dull thing in 
dull-ville Arizona.   Amazed that this title made it to a commercial release. 
Wasn't even worth the effort of me putting the game in to my Amiga.



20000 Leagues Under The Sea (1989) 
£19.95 Coktel Vision
[ 2/10 – A Weird French adventure (and not the good kind of weird).]

AF : 78%- 'Overall a very 
good game spoiled by long 
waits and a lack of a save 
option.'

O : 59% - 'This one doesn't 
quite make it, but maybe next 
time starting with game design 
first and then doing fabulous 
pictures might finally produce a 
marvellous game.'

AC : 15% - 'text is pathetic, 
even allowing for translation, 
and the gameplay is dire. Best 
place for this game is 20,000 
leagues under the sea.'



When it comes to video games the French are a weird lot.  It's usually the 
good kind of weird of which has made the gaming world so much the 
richer.  Coktel Vision is one of these good weird companies, producing 
Fascination and the Gobliiin games.  Unfortunately this game based on 
the famous Jules Verne book, is the bad kind of French weirdness. You 
know you have reached strange-ville when the game starts up with a full 
blown Opera as the music.  Sadly the game deteriorates from there being 
a mere picture story book interspersed with really bad and ill thought out 
arcade sequences.



A.G.E (1991) £19.95 Coktel Vision / Dev: Tomahawk 
[ 3/10 – Messy Space Trading sequel.]

A.G.E. Or Advanced 
Galactic Empire is the 
sequel to the also never 
heard of Galactic Empire 
game also done by 
developer Tomahawk who 
are most famous for their 
adventure game 
Fascination.  The game is 
a space trading game 
working as a kind of poor 
Elite clone mixed in with an 
attempted personality of 
the game Captain Blood.  
For me at least this game 
didn't really work for me.  
Perhaps its because I was 
weaned on the superior 
Elite and so couldn't get 
anything from this game.  
Nah I suspect its because 
this games naff.



A.M.C. (1990) 
£19.95 Dinamic Software / 
Dev: Creepsoft
[ 5/10 – Simple fun Run-n-
Gun marred by frustrating 
level restarts each time 
you die.]

ACE : 739/1000 – Featuring 
18 in-game tunes, a huge 
selection of suitably ugly 
monster sprites and a 
polished horizontal scroll 
with an extra vertical scroll 
thrown in.  A.MC.'s 
technical merit is obvious.'
AA :  49% – 'The 
gameplay is bland and 
shooting the aliens gets 
very boring.'
GM : 42% – 'It's repetitive, 
clichéd and unnecessarily 
difficult. Many better stroll-
along shoot-'em ups are 
available on budget.'



A.M.C. Or Astro Marine Corps to its friends isn't too bad. Maybe its
because I have been playing some terrible games in compiling this book
but I really enjoyed this game (although finding a cracked version with a
trainer helps the enjoyment no end). It plays quite well with only the gun
direction being a little messy at times on the joystick controls. It looks
great and scrolls nicely enough for an early run-n-gun blasters on the
Amiga. The tunes incidentally are pretty good and genuinely adds to the
game experience. So why only 5 out of 10? Well its a shame that after
getting so much right with the game, that the developers would
undermine all their hard work with frustrating restart points that have you
have you restart the whole level each time you die. Which when
combined with loads of trial and error jumps and hidden nasties makes
the game much more frustrating than it has to be. Still its a fun
alternative if you fancy a quick simple 8bit style blaster but with better
graphics (and have got bored of the Turrican games).



A-10 Tank Killer (1991) 
£24.95 Dynamix/Sierra 
[ 5/10 – An OK flight 
sim thats too sluggish 
to really enjoy.]

AF  : 75%- 'best viewed 
as a luxury addition to 
any Amiga air force as it 
lacks the necessary 
speed to cut it with front-
line fliers.‘

AA  : 75%- 'A package 
of mixed quality that 
leaves me feeling that 
more could be made of 
it. For flight sim fans 
only.'

ZZ  : 90%- 'the action 
appears more realistic 
and you end up with a 
real knot in 
your stomach when you 
hear 'I'm hit! I'm hit! And 
you watch your wingman 
turn in to a ball of fire.  
A-10 Tank Killer is 
thoroughly 
recommended – it is 
pure entertainment.‘

AC  : 70%- 'Its just a shame Dynamix hadn't managed to get things 
running at a slightly faster frame rate.  If they had A-10 Tank Buster 
would have been one hell of a game.  As it is, it can often leave you 
frustrated. ‘

AP  : 68%- 'If only they'd put a turbo on the 3D graphics routines (which 
is apparently what the PC version feels like), I'd be giving a mark 
somewhere in the eighties, but they didn't so I won't.'



One genre I really miss in today’s console-centric marketplace is the 
flight simulator as I can imagine with today's PCs you could do some 
brilliant remakes of some of the better Amiga flight sims.  A-10 Tank 
Killer would be one that's pretty low on the that list to be remade being 
one of the less popular titles that came out for the Amiga.  There is 
nothing particularly wrong with the title its just too slow for the humble 
Amiga to cope with and so sadly making the game a bit annoying to 
play.  Oh its 1mb only Amiga's by the way as well.



A-Train (1992) 
£34.99 Ocean / Dev: Artdink & 
Maxis

[ 9/10 – A great strategy game, 

for those who loved Sim City 

and those who love

trains]

AC  : 85%- ‘It does take some getting into, but once you’ve mastered 

the basics and your trains are puffing away, A-Train is the type of game 

that can easily turn into an obsession.

AF  : 84%- ‘I really do like this game.  Once you’ve started, it’s difficult 

to stop.  There are plenty of possibilities, and no one ‘correct’ way of 

winning.  As many successful solutions exist as there are possible 

paths for the tracks.

AA  : 84%- ‘Exciting graphics and tons of gameplay leads A-Train to 

near the front of strategic simulations.  Regardless of the in-game 

music more befitting to the mystery of Mean Streets or the sleazy 

downtown exploits of a Larry adventure.  A-Train grasps you by the 

collar and pulls you into its world of big business and concrete 

sandwiches.  Appealing to the last detail,  Tycoon addicts will be more 

than happy to at last have another alternative to their favourite game.’

AFC  : 84%- ‘Lovers of complex strategy will find plenty in A-Train.  As 

well as building a new network, there are five problem scenarios to 

keep you burning the midnight oil.  But do be warned: it takes a long 

time to get on the right track.’



AP  : 82%- ‘Apart from the 

speed issue, these are all really 

minor gripes.  A-Train has to be 

one of the best strategy games 

around, and it’s open-ended 

nature means you never have 

to stop playing.  You have to 

care about what you are doing, 

but luckily A-Train gives you so 

much freedom to do what you 

want that you do start caring 

about the cities, whether you 

want it or not.  As with Sim City, 

you can just keep going until 

you get bored of playing with 

your massively complicated 

computerised train set.’

I loved this game 

back in the day, 

and still do.  In 

many ways it 

seemed a more 

personal version 

of Sim City, as it 

had far better 

graphics (at the 

time) than that 

game.  There 

was also 

something deeply 

satisfying building 

your rail tracks 

and watching the

little trains trundle along.  It is a slow game and one That you have have

to spend time with to learn its intricacies, to get the most from it.  All in all 

a 1st class product with free soggy sandwiches.  (I am also in the minority 

it seems who actually liked the music.) 



A-Train –
Construction Set 
(1993) 
£34.99 Ocean / 
Dev:Artdink & Maxis

[ 8/10 – A virtual 

trainset for those 

who just want to 

build and play 

with trains.]

An add on pack 

that allows you to 

play the game as 

just a train set.  

Just build your city 

and watch your 

trains rattle around 

the tracks.  Fun to 

build, but really dull 

watching those 

trains (just like real 

train sets then  )



A320 Airbus (1991) 
£34.99 Thalion
[ 6/10 – Good purist simulator, for those who dream of being a pilot.]

AC  : 92%- 'smooth graphics, 
realistic flying and good effects 
make this the Amiga simulator 
which others are going to be 
judged against.'

O    : 87%- 'what it tries to 
achieve it succeeds at: its 
realism and atmosphere are 
second to none.'

AA  : 92%- 'Graphically, its 
smooth, there's plenty of 
ground surface detail and the 
instrumentation is clear and 
well laid out.  Sound is limited, 
but the engine effects are 
staggering. A complex sim for a  
serious enthusiast.'

CU  : 81%- 'Its both extremely detailed and accurate, but unless you're 
really into this kind of 'hard-core' sim, you could find the appeal quickly 
wanes. Had there been a disaster mode..[sic]..the game would have much 
greater appeal. '

AF  : 78%- 'You'll enjoy it.  But a game its not, so don't expect 
excitement.'

AP  : 66%- 'Okay. 

So it's impressive 

in its attempts at 

authenticity but this 

one is strictly for 

the aviation buffs.  

Definitely not light 

entertainment –

arguably not really 

a game at all.'



A bit of a cheat I know but I have combined up all the variants in one as 
there was additionally the Europe and US edition with different scenery. 
There was also A320 Airbus 2 which had some minor tweaks but not 
enough to warrant its own separate review.   This game was, back then 
the closest a person could get to being a commercial pilot on the Amiga.  
The game is therefore really, really dull.  But for flight spotters and 
enthusiasts this was a dream come true.



Aaargh! (1988) 
£29.99 Melborne House / 
Dev: Sculptured Software 
[ 7/10 – A fun Rampage 
clone, that even offers a 
bit more variety to the 
arcade hit.]

AC   : 67%- 'Aaargh! Really 
is a solid piece of 
entertainment. The graphics 
are superb. The sampled 
roars and grunts enhance 
the theme of mindless 
destruction.'

GM  : 65%- 'Unfortunately 
the game is far too easy 
once the monster contest 
has been mastered and 
without a two-player option 
soon becomes repetitive.'

ZZ : 87%- 'An extremely 
playable and fun game, 
marred only by its ease of 
completion.'

Its tempting when you boot this up is to 
scream Rampage clone and in many ways 
it is.  But in a lot of ways (on the home 
computers at least) this was far 
superior...offering 11 different areas to 
stomp, smash and bash your way through.  
The graphics were great for the time, being 
full of nice touches that bring your monster 
of choice to life.  In the game you can be 
either a Godzilla like lizard or a giant ogre. 
Both monsters offer little change to actual 
game play, but at least with such varying 
screens to smash your way  through there 
is plenty to keep you going for a while.  The 
purpose of each screen is to smash all the 
buildings to find an egg. Once found you 
end up next in a fight with the other monster 
before going onto the next screen.  You will 
tire of the game and really miss the fact 
there is no two player option.  But for whilst 
it lasts this is a worth while bit of fun.



Abandoned Places –
A Time for Heroes (1992)
£19.99 Electronic Zoo / 
Dev: ArtGame
[ 6/10 – Tough RPG 

thats showing its age 
now.]

AC    : 93%- 'Abandoned 
Places is a stonking game, 
the gameplay is there, the 
atmosphere is there.'

CU    : 83%- 'all the 
essentials that makes a 
worthwhile RPG. Check it 
out if you are after a real 
challenge.'

AA    : 82%- 'for players 
who want a tough, lengthy 
challenge, inexperienced or 
new adventurers will 
probably find the task 
daunting and a tad 
inaccessible.'

AP    : 80%- 'I would have 
liked more gloss on the 
graphics and a tad more 
finesse on the control 
system, but the D&D 
enthusiast will find it a reet
riveting role.'

AF    : 80%- 'a solid 
dungeon romp, and has frilly 
bits too!  Its blends of styles 
and pace will not be to all

RPGer's taste, but for those who are willing to play a game for its own 

sake will be rewarded with a playing schedule that will takes months to 

complete.'



A more serious 
looking clone of 
Dungeon 
Master.  Not as 
much fun as 
that classic nor 
accessible.  But 
for those where 
graphics aren't 
that important 
who want a 
tough, hard as 
nails old skool
challenge will 
be right at home 
here. 



Abandoned Places 2 (1993) 
£34.99 ICE / Dev: ArtGame
[ 6/10 – A Prettier sequel 
with similar game play to 
the first.]

AF : 87%- 'a worthy game. 
Other members of the 
Dungeon Master genre 
should beware:
Abandoned Places 2 is fast 
approaching top spot.'

CU : 87%- 'at long last 
comes another RPG to set 
your pulse racing.'

AC : 79%- 'Games of this 
kind are very dated – but hey 
some people still prefer 
flares, and since this is such 
a large game, there is great 
depth and scope for 
adventure D&D fans.‘
O   : 77%- 'Unoriginality 
aside, Abandoned Places 2 is 
a competent RPG which will 
satisfy the more traditional 
adventurers.'
AP : 58%- 'Its not a bad 
program as such, but its 
certainly not the cutting edge 
of RPG technology.'
AF : 40%- 'Its huge (over 30 
levels), but as James keeps 
telling his girlfriend, 'size isn't 
everything'.



More of the same with nicer graphics but
no other improvements to speak of over
the original. This was a shame as by 1993
the Amiga world had been introduced to
Eye of the Beholder which was a far better
RPG game to play. Worth playing if you
loved the original or fancy an alternative to
the standard go-to Amiga RPG games.



ABC Monday Night Football (1991) 
£24.95 MVP Sports / Dev: Monarch Development
[ 5/10 – Average American Football game.. I think?]

Oh goody its another 
American Football game to 
review (cough)...I have always 
been left a bit cold with the 
sport with it always stopping 
just when things might be 
getting good..Give me Rugby 
any day.  To be honest I find it 
difficult to review this (hence 
the middle of the road score.  
It has impressive speech 
when I tried it and after lots of 
clicking around on the tactics 
board I eventually got to play 
the damn thing.  Movement 
seems ok and looks nice and 
perhaps if I actually 
understood what the hell I am 
supposed to do I might 
actually enjoy it all the more.  



Abduction (Minskies) (1996)
£24.95 Guildhall / Dev: 
Binary Emotions
[ 7/10 – Impressive Puyo

Puyo clone.]

Impressive Puyo Puyo clone 
(or Dr Mario if you prefer) 
where by same colour blocks 
must be joined together to 
make them disappear.  The 
game is for the A1200 only 
and Its a shame that when 
this came out the Amiga was 
as good as dead and so this 
game made no real impact.  
Not original and disk 
swapping is really annoying 
(why 3 Disks for a puzzle 
game?) but get past that and 
there is some fun to be had.



Abracadabra (1991) 
£24.95 Coktel Vision
[ 5/10 – Cute game designed for young children (3 – 5 years).]

An interactive children’s book with a some very basic platforming action.  
Its all rather cute with some nice touches like choosing the outfit colours 
and hair colour of the main hero and naming him.  I can imagine a 3 – 5 
year old enjoying this for a little while at least.



Abyss (1991) £???? 
Free Spirit Software / Dev: 
Synthicat
[ 0/10 – Terrible and pointless 
game]

I Cant believe this was a commercial 
release... even worse than the worst 
public domain games, with dull 
gameplay and the worst sluggish 
controls I have ever come across.



Academy : Tau Ceti 2 (1988) 
£??.?? CRL / Dev: Comtec
[ 3/10 – a weak 8-bit port on 
the Amiga]

Tau Ceti was a huge game on 
the 8-bit computers so there was 
quite a buzz with this to see 
what could be done with the 
sequel and all that extra power 
that the Amiga could provide.  
Sadly the developers offered 
nothing over the 8-bits offering a 
lazy port, with only the speed 
being much better over the 8-bit 
machines.  The game its self 
isn’t that great wither with you in 
the space cadet training 
academy who must go through 
20 missions of increasing 
difficulty from blasting alien 
ships to stopping a melt down of 
a nuclear reactor.  All in all its a 
bit of missed opportunity .



Access Denied (1994) 
£12.95 Solo Software
[ 1/10 – Bad] 

AF    : 15%- 'so much 
promise, so little delivered.  
There are good PD games 
around that are more fun, 
will last longer and are a 
whole load cheaper.  
Access Denied?  I wish it 
was.'

Couldn't agree more with Amiga Format...
This game is a waste of a floppy disk. 



Act Out (1994) 
£??.?? Digital Image / B.S.G. 
Cologne 
[ 4/10 – Arkanoid Clone on the 
Horizontal making tough to play.] 

Pretty to look at Arkanoid clone that 
placing things on the horizontal.  I 
hate the fact that it is on the 
horizontal as it makes it difficult to 
play (although perseverance will 
make it easier I promise), still when 
there are games like Giganoid on 
the Amiga not to mention classics 
like Arkanoid 2 this all seems )(to 
me at least) all a bit of a pointless 
exercise.



Action Cat (1995) 
£??.?? 1001 Software Developments 
[ 5/10 – Polished platform game.  More home-brew than commercial] 

Pretty platform game that’s 
basic fun, it looks really nice 
and plays ok.  But the game 
feels far more Public Domain 
quality (all be it a really good 
one) than a full commercial 
release, especially in1995.  
Definitely some fun to be 
had for the curious, 
especially if like me you 
hadn't heard of the game 
before.



Action Fighter (1988) 
£24.95 Firebird / Dev: Core Design 
[ 5/10 – Enjoyable Arcade Port 
of the Sega arcade classic.]

CU : 82%- 'A fun game and one well worth getting hold of if you just want 
something fast and destructive.'

ZZ : 35%- 'Graphics and sonic presentation is banal, whilst playability is 
frustrating and unrewarding.'

AF   : 67%- [R] 'held our interest for quite some time. The screen size, 
however is tiny and sometimes after death you are placed in a no-escape 
situation.'

AC : 87%- 'Everyone needs at least one shoot-em-up in their software
collection not written by  the Bitmap Brothers – make sure its this one.'



Interesting for being Core Designs 
first game. (Core went on to create 
many classics including Tomb 
Raider).  The game is a nice port of 
the Sega arcade classic Action 
Fighter, which itself is a shameful 
Spy Hunter clone.  It runs very fast 
and is extremely enjoyable, although 
the small screen sometimes makes it 
difficult to not crash.  Still its a fun 
game and a pretty solid conversion 
of the coin-op, well worth a play. 

Above…Here is in game 
for the actual arcade 
game for comparison.



Action Stations! (1991) 
£29.99 Storm Computers 
[ 6/10 – Dull for most people, 
but those with an interest this 
is very authentic.]

ZZ : 81%- 'as it is Action 
Stations! Can ve
recommended for anyone 
interested in naval warfare.'

AF : 70%- 'The big fault is that 
the game runs too slowly.  It 
does seem to calculate 
everything from the ocean 
currents prevailing to the hair-
loss suffered by each Captain 
but does it need to be so slow?'

Originally developed by Conflict 
Analytics in the States and 
written by an active-duty US 
naval officer, you just no 
authenticity is the order of the 
day. This is a full on tactical and 
surface-combat naval simulator 
for battles from 1922 through to 
1945 and is based on the war 
game system actually used by 
the US naval war college. 
Consequently what we have 
here is a very dry, dull simulator 
for the masses but for those 
who have dreamed of being a 
naval Admiral then this is 
probably the most authentic title 
you can find to recreate that 
experience.  The fact that you 
have loads of scenarios to play 
and that you can build your own 
as well will have loads of replay 
value for those into this style of 
game.





Addams Family (1992) 
£25.99 Ocean 
[ 8/10 – A great Mario 
clone which will keep           
you playing for absolutely 
ages .]

CU : 95%- 'Steal a copy if you have to, but this is an essential addition to 
every Amiga software library. At last! The Amiga equivalent to Mario.'

AA : 94%- 'the entire game is presented perfectly.  Despite the tendency 
to raise your blood pressure a bit it is, nevertheless, a superb game that 
everyone should own. '

AC : 91%- 'You'll keep coming back to it, simply because the game is so 
huge.  The fact that you can input codes to return where you left off does 
help matters.  I was addicted within minutes and it's not often that 
happens.‘

O  : 90%- 'Indeed, the biggest criticism of the game is that in some 
places, you can't help but raise your eyebrows at the er, “similarity” of 
some of the problems  facing Gomez and those facinf our favourite 
Brooklyn plumber..'

AP : 88%- 'One of the – if not the -most together console style games on 
the Amiga yet.'



Based on the 1991 film of the same name this has 
you play Gomez who must rescue each member 
of his family which has been spirited away  by an 
assortment of delightfully eclectic range of 
nasties. The game is huge with loads of secrets to 
find and reminds of Mario brothers throughout (but 
if you are going to steal, steal from the best). It 
may not compare with many console platformers
but on the Amiga this really did impress.  The 
game is only missing the backgrounds of the 
SNES release.  it never the less plays brilliantly 
and still up there with one of the best Ocean 
original games they ever released. 





Addictaball (1988) 
£??.?? Alligata Software 
[ 2/10 – Breakout/Arkanoid
clone, nothing special.]

Well here is yet another
Breakout clone, well kind of
this have the blocks move
slowly downwards and a
shield of blocks along the
bottom to give you some
defence. l The problem
though is the layout of the
blocks (of which the first
level is a prime example) the
lower blocks are so low that
at the beginning of the level
you are limited to the tiny
middle bit of the playing field
until the break through, often
causing unfair deaths. The
game is full of this kind of ill
thought out levels, making
this one best left forgotten
about.



Adrenalynn (1991) 
£7.99 Loricel / Dev: Exponentia
[ 3/10 – Speedball clone only 

nowhere near as good]

AF : 63%- 'each bout is like a cross 
between pool, pinball and Speedball 
(Bitmap Bros future-sport).  Its 
limited fun, the graphics are OK and 
you'll either be brilliant at it or you'll 
give up.

AA : 71%- [R] 'At times things get a 
little frantic and it is very easy to lose 
track of what’s going on.'

O   : 54%- [R] 'impressive 
soundtrack aside, Adrenalynn comes 
across more like a piece of highly 
polished PD rather than eight quids
worth of software.'

In the game you control one robot 
and you must run the ball into the 
goal.  To add a bit more there are 
power ups and you can fire bullets 
to help get the ball.  It all moves at 
quite a pace with most of the time 
you simply thinking what the hell 
just happened?  The game does 
improve a lot when playing two 
player but still its a poor reflection of 
the far superior Speedball games. 



ADS – Advance Destroyer 
Simulator (1991) 
£24.95 U.S. Gold / Dev: Futura
[ 6/10 – Good battleship sim for 
the casual gamer.]

AA : 83%- 'ADS is worth looking 
at, especially if you want a 
simulator that will tax you grey 
matter without being too technical.'

AP : 48%- [R] 
'Lacking action 
and depth, this 
is one 'boat' sim
that never really 
gets off the 
ground.  Even at 
£7.99, its not 
really worth 
wasting time 
with.

Written by Futura (better known for their game Panza Kick Boxing) this 
game has you take the high seas of a Destroyer class of Battleship.  The 
is more arcade than sim, which I actually prefer,  the problem is that it 
isn't really fast paced enough for that market with long periods of 
inactivity.  Not a bad game in summary, just one were I wished the 
developers decided whether they were doing a simulator or an action 
game.  As it stands this sits messily in-between. 

AF : 68%- 'ADS falls between the two stools of true sim and action 
arcade, but still remains a fun, if limited diversion.‘





Advanced Fruit Machine 
Simulator (1991) 
£6.99 Codemasters
[ 5/10 – Does what says on the tin.]

I remember playing this game, more on the Spectrum than the Amiga, 
buying it for my Mum on mothers day when about 13 years old (how bad 
is that!? (Sorry Mum)).  This game is identical to the 8-bit release but 
with much prettier graphics (by veteran Damon Redmond who went on to 
do Dizzy : Crystal Kingdom, Kwik Snax, Cosmic Spacehead and  the 
Amiga port for Desert Strike.). The game itself is nothing spectacular but 
then its not trying to be...What you have here is a straight fruit machine 
simulator, nothing more, nothing less.  Of course using virtual money is 
never going to capture the down the pub real money one arm bandits but 
then you aren’t going to lose money either.  Not bad for a budget game 
and a worthy diversion of your time.





Advanced Ski Simulator 
(1990) 
£19.99 Codemasters
[ 3/10 – Extremely basic 

Ski arcade game.]

can compete against either a friend or the computer as you race down 
several slopes, each against a time limit.  Good fun but pricey.‘

GM : 50% - 'virtually identical to Professional Ski Simulator-released for 
the Spectrum for £1.99 well over a year ago.'

ZZ  : 37% - 'I mean £19.99 for what is basically a souped up 8-bit 
budget game with a bit of sampled sound – come off it guys! Only think 
about purchasing Advanced Ski if you're into verbal insults.'

ACE : 540/1000 -
'Codemaster's budget 
piste-em-up makes it onto 
the big machines with a 
slightly-altered title and a 
major price increase. You

Reading the box and you would be forgiven in thinking you were about 
to play the best game of all time and that the Oliver Twins (who did the 
8-Bit original game and Dizzy) are the greatest game designers of all 
time.  On starting up the game however you realise what you have here 
is half of Horace goes skiing with nicer graphics.  Reviewers of the day 
were right to lambaste the product for the ridiculous hiked asking price 
over the 8-bit machines, but thankfully today we don't have to worry 
about the price and only look at the game itself. On playing it its 
strangely compelling in that undefinable isn't it crap..oh I will have just 
one more go, quality.  If like me you have fond memories of the 8-bit 
title and what to play the best looking version of that game then this is 
the one to play.  For others its probably best to avoid.





Advantage Tennis (1991) 
£25.99 Infogrames
[ 7/10 – Nice Tennis game 

with occasional 
frustrating controls]

CU : 91% - 'I have always 
been a fan of the Tennis genre, 
and up until now always 
considered UBI's Pro Tennis 
Tour and the Palace  game as 
the best on offer, with their 
innovative Advantage Tennis, 

though, Infogrames have lobbed those out of the court and are 
seeded number one as far as I am concerned.'

O   : 74% - 'falls short of competing with Pro Tennis Tour 2, so 
common sense will tell you which one to buy.‘

AP : 69% - A fairly good looking tennis game, and it has its moments, 
but ultimately it's just frustrating and a tad dull.

This is not bad really, with fluid 
animation and for the most part 
smooth.  It plays well in the most 
part but interspersed with control 
glitches where you player doesn't 
always respond right away.  This 
sadly stops the game just short of  
being a classic.  Pro Tennis Tour 2 
still is my favourite tennis game on 
the Amiga but this would definitely 
be in my top three.



Adventure Construction Kit (1986) 
£25.99 Electronic Arts / 
Dev : Fantasia Systems
[ 7/10 – Impressive Game 

creator tool]
Most people who have heard of this 
creation tool will have been on the 
C64 and not the Amiga, with it 
coming out very early in the 
Amiga's life and so not making 
much of an impact.  This  Amiga 
version is almost identical but with 
nicer graphics and a demo game 
Galactic Agent thrown in.  The tool 
works quite well and allows you to 
write your own basic game in next 
to no time.    





Adventures of Maddog
Williams  (1991) 
£29.99 Game Crafters
[ 6/10 – After Monkey 

Island this game didn't 
stand a chance]

AC : 88% - 'a wonderful 
creamy little Pontefract-
cake of a game. The 
puzzles are tricky, but 
always blindingly obvious 
in the end, and the 
graphics set off the 
atmosphere perfectly.'

AA : 85% - 'I bet a lot 
of you out there have 
already looked at the 
screen shots from 
Maddog Williams and 
decided that it doesn't 
look anywhere near as 
good as the Sierra 
Games.  Well although 
the graphics may not be 
comparable, the 
gameplay is and there is 
plenty of it.‘

AF : 72% - 'The storyline 
is well written, containing 
all the quirky humour that 
you have come to expect 
from games of this 
format.'

AP : 47% - 'If you really 
put your mind to it you 
could probably enjoy this.  
Face it though: there are 
much better ways of 
spending the money.



Fun adventure although by no means a classic, let down by the 

amateurish graphics and sometimes frustrating puzzle design.  Worth 

a play if you are looking for a fresh challenge after playing all of Lucas 

Arts and Sierra's games. 



Adventures of Quik and Silva  (1991) 
£N/A Public Domain
[8/10 – Great Run-'N'-Gun that plays homage to lots of video 

games.]

AP : 5/5 – 'There is an
impressive variety of
levels, each with their
own individual character,
and the accompanying
music doesn't, for once,
make you reach for the
'sound off' option. None
of it is very original, but
it's all done with such
style and polish it's well
worth checking out.'

When I started out on this book I wasn't going to do PD games (games 
given free), as the task was insurmountable already without doing the 
home-brew games as well But I have realised that some of the better 
PD games should be included as often they were far better than 
commercial releases .  New Bits on the Rams title is one such game.  Its 
awesome, being a polished but standard run-N-gun game. What makes 
it even more special is that the game is chock full of cameos or 
references from loads of video games, and part of the fun of the game is 
not just playing it but spotting all of the references and wondering what 
the next level will bring.  A worthy classic and one that puts many 
commercial development houses to shame.  But the question is who are 
the New kids on the Ram?  Is Andreas Breebruck actually Andrew 
Braybook. (Rainbow Islands, Fire and Ice)? is Markus Kohlmann actually 
Mark Coleman (Bitmap graphics artist Xenon 2, Gods, Magic Pockets)  
Certainly Chris Hülsbeck is a famous Amiga musician doing everything 
from  Apidyas music through to Great Giana Sisters (not to mention 
countless arcade ports).  So it would seem unlikely to me that such an 
esteemed musician would work on a free game with two total unknowns 
who happen to have similar names and roles to two very famous artists.  
But I will leave it to you to decide.



Adventures of Robin 
Hood  (1991) 
£25.99 Millenium
[ 6/10 – Ambitious open 
ended adventure let 
down by a weak 
storyline]

CU : 86% - 'Robin 
Hood is a huge game, 
attractive to the eye and 
ear and immensely 
playable.  Richard 
Joseph's music and 
sound effects enhance 
the medieval 
atmosphere. Top-notch 
Isometric adventure 
that's a belter.' 

AA : 83% - 'After 15 
minutes I was hooked 
and desperately trying to 
the sad people of

Sherwood Forest.  The only annoying aspect of the game was the 

scrolling which is far too slow and jerky.  However it fails to take away 

the enjoyment of what is a playable and humorous arcade strategy 

game.'



AF : 80% - 'Despite the richness of the gameplay, it falls short of 

being a classic.  Millennium have spent time developing this new style 

of game and unfortunately the plot doesn't have the depth and 

complexity equal to the game system.'

AP : 79% - 'An adventure in the true sense of the word.  Fun, 

exciting, challenging and there're a few laughs along the way,  That 

said, there are enough glaring imperfections to keep it firmly outside 

the classic bracket.'

An ambitious game that was released at the same time of a certain 
Kevin Costner film to maximise the profile. The general story of the 
game is that you play Robin Hood who must win back the castle of 
Sherwood Forest.  The game is quite sweet really with it allowing a total 
open ended world for you to explore.  The trouble is with it being open 
ended, means many people (myself included) got hopelessly lost.





Adventures of Willy 
Beamish (1992) 
£34.99 Dynamix
[ 6/10 – Enjoyable 
adventure need to be 
played on a hard 
drive to really enjoy.]

O : 84% - 'not only 
does it looks good and 
sounds good, it also 
plays well.  You can do 
what YOU want, go 
where YOU want, and 
basically do anything 
and everything that 
comes to mind.' 

AP : 69% - 'not as 
engrossing or flexible 
as Hearts of China.  
One for the younger 
player (but how many 
of them have access to 
one meg Amigas with 

hard drives?) Kind of 
fun, but at £35 quid a 
throw you really want a 
bit more.  I guess it's 
more suited to the PC 
really.‘

CU : 48% - 'Promising 
adventure but a poor 
conversion.'



When this game came out I really wanted to play this game so badly with 
it striking me as the true cartoon game.  But it was too arduous with the 
disk swapping to be worth its while and I soon tired of the game.  Since 
then I have played the PC game version and my verdict is that its a nice 
idea of playing the life of an 9 year old but annoying in that you can die 
or get in trouble simply by trial and error or simply walking in the wrong 
room.  This game is full of things like that which makes an interesting 
idea in all a bit of wasted opportunity.





African Raiders-01 (1989) 
£19.99 Coktel Vision / Dev: Tomahawk 
[ 3/10 – Paris-Dakar Rally sand racer,

that’s very dull to play.]

AF  : 68% - 'overall is very fast and it 
boasts good gameplay: but it's not the most 
exciting of race games and offers             
little new apart from the map-reading aspect 
and a couple of new hazards. Still it's well 
worth a look.'

GM : 53% - 'If you've a sand fetish by all 
means take a look, but others are most 
likely to find it mildly more interesting than 
counting grains of the stuff.‘

CU  : 51% - 'nice graphics, average sound 
and dispenses with all those fiddly bits other 
games are obsessed with.  
Sadly, repeats of Howard's Way are more 
interesting.'

Set in the Paris-Dakar rally, what you have here is five stages to the 
game, with the purpose to get from A to B in the shortest time possible.  
To be honest the game only comes into its own if you have the mao that 
came with the game as you can use that in combination with the pursuit 
helicopter giving you update grid references combined with the dashboard 
compass to work out the best route.  Without the map it all becomes all to 
easy to get totally lost. In summary nice idea with the map, but a totally 
dull snore-fest of an experience.



After Burner [UK Version] 
(1988) 
£24.95 Activision / Dev: 
Argonaut Software 
[ 3/10 – A painful conversion, 
play the US port instead]

YA  : 78% - 'All in all then a first 
class shoot-em-up.'

AC  : 45% - 'Activision may be the 
winner in the battle of the licenses, 
but it is the games-player who 
loses the war.'

CU : 59% - [R] 'Afterburner bears very little resemblance to the arcade 

version.'

CU  : 31% - 'Long awaited it may be but lets hope no-one's holding their 

breath because there's no R-Type miracle here Afterburner is a dog.'



Back in 1988 when Activision won the 
rights to make all the home ports of 
Afterburner for the princely sum of 
somewhere between  £100K - £250K they 
must have jumping for joy...what with After 
Burner being the most successful arcade 
game of that year.  They chose UK 
developer Argonaut Software (famous then 
for the well received Star Glider games and 
now-a-days for the development house 
who taught Nintendo 3D with them creating 
the 3DFX and Starfox game).  So on the 
face of it, it should have been a success 
story with the power of the Amiga  really 
able to capture the arcade game.  Sadly 
though this game is a slow, glitchy mess, a 
travesty that looks to be made for the 8-
bits(poor versions at that) and then shoe 
horned on to the 16-bits.  Check out Sega's 
own published version a year later in the 
US to see a better example of what the 
Amiga was capable of. (nice music on this 
one though.  Also option for playing it using 
the mouse is a nice touch.)



After Burner 
[US Version] (1989) 
$??.?? Sega / 
Dev: Weebee Games 
[ 7/10 – Impressive 
arcade conversion 
using the Amiga's 
power much more]

For those under a rock 
since the 80's or so 
young that you may not 
be aware of games 
played in the 80's I best 
explain what afterburner 
is.  This was a faux 3D 
shooter that had you 
control a F-14 Tomcat 
fighter that had to blast 
everything on the screen.  
Not much of a story but 
an exhilirating ride in the 
arcade (especially in the 
arcade machine that 
spun upside down).  It 
was a massive hit with 
the game perfectly 
recreating the spirit of the 
film Top Gun that was the 
favourite film of the time. 
As Activision had only 
bought the rights to 
distribute Afterburner in 
Europe on the home 
computers, Sega 
therefore decided to go it 
alone and publish their 
own home conversions in 
the US.   



This US version is infinitely better than the UK one being much 

faster and smoother and of course using much more of the screens.  

The graphics as well impress as it captures the look of the arcade 

parent quite well.  I was a huge fan of Sega's arcade games (still 

am) and so I was keen to get the arcade games for the Amiga after 

recently upgraded from the Spectrum that couldn't cut the mustard 

in recreating the arcade games at home.  Thankfully back in the day 

I only had the US version of the game as I was bought a brilliant 

compilation of Sega arcade games which had this on it, so I was 

mercifully unaware how lucky I was to escape the UK mess that 

most gamers were having to play.  Only thing I really miss over the 

UK version is the option to use the mouse to control your F-14 

Tomcat fighter plane.



After The  War (1989) 
£19.95 Dinamic
[ 7/10 – Repetitive, 
tough, but fun, 
scrolling 
beat-'em-up.]

AA  : 80% - 'Before you 
assume that After the 
War is another dull beat 
'em-up, think again, 
because some of the 
best  graphics and 
animation all combine to 
make After the War one 
of the best, if not the 
best beat 'em-ups at the 
moment...[sic]..you 
could do far worse than 
by After the War if you 
want a simple kill 'em
game.'

ACE  : 740/1000 -
'Scrolls nice 'n' smooth 
and makes 
tremendous use of the 
Amiga's colour palette. 
Possibly the prettiest 
beat 'em up to date.'  

GM  : 71% - 'With so 
many beat-'em-ups 
around, one of average 
playability and similar 
gameplay is best left 
alone.'



CU  : 63% - 'controls are amazingly unresponsive anyway, Come on, 

this is supposed to be an action game!

ZZ   : 61% - 'Beat-'em up addicts, at least could enjoy this one 

although they need to be good'

Nice if repetitive 
scrolling beat-'em up 
set in the futuristic 
post Nuclear New 
York world of 2019.  
Its a fun Robocop 
arcade style game 
that. is of rock hard 
difficulty (mostly 
because the controls 
are a little 
unresponsive. It 
does however have 
graphics and 
animations that 
really impresses.  
Worth a game, just 
don't expect it rock 
your world



Age of Sail (1987) 
£25.95 Conflict 
Recreations / Dev: 
Talon Soft 
[ 1/10 – Dull with 
terrible graphics a 
game, designed for 
the PC.]

This is the humble 
beginnings of an 
obscure but well 
received series on the 
PC.  Set in the 18th

Century it has you 
take to the high seas 
to trade or play out 
battles and make you 
way in the world.  
Unfortunately in the 
first game its left all to 
your imagination

making the game an interesting oddity best left on the PC.  If you like 
the sound of the game, try the sequel on the PC instead.



Agony (1992) 
£25.99 Psygnosis / Dev: Art & Magic 
[ 7/10 – Beautiful audio and visual treat, with pretty good but basic 
gameplay]

Z: 87% - 'All in all, Agony's a luscious, painfully fab game, but perhaps 
the best thing about it is the fact you don't get a free Roger Dean T-shirt. 
(Just Joshing).'

AA: 86% - 'Raising the standard of in-game graphics to a new level.  
Agony illustrates that awe inspiring animation sprites can be combined 
with a high degree of success.‘

CU: 85% - 'Perhaps not a classic, it should still be given shelf space by 
anyone devoted to blasting games.'

O  : 84% - 'A technically brilliant game that serves the genre nicely.'

AP: 78% - 'Not the most demanding shoot-'em-up ever, but relaxing 
and enjoyable enough to play that you'll stick with it even after you've 
finished it.  As long as you turn the volume down.'

AF: 60% - 'There's no excitement, no addictive qualities whatsoever 
and at the end of the day no game. You would have thought Psygnosis
had learnt its lesson after Shadow of the Beast II, but no, all the 
ironically titled Agony seems to be is a £26 demo that looks like a 
peacock but plays like a stoat.'



You are Alestes in his distance-devouring form of a mystical owl, and 
as such you must battle your way across six beautifully animated but 
deadly dangerous levels. This game is truly a piece of art and simply 
wowed back in the day (even today it still impresses).  If truth be told 
the gameplay isn't up to the same quality, although not terrible by 
any means.  Its just a shame Art & Magic didn't do a sequel where 
more time was spent on the gameplay mechanics and adding depth 
to the game and so making this a true classic.  It is also a shame 
that Belgiun based Art & Magic and the talented people involved only 
did two games for the Amiga (first one being Unreal (not the famous 
PC game) on the Amiga before this).   The graphic artists  Franck 
Sauer (who went on to do the visually stunning PC game Outcast) 
and  Marc Albine should  particularly be commended for the beautiful 
graphics throughout the game (all done in Deluxe Paint 3) that still 
goes down as one of the most visually stunning shooters ever 
released. Originally called Twilight but renamed Agony so it would 
appear at the top of retailers lists being the letter A.  On signing to 
Psygnosis they decided to switch to an owl as a main character,  this 
was not imposed to us by Psygnosis, they were looking for a flying 
animal to match with the graphical design of the game, and when 
they signed with Psygnosis, they liked that company so much they 
thought the elegant beauty of an owl seemed a good fit  (Incidentally 
there is a great website done by Franck himself that covers all about 
this game (and others)  on http://francksauer.com ). 

http://francksauer.com/








Air Bucks (1992) 
£25.99 Impressions 
[ 5/10 – Ok for those 
one or two people 
interested to play it.]

AA : 75% - 'I would 
suggest that Air Bucks isn't 
intricate enough to attract 
your attention for months 
to come.‘
AF : 72% - 'basically Air 
Bucks is a game that will 
have plenty of appeal to 
those people who enjoy 
fiddling with profit and loss 
ledgers'

AP : 70% - 'Dodgily
programmed, but with 
honourable intentions, Air 
Bucks infuriates me.  It's a 
neat little game, but a fight 
to persevere with the 
menu system is the main 
challenge.'

We have all dreamed of running a multi-national commercial flight 
company, right?...no?  Me neither, but there must be some of those 
people out there else the game Air Bucks wouldn't have come into 
existence.  As it stands it plays OK, providing you have lots of patience 
and time to play it.  For myself I found it a total snore-fest but then I have 
no interest in the subject matter.  Having said that I do know of others 
who loved this game.  A game not for everyone but those one or two 
people out there who like the sound of the game then this game may be 
fun for a little while.



Air Supply (1990) 
£25.99 Magic Bytes 
[ 1/10 – Bad shooter, 

unfairly tough]

Pretty much an uninspired 
shooter which has quite a 
cool Space Invaders game 
thrown in.  Apart from that 
pretty much a waste of 
space, being really unfairly 
tough and generally 
annoying.



Air Support (1992) 
£25.99 Psygnosis
[ 3/10 – Weird mix of strategy and action that fails at both]

AA : 88% - 'To produce 
a game in wire-frame is 
a daring move,  but this 
has succeeded.  It can 
be watched in 3D using 
3D glasses               
which is extremely 
impressive. The 
scenario itself may wear 
a little thin after a while 
but there are plenty of 
different 
missions to keep you 
going provided you give 
the game some time.  
Learn to play and 
devote effort to Air 
Support and you will be 
richly rewarded.'

AF : 62% - 'simply has no 
hook. An ambitious project, 
I can't help feeling that it 
was finished years ago and 
has merely had pointless 
features (like the 3D) 
added to pad it out.

AP : 55% - 'Air support 
just doesn't hit the mark 
either as a serious strategy 
game or fun 3D blaster.'

O   : 54% - 'is it a strategy game? Is it a 3D combat game? It simply 

can't decide so it tries to do everything at once and, as a result, ends up 

doing nothing particularly well.  For deja vu fanatics only.



Erm I like the computer speech in the game, and if this just stuck to the 
action bits, and was a souped up Battlezone game, it would be great.  
Sadly its not, and there is so much chaff to sift through to get to the good 
bits that its not really worth your time.



Air Warrior (1990) 
£34.99 On-Line 
Entertainments / Dev: 
Kesmai
[ 3/10 – Badly aged 
flight sim]

AM : 88% -
'Unfortunately the only 
way to any real action 
out of the game is 
through a modem, at 
at a fair old whack.  Air 
Warrior is therefore 
something for a toy for 
the well off, what with 
On-Lines computer 
time fees, telephone 
bills, and original 
outlay (15 hours not 
withstanding).  The 
idea could turn out to 
be dangerously 
addictive, for those 
who can afford it, and 
who are prepared to 
lash out in the name 
of having serious fun.'

A rare oddity ahead of its time with it being geared towards online play 
dogfights for those who could afford it.  There is a nice selection of 
planes you can fly here and no doubt to play the game on-line with 
virtual dog fights would have been a hoot.  But now-a-days its a game 
best ignored. 





Airball (1989)
£19.95 Microdeal
[ 5/10 – Basic but fun 
Knightlore Clone]

YA : 72% - 'There's just 
not enough variety or 
machine-stretching 
coding to make it much 
more than a curiosity.  
A shame that, because 
the programmers have 
talent, the rooms are well 
designed, the music 
pounds along pumping 
your adrenalin - It just 
doesn't lead anywhere.' 

The basic story is that you are boy 
who is turned into a bubble by an 
evil wizard and must find a spell 
book to help turn himself back.  
The main mechanic therefore is 
that pumps dotted around act as 
energy and can be refilled 
(although frustratingly you can put 
too much air in and pop).  Its all 
very much like the Spectrum 
game Knight Lore.  It plays well 
enough and looks quite pretty for 
what it does.  The music is really 
nice as well in the game.  The big 
problem is the gameplay is very 
unforgiving with the controls being 
counter intuitive which in a game 
such as this is unforgivable really.





Airborne Raiders (1989) 
£24.95 Microprose / Dev: 
Imagitec Design 
[ 3/10 – Disappointing port 
of a C64 classic]

This is a legendary game on the 
C64.  So there was a lot of hope 
that something special would be 
done for the Amiga and Atari ST.  
Sadly the game is actually inferior 
to its 8-bit game in every way.

Amiga Graphics

C64 Graphics



Air Force Commander (1992) 
£25.99 Impressions / Dev: Golden 
Sector Design
[ 4/10 – Nice idea, badly done ]

AF : 69% - 'This is a complex and 
intriguing simulation which despite 
some gripes, is worth the 
considerable effort required to get 
the most from it.‘

CU : 48% - 'It's really sad to think 
that so much imagination has 
gone into the overall design and 
so little into its execution.

The first thing to make you aware 
of is Air Force Commander isnt a 
flight simulator, instead it has you 
in the command centre controlling 
your pilots to victory.  Its a great 
idea but full of frustrating elements 
such planes flying into one another 
as opposed to dogfighting all 
detract from the experience.  The 
biggest problem though with this 
game is that you spend pretty 
much all of your time staring at a 
dull map with a confusing control 
scheme to control it all.  If you are 
willing to invest time in this and 
like the subject matter then you 
might enjoy this. Incidentally the 
developer also did the highly 
popular Caesar game.



Airport (1990) 
£25.99 Wolf Software & Design 
[ 1/10 –Be an air traffic controller 

and not get paid for it ]

Yay the opportunity to be an air traffic controller...just what I have always 
wanted to be... Very strange subject matter and a very dull game.  What 
next a game about watching paint dry? 



Akira (1994) 
£24.99 ICE 
[ 1/10 – One of my favourite 
Anime films turned into a painful 
mess of a game.  Avoid this at 
all costs]

AC : 36% - 'The levels are 
designed to provide maximum 
frustration rather than longetivity, 
and it wasn't long before I was 
tearing my hair out...[sic]...The In-
game music made feel me drowsy, 
the poor graphics became tedious 
and I felt rather cheated by it all.'

AF : 18% - 'An eagerly-awaited 
pile of unmitigated, dated, shabby 
tosh.  Go home.'

CU : 18% - 'there's no excuse for 
releasing something which in my 
opinion is awful. Just when movie 
tie-ins were getting really good.‘

AP : 16% - 'Quite how such a 
spectacular film has been turned 
into such an utterly wretched game 
isn't entirely clear, especially given 
the supposed involvement of the 
films production company.'

Based on the fantastic Anime film 
of the same name I was, like many 
really looking forward to the release 
of this game.  Its a terrible game, 
with it having a mixture of 
frustrating bike sessions and even 
worse platform sections. I often 
wonder with games during the 80s -
90's how some like this could turn 
out as bad as they did?  Total 
travesty that never should have 
been released.





Aladdin (1994) 
£29.99 Virgin Interactive 
[ 9/10 – One of the best film tie-in 
games of all time.  Brilliant platformer]

AA : 92% - 'looks and plays just like its console counterpart, and its yet 
another excellent platformer.'

AF : 90% - 'As you progress through market, on to desert, past 
dungeon and cave, the challenge becomes tougher yet never 
frustratingly so.  Aladdin truly is a lovely game.'

CU : 90% - 'OK it may be a little on the easy side, but that doesn't 
deter from the playability.  It's an excellent conversion of the 
Mega Drive version, that's fast and fun.

O   : 90% - 'I reckon once I finished it, I'll be playing it again.  And you 
can't say that about many games.'

AP : 86% - 'Takes a couple of much-abused genres – the film licence 
and the platform game – and really shows what can be done with them.  
Don't expect it to put up too much of a fight though.

Left in the expert hands of coding God John Twiddy you always new 
Aladdin (based on the Disney Film) was going to be something special.  
John incidentally had already made a huge name for himself with him 
doing all the Last Ninja games and then he had wowed Amiga owners 
with such impressive hits as First Samurai, Cool Spot and Putty Squad.  
But in my mind this really is one of his best, perfectly capturing the spirit 
of the film whilst being a great platforming romp to play. The MegaDrive
version is better than this, but never the less, this stands as one of the 
best Amiga platform games released.







Aladdin's Magic Lamp (1989) 
£9.99 Newline Software 
[5/10 – Enjoyable twee shooter, 
well worth a play ]

ZZ : 69% - 'Definitely a budget 
product, the game is unusual and 
has its share of niggly problems. 
That  said, Aladdin is also addictive 
and certainly passable way of 
wasting a few hours.'

I really enjoyed this game, 
its suitably bonkers and has great 
sound with a bouncy tune and spot 
sound effects that really adds to the 
game.  The graphics also, are nice 
enough and do the job.  

What I really like is its a bit of a throwback to the really old blasters where 
it was one shot at a time and the wave patterns are just small pockets of 
enemies.  Its not for all gamers especially those who like things action 
packed but for a simple blaster you could do a lot worse than this obscure 
little gem.



Alcatraz (1992) 
£25.99 Infogrames/ 
Dev: 221b Software 
Developments 
[7/10 – Enjoyable stealth action 
game, play 2 player to get the 
most out of it though]

AA : 81% - 'Alcatraz isn't a bad game but because of the gameplay hasn't 
been developed sufficiently over the years, it wont be the
massive smash that everybody has been expecting for so long.'

AC : 81% - 'The scrolly shooty bits are absolutely brilliant, and the 3D bits 
are not quite as good, but still fun.  All in all a reet groovy little blaster and 
one that should keep you happy on a wet weekend.  Well worth a look.‘

AF : 76% - 'There is nothing too revolutionary about this game, but the 
two-player option is a lot of fun.  There are some very nice touches in the 
game particularly when it switches to an Operation Wolf-style 
environment.'

AP : 73% - 'A smooth two-player beat-'em-up romp with braincells. Three 
independent missions form the backbone for bags of Alcatraz atmosphere 
and respectable action.  Don't underestimate the need for two players 
though – its not much fun on your own.'



Done by the same team that did the brilliant Hostages game, this is their 
sequel to that game, and it does improve on the original, but perhaps 
not enough for the 4 years that have passed between the two games.  
Never the less I have fond memories of this game and as a two player 
co-op game its really good fun.  Its full of cool game mechanics as well, 
like being able to use the scenery at key points to hide in the shadows. 
My only gripe is the gameplay isn't honed enough being at times  
frustrating with too many times having unavoidable deaths.  Still get a 
mate around and play this and you will both have a good laugh.





Alert X (1992) 
£??.?? Techland Soft 
[3/10 – Great music, poor 
shooter]

When the music started up 

on this game,  I thought it 

was going to be another 

hidden gem When the 

music started up on this 

game,  I thought it was 

going to be another hidden 

gem of a game, with the 

music being one of the best 

in any Amiga game.  Sadly 

when the game starts up 

the graphics are all quite 

functional and bland, 

perhaps in keeping with the 

functional but equally bland 

gameplay.  It runs smoothly 

enough but the ship you 

control is clearly too big for 

the play area and so makes 

it unfairly tough.  Worth 

loading for the music just 

don't hit fire to start the 

game.



Alfred Chicken (1993) 
£25.99 Mindscape / 
Dev: Twilight 
[7/10 – Simple, but fun 
platformer. I Cant help wanting 
more from it though]

AFR : 87% - ' A pristine platformer – no frills but lots of fun.'

AC   : 86% - ' Alfred's the cock with the lot, the chicken who's kickin'.  
Lots of platform fun and frolics for all Rhode island Reds.  Alfred's 
tastier than a McChicken and will last a lot longer.'

O     : 86% - ' Let's hope there are more platform games like this, 
where playability is placed high above pushing the machine to its 
limits – Alfred Chicken is a top game and no mistake.‘

AA  : 74% - ' I enjoyed playing Alfred Chicken, but I just couldn't get 
away from that ever so slight feeling of disappointment.'

AP  : 70% - ' A fabulous hero and pleasantly different feel, but it gets 
boring more quickly than it probably should.  It doesn't look much 
like a mid-'90s Amiga product, either. Id place it about mid-way in 
the platform pecking order (you're so fired its unbelievable – Ed)

CU : 70% - ' had all the makings of a classic platform game, but 
sadly a few niggles have left the gameplay slightly irritating.'

AF : 62% - ' It's big bold and bouncy, but that's about all there is to 
recommend this rather aimless and pointless romp. Poor controls & 
easy levels.'



Undoubtedly the best thing about this game is music maestro legend 
David Whittaker's music with its happy bouncy tune.  But the game isn't 
too bad as well  with it all playing rather sweetly if not exactly bursting 
with ideas.  Still as a lover of platform games I still find much enjoyment 
in this classic. 'Don't egg-spect this to knock you down with a feather', 
and you will find much to 'cluck' about.  - Sorry (cough)





Alien 3 (1992) 
£25.99 Virgin Interactive / 
Dev: Probe Software and Eden 
Entertainment 
[ 7/10 – Playable , but a poor 
rushed port ]

CU : 92% - 'Alien 3 is definitely very challenging. There's plenty to shoot, 
lots to explore and the backgrounds vary enough to hold your attention. 
It has the atmosphere of an Aliens film as you never know when one's 
going to leap out at you.  This is one of the best movie-to-game 
conversions I have seen. - Playable and atmospheric platform blast.'

AP : 85% - 'A very good quality blast and a decent representation of the 
Alien films. Recommended.‘

AC : 85% - 'Alien 3 is my kind of game. It features great atmospheric 
graphics, fairly decent sound, good playability and is packed with tons of 
violence. A bog-standard platformer, but quite literally oozes 
atmosphere.'

AA : 78% - 'the control method is a bit awkward at times. Alien 3 wont 
appeal to the impatient among you, and the need for maps will put off 
most action freaks. But I am sure there must be some of you out there 
who, like me, really quite like it.'

O   : 74% - 'If you're after an Alien 3 game, you'll not find it here. What 
you will find is an above-average action game that wont turn many heads 
but worth a look never-the-less.'



AF : 70% - 'No the whole game seems as though it had to be rushed 

out to meet a tight deadline, which is a shame because with a 

relatively small amount of work it could have been a great shoot-'em-

up.  There is a good game in here somewhere, but faced with the lack 

of variety, sound and overall atmosphere, it just won't leap out and 

grab you..‘

Probe farmed out the port of the 

Amiga to Eden Entertainment, a 

team full of veteran Amiga artists 

who on the face of it should have 

put together an top product, really 

showing what the Amiga can do. 

Sadly this port feels rushed out and 

can't hold a candle to the console 

counterparts (especially the SNES).  

Its a real shame as the game is 

almost there, it plays nicely enough 

(but nothing to write home about), 

but its the graphics, which looks like 

a lazy lift from another platform, 

and the non existent to 8-bit sound  

that leaves you cold (Matt Furniss

who did Arabian Nights amongst 

other great music what 

happened?).  Its just so frustrating 

as a little bit of love on this title 

could so have easily turned it in to 

one of Amiga's finest games.  If you 

want to see what this could have 

been, play the SNES version, 

otherwise it's only for those who 

want the nostalgia kick of playing it 

on the platform they played it back 

in the day.



Alien Breed (1991) 
£25.99 Team 17
[ 8/10 – Brilliant shooter 

oozing atmosphere,  
Gauntlet + Aliens + Amazing 
Talent = Alien Breed] 

AC : 91% - 'Firmly in the tradition of Gauntlet and Crackdown, but with 
the action and atmosphere of the Alien movies.  Alien Breed is a  game 
worthy of selling your family for.  Tippex the 'Breed' but off the box and 
just pretend it is Aliens.  Buy it this instance.‘  

Z    : 91% - 'the graphics really are superb, with some fab touches like 
the flickering computer display.  The sound's really atmospheric,too –
from the deadly roar of the machine gun to the beautiful in-game speech.  
The Gauntlet theme has been tried and tested, but Alien Breed is 
definitely the best I've ever tested.'

AP : 82% - 'A very sophisticated game exploiting the ability of the Amiga 
to it's fullest in both looks and gameplay (it's one meg only, incidentally) 
and proves to be great fun to play – especially with two players.  Team 
17, ex PD people, have got the visual side and basic ideas spot on –
they just need to work now on making their games ever so slightly less 
exasperating.'

CU : 90% - 'Six levels may not seem a lot, but the game will take some 
time to complete. With scores of powerups, varied and atmospheric 
backdrops, superb SFX and a neat scenario, it looks like Team 17 have 
come up with a winner.'



O   : 90% - 'Alien Breed is a classy product, very professional and very 

enjoyable.'

ACE : 875/1000 – 'Despite the incredibly-high difficulty of the last levels, it 

won't take forever to see all six (levels).‘

AA : 87% - 'the development team has created a game that runs at 50 

frames per second with 32 colour sprites.  Inspiration derives from the 

team's favourite movies games and movies.  There should be no doubt in 

your mind about the quality of the game as, these guys are talented!'

When Martyn Brown successful owner of the main Public Domain outlet 

17 Bit looked at the quality of games being released commercially, and 

then looked at the far superior quality of what the demo scene was 

producing, for free, it was clear to him that getting the Demo scenes 

finest, together and get them to write a game, would blow the 

competition out of the water.  So he looked arcross the Amiga Demo 

scene world and got the brilliant graphic artist Rico Holmes and 

immensely talented musician Allister Brimble.  Then he got some of the 

most amazing Amiga coders of all time Andrea Tadic, Peter Tuleby and 

Stefan Boberg and set to work on their first game.   There first game 

was the beautiful but flawed game budget game Full Contact, and the 

commercial gaming world must have started to shake in fear. but when 

their second game Alien Breed came out at full price, the other 

developers and publishers on the Amiga must have begun to blub tears 

and run to momma.  Alien Breed is a wonderful update of the game 

Gauntlet set in the world of the Alien movies, in all but name. The thing 

that strikes you with this gem is how it still impresses today and still 

plays amazingly well it all plays.  Like most games of this type its more 

fun as a two player game, but that’s not to say you can't have lots of fun 

solo as well.  A true Amiga Classic that still shows why the Amiga was 

such a wonderful machine. The only reason I gave the game 8 and not 

9 is because of the '92 special edition (see next game).







Alien Breed '92 Special Edition (1992) 
£10.99 Team 17 
[ 9/10 – The original, but with 
more levels & a password system]

AF : 91% - 'Well designed and 
programmed to the last detail, 
Special Edition is suitable for 
newcomers and Breed veterans 
everywhere.'

O : 88% - 'If you didn't pick up 
Alien Breed the first time around 
then clear off and buy this 
Special Edition now.‘

AF : 87% - 'For those of you who 
haven't got the original, and if 
you enjoy a good shoot-em-up, 
they don't come much better than 
this.  If you do already have the 
game, I would advise you to think 
seriously about getting  this 
version – it really is quite a lot 
better, and really a snip at on 11 
quid. Buy it now or buy it later.'

AP : 83% - 'I'd have bought it 
without hesitation at the original 
price so it's even better on 
budget.  A must buy.'



You have to love Team 17.  Not being content to just re-release their 
titles for budget. They listened to the criticisms raised on the full price 
release and improved the game.  The updates are quite considerable 
really with the game being double the size and better laid out, they also 
added a much needed password system so you can start off from the 
level you last reached.  Other tweaks are far more subtle such as slightly 
tougher Aliens and the story fleshed out a bit more.  All in all making a 
great game even better.



Alien Breed 2 
– The Horror Continues (1993) 
£25.99 (AGA £29.99) Team 17 
[7/10 – Persevere through level 1 
& its still a great shooter, just far 
too tough.]

AC : 92% - 'I don't need to tell you 
twice to buy Alien Breed 2 because 
its so good. Fans of the original will 
fall deeply in love with it and want to 
have its children while newcomers 
will wonder why they ignored the 
first effort.  The Teamies are going 
from strength to strength, and at the 
moment look completely 
unbeatable.'

CU : 87% - 'Alien Breed 2 is a 
massive game with dozens of 
extremely challenging levels.  It's 
still not easy and you're still going to 
be pushed to finish this one in an 
afternoon.  But what the hell? It's so 
much fun to play, you really don't 
mind wasting a week or three.‘

O   : 91% - 'Alien Breed 2 truly is 
one of the best arcade blasters 
available and terrific fun to play.'

CU : 83% - 'AB II is not without its faults. For one thing the game is too 

tough.  Although there is a choice of two difficulty levels there's no 

perceptual difference between them..[sic]..'Slick fun, but also very tough.‘

AF : 87% - 'It's not wildly original – you trundle along shooting eveything in 

sight; but it's slick and it's fun and yes, it's hard too. In two player mode its 

a joyous romp. Thoughts of pick-up sharing fly out the window as you 

zoom around, spraying bullets with wild abandon



AP : 81% - 'It's typical of Team 17 to bring out a vastly enjoyable game 

with some glaringly obvious flaws in it, as that's what they seem to do. 

Alien Breed fans out there (and seeing how it's been selling, there must 

be millions of you) are going to love this, and they'll probably take what I 

see as 'far too hard' as 'intensely challenging‘.

In many ways this is much better 
than the original.  There is far more 
variety here, in the level design and 
what you need to do. It is just a real 
pity therefore that Team 17 decided 
to put a horrid, truly terrible I level at 
the beginning.  This is where you 
must make it to the building complex 
with an unending stream of attack 
helicopters (a slow opening like they 
did with 92 special edition, would 
have been much better in my 
opinion).  To open with such a tough, 
unfair level must have turned many 
gamers away (I know I nearly did, 
back in the day).  But thankfully its a 
short level, and once you get into the 
complex itself things improve 
immeasurably.  You will now be back 
on familiar territory again, full of 
rooms and doors and lots of aliens to 
blast.  But I warn you now this game 
is TOUGH with a capital T and will 
have you screaming bloody murder 
more often than not.





Alien Breed 2 –
Tower Assault (1994) 
£19.99 Team 17
[9/10 – Still too tough, 

but excellent 2 
player shooter.]

AA : 91% - 'probably the best Alien 
Breed game to date. The first one 
was superb, the second lost it a bit 
for me, but Team 17 are back on 
form with this.'

AF : 83% - 'Tower assault rates as 
the best Alien Breed yet.  I didn't 
like it much as a one-player game –
it was too   hard.  But as a two-
player game, it's compulsive, 
fantastic to play and one of the best 
blasts seen this year.‘

CU : 86% - 'A excellent finale to a 
classic game series.'

AP : 46% - 'A whole week of 
playing (including two stoical seven-
hour sessions) has done nothing to 
alter my opinion  that Tower Assault 
is a horribly dishonest and utterly 
funless game.



Coming on a whopping four disks, this was Team 17's final foray into the 
2D Alien Breed games and  this is the best of them all.  Its absolutely 
massive with 55 levels and 275 methods of completing the game  
(according to the developers).   Also it has neat features like using the 2nd

button on the joystick to activate retreat mode, making the game a much 
more tactical one as it lows you to make a controlled retreat.  Again 
though it is a rock HARD game and frustratingly has an awful (still not as 
bad as Alien Breed 2 though) opening level again, with it outside again.  
Its a bit of a maze and full of annoying tiny bugs, big auto guns that you 
cant destroy and bad collision detection on the mines.  But again get a 
mate around and persevere on to level two onwards and you will have 
much to enjoy. A fitting finale to the 2D Alien Breed series.





Alien Breed 3D (1995) 
£29.99  Ocean / Dev: Team 17 
[ 8/10 – Best Doom clone 
on the Amiga]

O : 94% - 'so, what is it like then? 
Hmmm, it's actually bloody good. It 
is the best of the Doom clones on 
the Amiga 1200 by far, and is far 
more like Doom than any of the 
others.'

AF : 93% - 'They said people 
bought PCs to play Doom. People 
should buy A1200s in droves to play 
Alien Breed 3D. One of the finest 
Amiga Games ever.‘

CU : 93% - 'current star of the show 
as far as Amiga 'Doom' clones are 
concerned. And if you happen to 
have a mate with an A1200 and a 
serial cable it's probably the best 
two player combat game on the 
Amiga.'

By the end of 1995 the Amiga's days were truly numbered, as main 
format for home computing becoming the PC.  One game that had done 
more than any other, to show the PC as a viable gaming platform for 
action junkies, was Doom, and so causing many a gamer to make the 
switch.  Consequently many Amiga developers of the time tried their 
best to recreate that 'Doom' experience on the humble Amiga.  Out of all 
of the Amiga Doom clones released, this was my favourite, with it 
running brilliantly on the A1200 Amiga.  It may look ugly in the screen-
shot, but seen in motion the visuals aren't too bad.  It all runs smoothly 
and all extremely playable.  Yes of course its not a patch on Doom on 
the PC (not even Wolvenstein 3D for that matter), but for a fun 3D 
blaster on the Amiga, there can be a lot of fun to be had.   Its just a 
shame that Team 17 didn't make it look more like an Alien Breed game 
as opposed to a Doom clone.





Alien Breed 3D 2 : The 
Killing Grounds (1996) 
£29.99 Ocean / Dev: Team 17 
[ 7/10 – Impressive on a, to 

the max A1200, but still not 
as much fun as to playing 
Alien Breed 3D]

AP : 98% - 'Best game ever on 
the Amiga – bar no game that 
has ever been on the 
Amiga!..[sic]..With games of 
this quality, there's no reason 
why the Amiga can't conquer 
the PC!'

AF : 96% - 'No it's still not as 
polished as Doom II or Quake, 
but then you don't have to 
spend £2,000 on a machine 
that will enable you to play one 
of those games. What you get 
is a bloody good approximation 
of those two games with the 
same level of excitement and 
tension, but with        slightly 
less polished 
graphics...[sic]..Better then 
Alien Breed and Breathless 
simply because of the extra 
features. Glorious stuff.‘

CU : 92% - 'Beautiful but 
flawed. Could have hit the ten.'



When you read the reviews of this game, you can almost smell the 
desperation in the reviewers words, trying to believe the Amiga will start 
to fight back.  When by 1996 most of the world had moved on to PC's 
or home consoles.  As for the game, it's too ambitious really, being far 
too slow, unless you max up everything on A1200.  Thankfully by the 
power of emulation this is quite easy to do and let you play the game as 
it was meant to be played. Still even with it running smoothly, the game 
still isn't as much fun as the first Alien Breed 3D game as it has lost its 
simplicity of the first game.





Alien Drug Lords 
- The Chyropian
- Connection (1991) 
£25.99 Panther Games 
[ 0/10 – Cool name, terrible 
adventure game]

I really couldn't make head 
nor tail of this game to be 
honest, with me clicking to 
pay a bribe then watching an 
nuclear explosion and being 
asked did I want to play 
again?  I didn't, but said yes 
in the spirit of the book.  After 
more random clicks I got a bit 
further, but still none the 
wiser, at what the hell was 
going on .  I have included it 
simply for completion and it 
having such a cool game title.



Alien Fires : 2199 AD (1988) 
£25.99 Paragon Software 
[ 1/10 – Dull 3D Mazegame.  Not 
Amiga worthy even in 1988]

This basically has you go down 
endless corridors and then fighting 
the dice roll D&D style.  Full of 
computer chip speak it feels a 
game that was even dated back in 
1988.  Best avoid this game.





Alien Legion (1989) 
£24.99 Gainstar / 
Dev: Pegasus Software  
[ 5/10 – Cute basic 
run-'n'-gun blaster.]

CU : 77% - ‘..main 
appeal of Alien Legion is 
visuals for me. No 
metallic super graphics 
its true, but there's a sort 
of cartoon quality to the 
game.'

AF : 52% - 'Not a bad 
game, it looks and 
sounds all right and it'll 
take a while to work 
through four levels: but 
it's simple and adds 
nothing new to this genre 
of game.’

YA : 49% - 'In fairness 
the game plays well and 
the graphics and sound 
do the job. It's just a 
shame the concept was a 
little on the dull side.'
GM : 36% - 'A mediocre 
Exolon-type game that 
fails to deliver enough to 
warrant the price tag.'



Not a bad little game, especially 
love the cartoon visuals.  It is 
certainly not a full price quality 
game though, but worth having a 
quick go on it.  Its blimin' annoying 
when the whole game reloads 
when you die.. grrrrrr...annoying 
much?



Alien Storm (1991) 
£25.99 US Gold  / Dev: 
Tiertex
[ 5/10 – Average port , but 
some 2 player fun to be 
had]

AA : 83% - 'The graphics, 
while not brilliant, are 
incredibly bold and ensure 
that a coin-op feel is 
generated. The only real 
problem is the difficulty 
level which, unfortunately, 
is set too low.  After a few 
plays I was very close to 
completing the game and 
therefore any arcade 
enthusiasts will find it too 
easy.‘ 

AF : 59% - 'Alien Storm 
isn't that bad, it's just not 
that good!  The coin op 
was mindless but fun, the 
conversion is mindless 
and only occasionally fun. 
Playing with a friend does 
stretch the lasting appeal 
out a bit, and make life 
easier, but it can't carry 
the weight of a full game.'

CU : 59% - 'an incredibly 
average two-player game 
that's as disappointing to 
look at as it is to play.' -
'Another taudry coin-op 
conversion fails to deliver.'



AP : 54% - 'A tedious Golden Axe clone lacking originality and 

gameplay. OK, the graphics look great, and the overall presentation is 

in fact very slick.  But fighting the aliens is too brawlish and haphazard 

– the novelty soon wears off.  Treat this game as you would a gun-

toting alien oozing 

down the street...'

GX : 3.5 / 5 – 'The game plays relatively  well and the difficulty factor 

is OK. Unfortunately there just isn't enough variety for it to become 

one of the most addictive challenges around.  However it's the arcade 

original, rather than the conversion that let's this game down.'

I was a big fan of the Sega arcade 

game back in the day, and for the 

most part this is a reasonable port, 

although not even worth to buff the 

shoes of the mighty Mega Drive 

version.  The game was basically a 

mindless scrolling beat 'em up in the 

style of Golden Axe, but this time had 

you control an elite trio of Alien 

exterminators who must go 

rampaging across the city and taking 

out all the alien scum.  My fondest bit 

of this game was the demo levels 

interspersed among the levels that 

switched the proceedings to a 

shooter.  It was in these sections you 

could let rip and destroy the 

electronic shop or local superstore, 

laying its stock to ruin as you took at 

the aliens.  Seeing the carnage 

caused in these sections will always 

stay close to my heart.  So all in all 

an average port, that does the job 

but could have been an awful lot 

better, play it for nostalgic kicks if you 

played this version back in the day, 

else find the Mega Drive or Arcade 

game itself.





Alien Strike (1987) 
£??.?? US Gold  / Dev: Tiertex
[ 2/10 – Poor shooter, those marks 
are purely for the music]

I love the intro music and when 
the William Tell overture kicks in, I 
was expecting to have found 
another gem of a game.  Sadly 
the game it self is a bit of a naff 
old school blaster, that sadly 
doesn't play very well.



Alien Syndrome (1988) 
£19.99 ACE / Dev: Softek
International 
[ 8/10 – simple,fun blaster this 
is up there with the best ]

Aww man, this was part of 
that Sega Smash Hits 
compilation box I used to own 
back in the day
(see  pic bottom right). 

The compilation was my 
favourite of all time and had 
many gems within it, but it 
this was 
this one I think I played the 
most. Based on the little 
known Sega arcade game, it 
was basically Aliens, but with 
worm like jelly beans to 
shoot.  All this, as you 
frantically ran around the 
space station rescuing all the 
hapless people caught in the 
Alien goo, and then escape  
before the timer ran down, 
only to then find yourself 
hurled in a great boss battle.  
In many way this was an 
early Alien Breed and I am 
sure Team 17 must have 
been inspired in some ways 
by the game.  Overall the 
graphics maybe simple (but 
then so is the arcade game) 
but this is a solid port and 
great fun as a 1 or 2 player 
game.





Alien World (1992) 
£12.99 Hi-Tec Software / 
Dev: Pal Developments 
[ 5/10 – Enjoyable, budget, 

horizontal blaster]

AA : 71% - 'Scrolling is slow 
and the action isn't frantic 
enough. Alien World falls into an 
average, non-spectacular 
bracket.'

Who'd have thought it, hey?  A  
Hi-Tec game not based on a 
Hanna Barbera cartoon, but here 
it is.  You have to feel sorry for 
the guys at Hi-Tec given 
impossibly tight deadlines, they 
were expected to churn out 
budget games in an endless 
factory line of titles.  Considering 
this they really did churn some 
half decent games really.  Alien 
World, by the same developers 
who did Hi-Tecs best game, 
Scooby Doo and Scrappy Doo, 
have produced quite an enjoyable 
horizontal blaster.  Sure its not 
going to win awards and the 
winged creature losing height 
constantly meaning you have to 
constantly re adjust frustrates a 
little.  But overall its an enjoyable 
little budget blaster and a worthy 
diversion.



Aliex (1992) 
£24.99 Trojan Software / Dev: 
Software Creations  
[ 5/10 – basic and fun, does 
need gun to play]

There was only a handful of games 
released that would work with the 
Trojan phaser.  Of them this was 
definitely the best, being a simple 
shooting range for you to blast 
away at the aliens.  The game has 
nice graphics throughout although 
not amazing gameplay is more 
than enough for you to have some 
light gun blasting action.  A basic 
shooting range game, that is sadly 
difficult to play today, unless you 
have a CRT TV and the gun 
peripheral.



All New World of Lemmings 
(AKA Lemmings 3) (1995) 
£29.99 Psygnosis / 
Dev: DMA Design  
[ 8/10 – Great puzzler in the 
Lemmings series]

O   : 89% - 'there are now only 
three Lemmings tribes instead of 
12. Actually, that's not quite true; 
there are 12 tribes, but only three 
show up in the game.  You see 
Psygnosis is intending to bring 
another three updates for the 
game, starring the Highland, 
Future and Sports tribes we all 
know and love.  To me this seems 
a bit of a con, but to counter it 
there  are 30 levels in each tribe. 
So, it depends on how much you 
love the variety‘

AP : 50% - 'If this is the direction 
in which the Lemmings series is 
heading, its difficult to see how it's 
going to survive. Incredibly, 
practically all the good things 
about Lemmings 2 have been 
thrown away in favour of the fussy, 
deliberate stupidities of the 
original.  Some clever ideas can't 
save it.  Lets cross our fingers for 
the forthcoming Paintball 
Lemmings, eh?'



AC : 88% - 'Psygnosis have come 

up with an emotion-filled puzzler 

that will delight any Amiga gamer 

with a fondness for those suicidal, 

green-haired Lemmings who just 

don't seem to go away.' extra tools 

and larger command boxes.  Good 

luck to them.'

CU : 88% - 'once people see this I 

wouldn't be surprised to see the 

whole Lemmings phenomenon pick 

up again and deservedly so 

because this game is definitely the 

best so far.'

AA : 87% - 'The question remains 

however – how much longer will 

people keep forking out their 

readies for these tiny geezers? 

The first instalment isn't too bad 

though there's some pretty testing 

stuff for these three tribes to 

plough through.'

AF : 70% - 'you might have 

concluded that I, Stephen 

Nomiddlename McGill didn't like 

this game very much.  And you'd 

be right, I hated it.  But in terms of 

objectivity and professional 

reviewer-ship, it has to be admitted 

that it isn't a terrible game.  In fact 

many Lemming converts are going 

to love the various changes such 

as the inclusion of animals, then 

extra tools and larger command 

boxes.  Good luck to them.'



AP : 50% - 'If this is the direction in 

which the Lemmings series is 

heading, its difficult to see how it's 

going to survive. Incredibly, 

practically all the good things about 

Lemmings 2 have been thrown 

away in favour of the fussy, 

deliberate stupidities of the original.  

Some clever ideas can't save it.  

Lets cross our fingers for the 

forthcoming Paintball Lemmings, 

eh?'

As a huge fan all things Lemmings, I found this a pleasant surprise.  

Its basically Lemmings 2 with some slight differences... this time, 

certain Lemming attributes can only be done as you Lemmings pick 

them up around the level. Apart from that its business as usual really 

all be it with much prettier graphics and sound.  I do love this game 

although it's still not as good as the first Lemmings game, mostly 

because  the level design isn't as good.  Its a real shame that due to it 

coming to the Amiga so late in the day and disappointing sales, that 

the promised extra tribe disks were never done.  All in all there is 

much to love and enjoy here, with this lesser known Lemmings game.





Alpha Waves (1991) 
£25.99 Infogrames
[ 5/10 – Weird , 
simple, but strangely 
compelling ] 

AF   : 70% - 'Alpha 
Waves still stands 
out as a weird 3D 
game.  You control a 
polygon top which is 
viewed from behind.  
Hanging in 3D space 
are coloured 
trampolines, which 
form a trail to an exit.  
You have to bounce 
the top out of the 
exit.  With a 'fire' 
thrust control the 
entire world is rolled 
around using the 
joystick, which 
behaves like a 
drunken camera, 
pivoting and then 
righting itself.  The 
only constant from 
which  your relative 
position can be 
judged is a light 
sourced shadow. 
Very good to watch, 
it follows very much 
in the footsteps of 
E-Motion and 
Vaxxine.'

AP   : 60% - 'A great bit of French fluff.  Great to come back to, but far 

from compulsive (and by no means essential).'



Strange game this (Its a French game, so its a given :-) ).  Bounce 
from trampoline to trampoline, using your thrust, until you get to the 
exit.  If miss a jump then is find a trampoline on the floor and start 
climbing again.   That’s it basically, the 3D is nice and smooth and the 
whole game is strangely compelling, with it all be so sedate and weird.  
Worth giving it a play and bathe in all that lovely French game 
weirdness.



Alpha-1 (1988) 
£??.?? ECP  
[ 5/10 – Half decent, R-Type 
clone, but slower.  
Actually a bit of fun really]

I had never heard of this 
game before.  It's basically 
a basic horizontal shooter,  
R-Type clone which runs 
at a lot slower pace. Its a 
rock hard game that will 
eat away at your lives in 
no time.  All in all a very 
basic shooter, that never 
the less remains a bit of 
fun to play.



Altered Beast (1988) 
£24.95 Activision / 
Dev: Software Studios  
[4 /10 – Mediocre port of a 
dull arcade game] 

CU   : 87% - 'All things 
considered with the difficult 
nature of the conversion, 
Activision have done a  
sterling job in retaining all the 
original features – and the two 
player mode makes for a very 
neat conversion.'

ACE : 825 / 1000 – 'This 
game is probably at its best 
when the two-player option is 
selected, but if you play on 
your own you should still find 
yourself making some 
headway after a little practise.   
If you don't like beat-'em-ups 
then there is not much here to 
interest you.  If you enjoyed 
the arcade original, however, 
then you will not be 
disappointed by Activision's 
effective conversion.‘

AC   : 82% - 'someone could 

have done a better job of the 

graphics.  Nevertheless, it is 

sufficiently playable to 

warrant investigation.'

CVG : 69% - 'All the features 

of the arcade game, but the 

gameplay is slow and the 

controls are sluggish.'



ZZ    : 68% - 'A good conversion of a mediocre coin-op.'

AP   : 54% - [R] 'Okay if you are really desperate for a beat-'em-up and 

you've already got Final Fight, but otherwise don't bother.'

AA   : 40% - 'This is no more than a laborious beat-'em-up that requires 

very little skill and plays like a brick.'

AF   : 33% - 'below average game that fans of the original will sadly be 

disappointed with.'

GX   : 1.5 /5 – 'If you like your games slow, uninteresting and boring then 

this is the one for you. Otherwise you'd be a lot better off looking 

elsewhere'

I was never much of a fan of the 
arcade original, finding it little more 
than Karate Champ in new 
Emperor clothes, so dull repetitive 
gameplay.  The one (and only) 
thing the arcade had going for it 
was the lush graphics.  So when 
home ports came along and they 
couldn't recreate those graphics, 
that just left the uninspiring 
gameplay, and the poor game 
began to show through the cracks.  
In summary the Amiga game Is a 
mediocre port, of a dull arcade 
game, and so really only for those 
who fondly remember playing this 
port back in the day...For the rest 
only the Arcade game itself is the 
one worth playing.





Altered Destiny (1991) 
£29.99 Accolade  
[4 /10 – Not a bad 
adventure, but its all 
far too slow ]

CU : 87% - 'this is 
an old-style 
graphics adventure 
with 
enhancements, and 
for that reason it 
will only appeal to 
the type of person 
whoreckons 'they 
don't make them 
like they used to'.  
Others will breather 
a sigh of relief.'

AP : 73% - 'Nothing 
new – and if you'd 
shown it to me five 
years ago I'd of 
said the same thing 
– but as it's as 
absorbing as these 
big
American graphic 
adventure quest 
games always are.'

AF   : 54% -
'Monkey Island kept 
the pace up, 
Altered Destiny 
shoots itself in the 
foot.'.[sic]..Buy 
Monkey Island 
Instead!



The first thing strikes you with this game, is that the game takes blimin' 
ages to load, with you going through three disk swaps without even 
reaching the game.  The second thing that hits you is how painfully slow 
it all is, with going to a new screen a minute wait at least and the main 
hero, walks slower than an old arthritic snail, taking it easy.  But (and its 
a big BUT) if you can handle all of this slow pace then the adventure 
isn't half bad, kind of being like a Space Quest game.  Play if you have 
lots of time to kill and run out of adventure games to play.





Alternate Reality : The City (1988) 
£19.99 Datasoft / 
Dev: IntelliCreations
[ 4/10 – Old school C64,  8-Bit 
RPG, stuck on the Amiga]

AA    : 71% - 'Scrolling is slow 
and the action isn't frantic 
enough. Alien World falls into an 
average, non-spectacular 
bracket.'

ACE : 749 / 1000 – 'Indifferent 
graphics are not really relevant in 
this case, where the gameplay is 
all, yet they do affect the initial 
appeal.'

YA     : 71% - [summarised] 
'There are three main problems... 
Mapping in 3D is tough and 
secret doors are impossible to 
spot.. At start of game you will 
keep dying and be frustrated, 
finally there are lots of areas 
where access is denied (this is 
because additional extra modules 
are planned to be sold).'

GM    : 70% - 'The City will 
obviously appeal to RPG 
enthusiasts. Whether it will 
succeed with a wider audience is 
open to question however.'

Port of a C64 RPG game, and it really shows.  By 1988 the Amiga 
had already been graced with Dungeon Master and against that game 
this looks terrible. But if you loved the C64 game and want to see a 
better version with quicker load times, and none of the double sided 
tape faffing around, then this is the game port for you.



Amazing Spider-Man and Captain 
America 
in Dr. Doom's Revenge! (1988) 
£19.95 Empire / Paragon Software 
[ 2/10 – Waste of a great license 
with bad animation, a dull game]

AA    : 43% - 'In all my time as a 
games reviewer, I cannot remember 
seeing a game as decidedly 
average as this.  Whilst the 
graphics are           passable and 
instantly recognisable, the 
character animation is diabolical. 
Both Spidey and Captain America 
limp around like Quasimodo, and 
coupled with scrolling an 8-bit 
owner would wince at, any interest 
sparked by the intro screens is 
killed.  The      gameplay consists of 
very limited fighting and jumping 
moves, and I reckon reading the 
free comic that comes with the 
game will last you longer than 
playing it.

I think the Amiga Action review 
summary above, summed it up 
nicely.  A really badly put together 
game that isn't worth your time. 
Look at Amazing Spider-Man below 
for a far better super hero game.





Amazing Spider-Man (1988) 
£24.95 Empire / Dev: ODE 
[ 5/10 – C64 game port of a 
weird use of a licence ]

AF : 77% - 'The characters 
though small, are tolerable, 
the puzzles are solvable and 
progress possible.  It's 
packed full of intricate 
switching, jumping and 
webbing 
manoeuvres..[sic]..Spider-
Man is no revolution, just a 
cracking platform puzzle 
challenge that can hold it's 
masked head high with 
pride.'

AF : 74% - 'One thing you 
can say about Spider-Man 
Is he is small, very small.  
Fortunately, the size of our 
super hero does not detract 
from what is a very 
competent platform game.'

ZZ : 74% - 'Uhm a dull C64 
game really.'



After the travesty that was Dr Doom's Revenge! Empire decided to have 
another stab at the license.  This time, things concentrate just on every 
ones favourite web slinger.  This game is a lot better but still only 
average.  The main problem is how riculous it all looks with Spidey just a 
tiny little sprite on the screen and clambering over everything.  I could 
hear my Marvel fan, comic book heart scream out.  But if you can get 
past this and forget Empire have screwed over the Marvel license again, 
then there is a little fun to be had.

The game is simplicity itself walk on all the furniture and up the walls and 
avoid bad guys, press switches to open doors, so allowing you to go in 
other rooms and so it all again.  Actually some of the puzzles are a little 
more than that, but you get the idea.

All in all an average C64 port that hasn't been changed enough for the 
Amiga machine. Still, try to see the game as a Spider-Man parody and 
there is some enjoyment here to be had.





Ambermoon (1993) 
£34.99 Thalion
[ 9/10 – Very impressive RPG 
game, with wow 3D.]

O : 84% - 'graphics are excellent – remarkably reminiscent of those in 
Flink.  Or unremarkably, when you learn the same people were 
involved.  Allthough I was looking forward to 'dissing' it somewhat, I 
have to concede that Ambermoon is – even after all this time – one of 
the best RPGs around.'

AC : 81% - 'If you don't possess a hard drive, Ambermoon will 
probably drive you insane through disk swapping.  That aside, 
Ambermoon is a classy romp in times of old, and a must for lovers of 
hacking and slaying.'

AF : 79% - 'A truly beautiful game that could have offered some trend-
setting features, but unfortunately didn't.'



Cor blimey... 9 disks, 10 if you 

include the save disk you have 

to create to play.  This is 

definitely one to play on the 

hard drive.. even emulating 4 

disk drives still involves a stack 

of disk swapping. Still if you do 

get this working and willing to put 

some time into it this game will 

richly reward you with a great 

storyline ans very impressive 

graphics.  The game shows a mix 

of Zelda like overhead viewpoint, 

but its when you enter a town or 

dungeon that it really knocks your 

socks off.  These in smooth 3D, 

really add to the immersion ad you 

make your way around and was I 

believe a first for texture mapped 

3D to show on the Amiga.







Amberstar (1992) 
£29.99 Thalion
[ 8/10 – Good RPG but for 
RPG veterans only.]

AA : 91% - 'a dream come true 
for RPG fans, especially if you 
have no hard drive.  Sound, 
graphics and playability can't 
be faulted and the size of the 
game isn't in question.  You'll 
be playing this until the 
Dragons come home.  

AF : 81% - 'lose sight if casual 
players or beginners who need 
an initial 'pow' factor‘

O : 78% - 'Amberstar isn't 
going to appeal to everybody –
although with a little more 
design forethought it might 
have well done – but ardent 
RPG fans should easily get 
their money's worth out of it.

CU : 65% - 'There is plenty to 
do in Amberstar, unfortunately 
most of it is very repetitive.  It 
is a game to be played by 
people who enjoy sprawling, 
to-ing and fro-ing games which 
take a long time to get into and 
get satisfaction out of.'

Amberstar is an impressive old skool RPG game and one of the best on 
the Amiga. But be warned you need to install to your hard drive as the 
disk swaps really annoy here.  Also this is not a casual RPG game, which 
means you have to put a lot of time into this game to really get immersed 
and enjoy the story. 







Amegas (1987) 
£24.95 Pandora / 
Dev: ReLine
[ 5/10 – Breakout clone 
that hasn't aged well]

Z : 79% - 'Amegas
excels 'cos it's 
addictive and has the 
advantage of using 
the mouse with two 
'fire' buttons. At five 
quid Amegas is a 
brilliant bargain and a 
half.; 

When the game came 

out on the Amiga this is 

quite impressive really.  

Being very smooth and 

technically sound.  But 

it's the gameplay where 

things really are let 

down, the ball speed 

based on where it hits 

the bat and poor  

collision detection  

really frustrates. Try 

Giganoid instead.





American Gladiators (1992) 
£19.99 Pandora / Dev: Imagitec
[ 4/10 – Simple events best played 
in 2 player]

AA : 80% - 'Load up American 
Gladiators and you will struggle to 
understand why it has got more 
than 15%. Play it for half an hour 
and you will begin to see why. The 
appeal of Yankee Glads lies in the 
fact its a simple, no-nonsense all 
out action game.'

Based on the original US TV show.  
(I used to watch the UK one and 
had a crush on the tasty Gladiator 
Jet.)  The game has you carry out 
a variety of events against trained 
athletes (Gladiators).  Average 
game, but a nice  alternative to the 
usual Olympic style events are 
here.  But like all games of this 
type...It only really works in 2 
player.



American Tag Team Wrestling (1992) 
£7.99 Zeppelin
[ 3/10 – Controls are too basic, for game to be fun]

AP : 23% - 'A poor man's WWF 
Rampage, and we gave that 18 
percent. The only good thing 
you can say is that (while WWF 
is marginally better) you'd only 
be wasting eight quid if you 
bought this one.'

Wrestling games for the 
most part just don't work in 
games.  Especially on 
computers where you only 
have one fire button. The 
only reason that WWF 
licensed games sold by the 
bucket load, back in the 
day, was because they 
allowed kids mad on WWF 
a chance to control their 
favourite wrestler.  Take 
that away and the gamer is 
left to see the shallow, 
weak game underneath.  
Best to leave this one.





Amiga Encounter (1991) 
£?.?? Novagen Software
[ 7/10 – Solid Battlezone clone. Basic fun to Play]

A little known gem by Paul Woakes (He who did the Mercenary games)  
This is essentially a solid version of the Atari arcade game Battlezone. 
It plays nice and smoothly and is quite addictive, if rather shallow fun.  
But then sometimes a basic arcade blaster is all we want.  Yes I definitely 
recommend this.



Amiga Karate (1987) 
£?.?? Eidersoft / 
Dev: Paradox Software
[ 2/10 – A terrible, beat-em-up ]

A terrible IK+ clone, with 
absolutely no playability.  But 
never the less, it's an important 
game in Amiga history. Why?  
Well this was the game where 
the guys behind The Bitmap 
Brothers first met up on this 
game and so decided to start 
their own development house, 
and boy are we thankful for that.



Amiga International 
Soccer (1988) 
£19.95 Microdeal
[ 3/10 – Early Amiga 
football game, shows its 
age ]

AC : 54% - 'While without 
a doubt the best soccer 
action game, at the same 
time it is a long way off 
from being the definitive 
soccer simulation. If you 
are desperate for some 
football action for your 
Amiga then give this a try.

Back in 1988 this was probably the best 
Amiga game available.  Thankfully then 
Kick Off came along and changed all 
that.
Today a game best forgotten.





Amnios (1991) 
£25.99 Psygnosis / Dev : Flying Chicken Software.
[ 8/10 – Frantic overhead shooter, that a lot of fun.]

AA : 93% - 'For a start the multi-directional scrolling is superb and 
fast. Even with the screen chock-a-block with moving sprites the 
game doesn't slow down.  On top of this the gameplay is superb. Its 
simple enough for a beginner to handle but the strategies that must 
be developed for the later levels will keep even the mist battle 
hardened warrior coming back for more. Put simply Amnios is the 
best shoot-'em-up that has been released for some time.'

CU: 88% - 'A little expensive for 

what it actually delivers, Amnios is 

still an incredibly playable shoot 

'em-up... 

Rootin' tootin' big time shoot 'em up 

action.'

AP : 76% - 'Neat but overly 

comples (and over-priced) shoot-

'em-up. The graphics despite their 

beauty, just get in the way a little 

too much‘

AF : 61% - 'What's needed is fluid 

joystick control and some absorbing 

gameplay, two points which Amnios

unfortunately lacks.  If the idea 

behind the various game elements 

had been properly executed then 

Amnios would have been 

interesting, but they haven't, so it's 

not.'



The purpose of the game 
is to frantically fly around 
and rescue all the 
humans, or destroy all of 
the evil Amnios aliens into 
oblivion.  Once done you 
are thrown into an end of 
world boss to finally rid 
that world of the alien 
parasite and it then off to 
another planet.   There are 
10 worlds in all and they 
all have a different look to 
them.  All in all this is a 
well put together shooter, 
all be it one that is frantic 
and as tough as old boots.  
The graphics are great 
and the alien foe is 
imaginative.  The game 
seems cluttered at times, 
but for me that added to 
the games charm.







Amy Putt Classics, The (1988) 
£25.99 Digitek Inc.
[ 6/10 – basic looking, simple but 
fun crazy golf game.]

A really basic looking crazy golf 
game, that is surprisingly fun and 
addictive to play, especially when 
playing it with real people.  The 
levels are all nicely varied and 
despite a power bar that is very 
difficult to judge, there is still a lot 
worthwhile distraction available 
here.  There was also a data 
disk available to buy for the 
game, with even more courses 
should you tire of these.



CVG: 92% - 'A roaringly good defender game that's a bargain at twenty 
sovs.'

AA: 72% - 'Anarchy is pure blasting which requires very little thinking but 
a healthy trigger finger – simple and mindless, but I love it.'

ZZ: 37% - 'radar display is barely usable.  For a  slick Defender variant on 
the Amiga, go for Logotron's StarRay, otherwise dig out C64 Dropzone.‘

AA: 92% - [R] 'Being a Defender clone, the speed at which this happens 
is relentless.  Even in times of anarchy, the screen update and the 
playability is never beyond doubt. Defender fans, miss at your peril.'

AP: 90% - [R] 'If you have ever been a Defender fan, this game will blow 
you away.  You really should have bought it the first time, but don't miss it 
twice.'

AF: 76% - [R] 'It's pretty true to the original Defender, but that was only 
because the was nothing better at the time.  Luckily Anarchy has been 
jazzed (and speeded) up sufficiently to make it more 'now'.  If you've got 
to have a Defender game, have this one.'

Anarchy (1990) 
£19.99 Psyclapse
[ 7/10 – Good update of the arcade game Defender ]



O: 71% - [R] 'competent 
and playable shoot-'em-
up.  It's fast, playable 
enough and, now that it's 
a more suitable price, 
probably the most 
sensible option if you are 
looking for a game of this 
type.  As for me, I still 
don't think you can knock 
Star Ray.'

I personally never gelled 
with the game Defender, 
always find it too fiddly, and 
just wishing all the aliens to 
hurry up and abduct all the 
people so I can fly home for 
a nice cuppa'.  This is that 
game Defender and a damn 
fine version to boot, with it 
all running as smooth as a 
babies bottom, and even 
today it truly impresses, 
when compared to many 
versions of this ilk.  The 
intro music is really cool as 
well.  All in all a definite gem 
for Defender fans and for 
those like me who wasn't a 
fan of the original, it is 
almost good enough to 
convert you to it.  Give the 
game a go.







The Ancient Art of War 
in the Skies (1993) 
£34.99 Microprose / 
Dev : Evrywhere
[ 6/10 – interesting idea, 
but too slow to get into]

AF: 87% - 'This game is extremely well designed and easy to get into.  
The writers have managed the difficult task of producing a game which 
relies on strategy but doesn't get bogged down in all the technical details 
of commanding a conflict.'

AC: 79% - 'successful moulding of two normally separate genres.  The 
strategy is engaging and the arcade action is a blast.'

O: 73% - 'It's just a shame that the lack of pace is likely to put some 
people off, as there's a cracking game underneath.‘

AP: 92% - 'It's no classic, but it's undeniably entertainment and 
challenging war game, let down terribly by the amount of disk swapping 
involved.  Hard Drive owners will see the game as it is meant to be.'

AA: 61% - 'What you are left with is your usual run of the mill strategy 
game and let's face it there are too many of those already.'

Interesting idea, taking World War I and mixing in strategy with arcade 
sections.  But I find it all far too slow pace for my liking.  Also you need 
to play this on hard drive, as loading time is immense.







Ancient Games (1991) 
£24.95 Energize / Dev: Golden 
Sector Design
[ 2/10 – Nice idea, let down by 
terrible controls]

Done by the team behind the well 
received Caesar game.  This is an 
interesting idea, probably dreamed 
up whilst other members were doing 
a modern Olympics game, 
International Olympic 
Championship.  This game instead 
looks at the Olympics in Ancient 
times.  I suspect that none of these 
events were actually done.  But 
never the less its a cool idea.  Sadly, 
cool ideas do not a good game 
make.  This game is horribly let 
down by its weird control scheme, 
making the whole thing a missed 
opportunity.



Annals of Rome (1988) 
£24.99 PSS
[ 6/10 – Enjoyable strategy 
game]

GM: 89% - 'Annals of Rome 
certainly provokes thoughts and 
questions, particularly as how 
Rome survived so long with the 
the threat of barbarian attacks all 
around.  Considering the games 
potential depth, players interaction 
is limited.  At times the player 
watches the action unfold and can 
do nothing.  Disappointing, 
considering the Amiga potential.'

PSS back in the day, was synonymous with strategy 
games on 8-bit systems, and creating such hits as 
Austerlitz, Conflict Europe and Waterloo.  This game 
also is pretty well done, although, perhaps like real 
Emperors, too much is out of your hands.  Definitely 
worth a play though, if you like games like this.



Another World (1991) 
£24.99 US Gold / 
Dev: Delphine Software
[ 9/10 – A true piece of Art, its 
short game, but  fab]

O: 93% - 'The whole thing smacks 
of Dragon Lair, but with one major 
advantage: you constantly have 
full control over your central 
character.  Another World is a 
superb product, extremely classy 
and very, very playable.'

CU: 91% - 'comes on only two disk 
and most games players will sail 
through the first three levels.  The 
ease of play, coupled with a code 
system that allows re-entry from 
your last exitm make the whole 
thing a very short-lived, if 
rewarding, experience.'



AFC: 90% - 'Perhaps the only word that can describe my reaction on 
first seeing Another World is 'awe-struck'.'
Fantastic, well animated graphics with an astonishing variety of full-
screen, atmospheric film sequences to set the scene – It just has to 
be seen to be believed.'

AC: 90% - 'Great presentation, complimentary sound effects and 
captivating cinema-style gameplay – what more is there to say?  If 
you found Cruise for a Corpse too cerebral to get to grips with, then 
get your hands on this barnstormer.'

AA: 89% - 'simple enough for anyone, instantly addictive and varied 
enough to keep you going for days.  Without a doubt Another World is 
a superb game that should be in everyone's collection.  Buy it now!‘

AF: 82% - 'For all its glory
Another World is still a game first, and it is here that it sometimes 
found wanting.  For the most part it excels, but it fails in a few key 
gameplay areas. It is worth buying, just for the power of the effects 
and the sweetness of its finer game moments.  Be warned though, 
there are times when you'll really begin to hate the French.'

AP: 78% - [R] 'Another World was once lovely, but time has slowly 
faded its charm.'



Eric Chahi (pictured), had already made 
a splash with the well received Future 
Wars adventure game.  But for his next 
game he would truly wow, with a 
stunning Piece of gaming art, and a 
damn fine game to boot.  Another World 
or Out of this World (as it was known in 
the US) has our hapless scientist 
accidentally flung to a strange Alien 
World.  The game very much follows the 
Prince of Persia style gameplay, with lots 
of trial and error gameplay, thankfully 
combined with you always restarting and 
a level password system.  I adore this 
game and 











Antago (1990) 
£19.99 The Art of Dreams
[ 8/10 – Great fun board game, 
a lot of fun]

CU: 85% - 'Antago's addictive.  It 
captivates and won't let go. It's a 
game you can play many times 
and never want to put down.  The 
two player mode is even better.  If 
you have a friend to play against 
don't miss it.  One of the most 
enjoyable strategy games since 
chess.‘

AF: 65% - 'Undeniably cute and 
instantly playable, Antago's
destined 
to be an occasional game rather 
than 
a lasting passion.‘

AA: 46% - 'A basic variant on the 
age-old tic-tac-toe theme, Antago's
simplistic gameplay and pretty 
graphics makes it the perfect 
game for the younger games 
player.'



The final battle of good versus evil has arrived, in the showdown of a 
Connect 4 like game.  Well kind of, you play either the the Angel or the 
Demon and you must cast your piece on one of the outside squares.  If 
there is a piece already there then it will push all the others on one.  The 
winner is the player to get five in a row.  Its a simple but compelling game, 
with much enjoyment to be had, made all the more pleasurable thanks to 
the nice graphics and humour..Each time you push your opponent out the 
way still makes me mile.   A great unique board game, that is worth your 
time.  Play this forgotten gem today.



Apache (1990) 
Free Team 17
[ 4/10 – Nice Choplifter clone 
freebie from Team 17]
Given free with Alien Breed 2 and Body 
Blows Galactic, this is a simple 
choplifter clone.  Its not going to win 
awards, but for a freebie game thrown 
in, its a pretty solid little game.   The 
parallax scrolling gives a wonderful 
sense of depth, and although controls 
are a little sluggish it still plays well 
enough.



Apache Flight (1992) 
£7.99 Atlantis / Dev : Minds I
[ 3/10 – a budget, poor 
clone of SWIV]

CU: 87% - 'isn't likely to win 
awards for originality or 
style, but plays quite well 
and offers a tough challenge 
which is well worth eight 
quid.'

AF: 69% - 'Overall, it's 
playable but where's the 
jeep?'

AP: 47% - 'You've seen this 
before so many times you 
could probably write the 
game in your sleep.  
Technically alright but dull, 
dull, dull.'

AA: 34% - 'The game could 
have been challenging and 
more enjoyable.  But as it 
stands, it's too irritating.'

Found it incredibly slow and 
juddery, with vomit inducing 
graphics.  Combine that with 
unfairly tough gameplay (you 
cant hit some ground troops 
but they can get you) and 
you have a game best to 
avoid.



APB. All Points Bulliten(1989) 
£19.95 Domark / Tengen / Dev : 
Walking Circles
[ 8/10 – Top arcade port, if not really 
pushing Amiga ]

AC : 92% - 'For once, fans of the arcade 
machine – and that includes me – can 
feel right at home.  It's not much of a 
stretch of the imagination to say that it's 
identical.'

ZZ: 89% - 'An immensely playable coin-
op loses none of its addictivity on the 
Amiga.'

CU: 82% - 'An entertaining conversion of 
a great arcade game.  By no means as 
good as it could have been, but fun 
nonetheless.  Worth buying.‘

AF: 87% - 'The arcade game was good 
and so is the conversion.  The control is a 
little tricky to start with and it's very easy 
to die, but persevere and you'll find it 
becomes a lot more enjoyable'



Apidya (1992) 
£25.99 Blue Byte 
/ Dev : Kaiko
[ 9 /10 – Best horizontal 
shooter on the Amiga ]

AP : 92% - 'A wonderfully 
satisfying blast – the best 
in years.  Forget the rest of 
the new wave of  shoot-
'em-ups (and yes that 
includes Project X and 
Agony, both reviewed in 
this very issue).  The 
shoot-'em-up renaissance 
starts here!'

AF : 90% - 'An excellent 

game.  It deserves a 

Format Gold because, 

although it's a style we've 

seen a 100 times before, it 

looks so good, it plays 

beautifully and it's 

polished until it shines.‘

CU : 80% - 'Two-years in 

development, Apidya is an 

engrossing blast.  It's 

intriguing design means 

you're actually getting five 

mini-games in one, which 

can't be bad.  It's not 

going to set the world on 

fire, but it's no damp squib 

either.'



AA : 80% - 'Graphical 

originality and smooth 

scrolling, with plenty of 

enemies, provide many of 

the necessary ingredients for 

a top rated shoot 'em-up.  

While Apidya does possess 

these attributes, it lacks the 

vigour and truly explosive 

power of the likes of Project 

X.  Punchy sound effects are 

missing, and being stripped 

of certain weapons when you 

die leaves you feeling a little 

overpowered when back in 

the action.  The second 

player, because he can't 

power up, seems to be there 

just for the ride.  Apidya

needs streamlining with a 

few extra thrills here and 

there.' 

O : 79% - 'lacks the graphic 

sophistication of, say, Project 

X, but it packs a rock-hard 

sonic punch and there's 

enough solid action to keep 

you going for a fair while.



Called Apidya, as a nod to the latin word Apidae for bee like insects.   
The game was a superb, console quality horizontal blaster.  That still 
today goes down (in my opinion) as the best horizontal blaster on the 
Amiga.  Looking at the Japanese Manga intro and Japan title page, you'd 
be forgiven for thinking this was perhaps based on an obscure Japanese 
shooter.  In fact though it was made by the cool German developer Kaiko, 
who obviously were a huge fan of Japan Manga, as shown with their other 
game Gem-X.  

Being inspired by the arcade game Insector X and Gradius, the ex 
Rainbow Arts employees set about designing a naturalistic inspired 
shooter and giving Apidya its unique look.  The game was awesome, and 
critically well received, but commercially it suffered due to it  initially only 
being released in Germany, with the important UK market being delayed 
until much later, when Team 17 took on the publishing duties.  Of course 
by then most people had already found their way to a pirate copy and had 
played the game to death.

All in all, this is a deserved classic, and one that really should be played 
more by everyone.  I just hope the immensely talented boys (Peter 
Theiroff on coding , Frank Matzke on graphics and musician Chris 
Hueslbeck come together again and do an Apidya sequel on Xbox Arcade 
(Pleeeaaase :-) , 
love you  
forever x)





Original Box Art on first release… Most people in the UK will have 

played the Team 17 re-release.





Apocalypse (1994) 
£25.99 Virgin Interactive / 
Dev : Miracle Games
[6/10 – Nice Choplifter
update, but tough & short.]

AF : 86% - 'The sort of 
game you'd happily tackle 
with a stack of ten pence 
pieces, Apocalypse is a 
sexy, rip-roaring, shoot-em-
up with a strong element of 
tactical awareness.  Very 
good.'

AF : 81% - 'In an ideal 
world, Apocalypse would 
have come with twice as 
many missions and a 
password facility, making it a 
game I'd have no hesitation 
recommending. As it stands, 
what's there is excellent but 
you may become bored with 
the first two missions before 
you get the most out of it.'

AP : 80% - 'Overpriced at 30 
quid, undoubtedly, but a 
deeply enjoyable game all 
the same, and well worth
at least 81%.' 

AC : 66% - 'let down by the fiddly control system, and although the 

helicopter is easy to fly, the Fire button serves the same function for both 

weapons and changing direction resulting in firing accidentally –

sometimes at your own men.  More depth in the gameplay, rather than 

just an advanced shoot-'em-up, would have benefited the game, and a 

save game option would have removed some of the frustration.  However 

it is graphically brilliant and the realistic sampled sound effects make the 

game stand out above others in this genre.'



CU : 49% - 'I like a challenge but this is nothing but unplayable and 
frustrating.  Anyone who has ever played football with a deflated ball will 
appreciate how I feel about Apocalypse. It's slow, hard and you can 
barely get the thing into the air.  I was hoping for a lot but despite its 
undoubted good looks it's a bit of an empty shell.'

Being an update of Choplifter
essentially.  This game has you 
control your helicopter, rescue 
your soldier and kill and destroy 
everything else, all in a very 
Apocalypse Now inspired story 
(complete with bald, Brando-
nutter).  In the first thing that 
strikes you, is the nice graphics.  
The next thing that strikes you is 
how tough the damn game is.  
Although once you learn to take 
out the gun instalments, this gets 
a bit easier.  After a lot of practice 
and learning the level, you will 
make your way through it.  Sadly 
there is only 5 levels in the game, 
and so just as your getting into 
the game, it's suddenly all over. 



Apprentice (1990) 
£19.99 Rainbow Arts
[ 8 /10 – Solid platformer, with 
loads to see and do.]
GM : 90% - 'The game is tough, 
but attractive enough to keep you 
addicted.  Although not up to the 
high standards of Rainbow Art's 
Turrican, Apprentice does have a 
good deal of puzzles which give it 
the long term appeal that the 
former game may have lacked.  
Apprentice is a classy creation 
that wouldn't look out of 
place on your software shelf.‘

YA : 80% - 'It's a great little game 
that cries out for a map and 
platform freaks will love it.‘

ZZ : 77% - 'The graphics are 
neatly detailed albeit a touch dull 
– the mushrooms appear in every 
Mario clone it seems – but heaven 
is a nice touch with clouds on 
rails.  The familiar running about 
and leaping gameplay is nice as 
well, with all the extra features 
combining well with some good 
puzzles.  I particularly liked the 
sweeping broom which throws 
crates back at you.  At £20 there's 
little to complain about apart from 
the absence of new ideas.  Worth 
a look as probably the best of 
recent Mario clones.'



ACE : 685 /1000 – 'On the face of it, Apprentice doesn't break any 

barriers.  Indeed, it may well get lost in the wash of console-style 

games – a breed this definitely fits right into – by being a little too 

ordinary.  A fun game to play, but by no means and outstanding 

product.'

AA : 67% - 'Apprentice could have been a really good platform romp.  

Unfortunately, due to some blocky graphics and some basic use of 

colour, it looks like a second-rate budget game.  This is a pity as 

below this dull exterior lurks a playable little game, and what it lacks 

in originality it certainly makes up for in length and addictivity. The 

addition of secret rooms and puzzles adds to its appeal, making it 

worth a swift look.'



This is exactly why I am doing this 
book, to find hidden gems such as 
this.  As a self confessed platform 
freak.  I really jelled with this Mario 
clone.  From the moment it booted 
up and the great Chris Hülsbeck
music kicked in (yes him again), I 
was won over.  This game is a bit 
like Mario but with you picking up 
or kicking crates instead to kill the 
baddies.  The crates are also used 
as simple puzzle solving...such as 
chucking it in the water to get 
across a river etc.  All in all, a 
great little gem of a game.  It's big 
as well and chock full of secrets 
and hidden worlds to find.  If like 
me you love platform games, then 
look past the dull graphics and 
give this game a go.



Approach Trainer (1995) 
£29.99 Extender
[ 6 /10 – Good 
Commercial 
Sim, If its your thing.]

If you are a plane junkie 
and the idea of landing a 
commercial jet is a wet 
dream to you, then this 
game is for you. It all 
looks extremely realistic, 
and therefore you really 
need to spend hours 
pouring over the flight 
manual before even 
booting the game up.  
Incidentally, pressing 
random keys, causes 
sirens to go and plane to 
crash :-)



£29.99 Addictive Games / Dev: 
Fissionchip Software
[  8/10 – A thoroughly 
entertaining, imaginative 
game]

CU : 83% - 'there's more 
than enough in the way of 
idiosyncrasy – bizzare-
looking sprites and unusual 
puzzles – for many hours of 
satisfying gameplay. The 
game looks lovely, too,  The 
only thing which really lets it 
down is its rather mundane 
soundtrack.‘

ACE : 746 / 1000 – 'an 
entertaining, pretty and 
absorbing game, certainly 
better than the Kristal‘

AC : 75% - 'By far the best 
feature of the game is the 
sound.  A palpable sense of 
atmosphere is created.  The 
effects of bubbles rising 
through the depths is a nice 
touch.  Overall, although 
Aquanaut is not dangerously 
persuasive, there is a lot to 
to it and it should survive at 
least until you have saved 
up enough to buy another 
title.'



A pulp Sci-Fi tale, where you play a secret agent who must destroy aliens 
who have taken refuge at the bottom of the sea. The game has three 
sections to it, which you can choose to play at the start.  Section one has 
you scuba dive your way through the ocean, taking on mutant sharks.  It 
all looks gorgeous, especially how everything is animated.  Section two, 
has pulled through a worm hole and into an underwater, maze like cave.  
Finally it off to section three which is a dry land romp, being a mixture of 
standard run-'n'-gun and Dizzy like adventure.  I have a lot of love for this 
game, adoring the look of it and little touches, like unique and humorous 
death screen, describing how you kicked the bucket. It has it's fault, your 
movement is a little unresponsive, being the main one.  But it all plays 
with such charm, and put together with such love, that it's easy to look 
past all its faults and love this forgotten gem of a game.



The Aquatic Games  
– Starring James Pond  
and the Aquabats (1992) 
£25.99 Millenium / 
Dev: Vectordean
[8/10 – Great multi-player game]

AF : 86% - '...so yes, as highly 
recommended as Robocod did 
in Amiga Formats December 
Issue last year, but for 
completely different reasons.  
If you are a sociable type of 
person who likes to play 
games with your friends, then 
you really shouldn't miss out 
on the chance to try test your 
sk-gills with James and 
friends.'

O : 84% - 'Some debate here 
at The One over this game.  
Opinions vary – some say that 
the game is too simple, others 
that it holds together nicely in 
a well- balanced, fun package.  
Fortunately I belong to the 
latter camp and although some 
of the events are no more than 
the 
Waggl-O-Mania game we gave 
away a few months back, I 
think that Aquatic Games has 
enough humour and nice 
touches to warrant a purchase 
by all but the most 
sophisticated gamers.'



AC : 80% - 'I liked Aquatic Games a lot – graphically they're sound and 
the FX are quite amusing in places.  It's a nice change from run-of-the-
mill sports games.  I also thought the practice options were a hell a lot 
better than normal.  Instead of the usual one practice mode there are 
three different levels, so if you're a real slowy like me you can go on the 
thicky level first.  Well thought out and good fun.'

AA : 72% - 'Sadly this product doesn't live up to the James Pond name.  
Playability-wise, it isn't for the experienced gamer but youngsters may 
enjoy the title a lot more.  As for someone like myself, things are 
perhaps just a little easy.  I'd suggest it's a definite one to try out before 
handing over your hard-earned cash.‘

CU : 67% - 'I really wanted to like Aquatics as Robocod ranks as one of 
the best platformers I have played.  Sadly, though, this undersea 
exercise program just doesn't cut the mustard and sadly wastes the  
character's potential.'

AP : 60% - 'It's the best joystick-waggler of this year's crop by quite a 
way.  It works reasonably well, and it's nice to pick up every now and 
again, but there's only about half a day's entertainment (three-quarters if 
you've got your 
mates round) in this at best.'

Me and my mates loved this game back in the day, with it being a great 
party game to play as everyone tried to out-do one another.  The game 
is a Track and Field style Olympics game, but with all the events having 
a suitably fishy theme.  Be warned though, like most games of this type, 
it is designed to destroy many a good joystick.    The game is a major 
departure of the typical James Pond style game, and many may rightly 
accuse game using the James Pond name
merely as a cash in.  I think this would 

be unfair as the game stands well on 

its too feet, and although many of the 

events seem simple, that is exactly 

what is required in a party game such 

as this.  Incidentally this is a Steve Bak

only game, with Chris Sorrell (creator 

of James Pond, taking a back seat on 

this one.)  All in all a fun, well done 

party game.  
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Incidentally Steve Bak is a UK  coding 
God, having been Initially a miner for 16 
years, he switched to computers aged 31 
after a mining accident cost him the tip of 
his finger.  With programming he really 
excelled, starting on the Acorn Atom and 
publishing games for Micro-Gen.  It was 
on the Dragon 32 machine he really 
began to his stride, single handedly
keeping the system a live with his series 
of well received Cuthbert games.  But it 
was on the Atari-ST where Steve really 
showed his God like status, by proving 
that the ST could do vertical scrolling with 
the game Gold Runner (when at the time 
it was thought impossible).  He then 
equally proved that horizontal scrolling 
was possible as well with Return to 
Genesis.  Thankfully Steve then switched 
on to the Amiga and teaming up with Chris 
Sorrell on the creation of the James pond 
games. 



The Aquaventura (1992) 
£25.99 Psygnosis
[ 5/10 – Simple, dull, 
underwater blaster]

O : 75% - 'The big black mark 
against Aquaventura is that 
Graftfold's Simulcra did this sort 
of thing much better and a lot 
faster two years ago on the 
MicroStyle label so if the concept 
of Aquaventura appeals then 
you'd be much better scouring 
the bargain bins for that instead.‘

AF : 60% - 'things just get more 
and more samey since the only 
real difference between levels is 
the amount that needs to be 
done for their completion.  
Ultimately there isn't much 
incentive to complete the game 
once you've died on level nine 
and have to start again from the 
beginning.‘

AA : 70% - 'Buck's fizz and vigour is not apparent but instead, slow 

action and minimal graphical effects sink Aqua into the depths of 

disappointment.  There is a certain attraction of having the freedom to 

hunt down what you want, but it diminishes, leaving a product four 

years behind all the other games currently available.  Aqua is not going 

to do Psygnos is great reputation any justice.'

CU 60% - 'the game might give satisfaction to younger players who 

wont notice that there's no depth to it.  Once the purchases has played 

the game for an evening and glimpsed the true nature of the beast, 

though, they'll realise that it is, like the end-of-level snake, just a load of 

balls.'



AC : 51% - 'Given the amount of time this game has been in 

production, it's ridiculously weak.  On my fifth go, I reached level four 

– that's half-way through the game, fact fans – and was getting fairly 

sick of playing the same game level over and over.  And you would be, 

especially after paying full price for it.  Watch this sink without a trace.  

Very poor indeed.'

AP : 38% - 'As an ambient relaxation tool this does okay.  As a game it 

gets dull by the sixth play.  If it is ambience and relaxation you're after, 

try fitting a coloured light bulb.'

In true Psygnosis fashion, this 
has a great opening intro, 
followed by not a lot of game.  In 
Aquaventura you basically must 
fly underwater and blast 
everything in site... which is fine, 
but it is all rather sedate and a 
little dull.  Taking 4 years to make 
this game falls sadly in the 
average category.  It all runs 
smoothly enough and initially it is 
great fun...The main gripe though 
is there simply isn't enough 
variety to excitement to win you 
over.  Worth a play, (even if its 
just for the intro) just don't expect 
to be still playing the game 
tomorrow.







Arabian Nights (1993) 
£25.99 Krisalis
[ 9/10 – A top Amiga 
Platformer]

O : 90% - 'this is a 
superb game which will 
definitely take some 
cracking'

AFC : 85% - 'plays well, 
due to the thoughtful 
design of the levels and 
the flexibility of control –
you sometimes need to 
crouch and slide under 
low platforms, or climb up 
and down ropes.  It's by 
no means a masterpiece, 
but a good game that'll 
give you plenty of fun-
filled nights.‘

AP : 83% - 'It's cute, fast, 
difficult enough, 
frustrating and yet 
completely addictive.  
Never before has death 
been so easy to get over.  
And it is sooo sweet.  If 
cute makes you puke –
stay away, and if dying 
too often depresses you'

CU : 86% - 'An above 
average platform romp, 
but lacking in long term 
challenge.'



AA : 82% - 'A fine example of a slickly programmed attractive platform 

puzzler.  Arabian Nights wont set the world alight but it's still neat, crisp 

and competent.  My main grip is the difficulty level which is too easy and  

although the puzzles are a pleasure to solve, they're ultimately very 

basic.  Even so, this will satisfy many and is a step forward for Krisalis' 

Amiga games reputation.  And it's all to the soundtrack of some funky 

Middle Eastern tunes, too!‘

AF : 80% - 'Much of the gameplay seems familiar but as a  mixture of 

different ideas and style this works really well.  There is plenty of 

atmosphere, built up by the music and effects, which make the game 

pretty addictive.'

Being a wonderful mix of a Mario style 
platformer and a Dizzy game (where 
you solve simple puzzles), there is 
simply loads of charm with this game.  
It all looks gorgeous as well with lots of 
character to all the sprites as you make 
your way around the levels.  The sound 
is by Matt Furniss is also spot on 
adding to the game considerably.  All in 
all there is a lot to love about this top 
game, and so I heartily recommend you 
give this game some time







Arachnophobia (1991) 
£25.99 Titus Software / Dev: 
BlueSky Software
[ 5/10 – Spider hunting, let 
down by dodgy controls]

Not being particularly fond of 
our 8-legged chums, I gave, 
both the game and the Disney 
film that its based upon a wide 
berth on its release.  But I am 
a big brave boy now (honest), 
so here it goes.  What we have 
here is a basic arcade shooter, 
going into peoples houses and 
killing all the spiders, before 
moving on to the next.  Its all 
rather basic fun and only let 
down by the controls not 
always being as responsive as 
one would like.



Arazok's Tomb (1987) 
£??.?? Aegis
[ 4/10 – Text adventure 
game with nice graphics]

This is a traditional text 
adventure with 
impressive graphics.  
Sadly the adventure is 
pretty poor and the paser
used is pretty weak.  Not 
a travesty but there are 
many better examples 
out there in the genre. 



Arcade Fruit Machine (1992) 
£6.99 Zeppelin Games
[ 4/10 – Average Fruit 
Machine Simulator]

Another budget fruit machine 
simulator, this does the job, 
and incidentally has great 
intro music.  But 
it may be the nostalgia 
talking, 
but I much prefer 
Codemasters Advanced fruit 
machine to this.  Overall I 
found this game a bit dull.



Arcade Pool (1994) 
£9.99 Team 17
[9/10 – Best Arcade style pool 
game I have ever played]

AF : 94% - 'so good it could 
have been called Sensible 
Pool.  If there's a more 
playable new game released 
in '94 for under a tenner then 
I'll , I'll, I'll go to the pub. Buy 
it.

CU : 82% - 'a big thumbs-up 
for this groovy budget offering 
and a warm round of applause 
for Team 17 for not ripping-off 
the kids.  Let's huddle 
together and bond shall we.‘

AV : 80% - 'It doesn't quite 
deserve the platinum award, 
but for snooker and pool fans 
this is a must.  Purists will 
obviously still love Jimmy 
White's Whirlwind Snooker 
and Archer Maclean's Pool, 
but Arcade Pool is a perfect 
compliment to both of these 
games.'

AP : 60% - 'The basic game 
engine's solid enough, though 
not as staggeringly slick as 
some are claiming.  But the 
algorithms (or whatever) 
behind the computer players 
are utterly unconvincing.  And 
the 'Arcade' tag is no excuse 
for that.'



I love overhead pool games, finding them far more accessible and fun to 
play.  Of all the ones I have played (on any system) this is definitely my 
favourite, with it having great controls and a real feeling of weight behind 
all the balls.  This game also has loads of different options from UK 8-Ball, 
US 9-Ball,  Survivor (or Killer - pot any ball each go else lose one of three 
lives), US 8/15 Ball (pot in order of American numbered balls), Custom 8-
Ball (allowing you to tweak the rules), 9-Ball challenge (9-Ball but scored 
on performance), Trickshot and Speed Pool (Against the clock).  So there 
is loads to keep you going here for ages.  In fact the only variant it doesn't 
do is Snooker...and that was given away as Arcade Snooker on CU 
Amigas July 1995 magazine.  Of course its all better with other players, 
with some of the computer players, frustrating at times, like all games like 
this.  But overall this is solid, fun and chock full, of stacks of options. The 
CD32 version even had sound recordings of being down the pub.  You 
know I miss the days when Team 17 used to come out with games other 
games thanWorms (sigh).





Archer Maclean's Pool (1992) 
£25.99 Virgin Games
[9/10 – Best Pool game on 
the Amiga]

AA : 91% - 'There are 
definitely enough new 
features in Pool to warrant 
another purchase, 
especially if you are one of 
the few who didn't buy the 
original.  I believe this game 
is an improvement on 
Jimmy White's which 
probably stems from the 
fact that pool is a more 
accessible game than 
snooker.  The high 
standards of graphics 
remain – Archer Maclean 
has spent the time well.'



O : 90% - 'Those who really got into Jimmy White's may find Pool too 

limited for their tastes but, on the other hand, if you found Snooker just a 

little too daunting to really get into, Pool is undoubtedly the game for you.  

If forced to make a choice, my own personal preference would be Pool,  if 

only because it's a lot more fun than Snooker, period.  And I get the 

feeling that over the next couple of months, the game's inevitable chart 

success will prove that a lot of people feel the same way.'

AF : 89% - 'So instead of going down the pub one evening when it's 

pouring with rain, get some beer and a few mates and spend the evening 

playing this.  You're guaranteed a great game, and you won't have 

arguments about who's providing the 20-pence pieces...‘

CU : 88% - 'To all intents and purposes, Pool is almost identical to 

Whirlwind Snooker, which is why I can only recommend this to you if you 

(a) don't have the previous title or (b) loved the first one so much you 

want more of the same.'

AC : 88% - 'its a bit of a scorcher to while away those long winter nights.  

So get that cue out, chalk it up or do whatever you normally do to it, and 

prepare to shoot some pool.'

AP : 82% - 'if you are new to the Amiga, or so crap at knowing a good 

game when you see one that you don't have a copy of Whirlwind Snooker, 

then this is undoubtedly the better of the two to invest a few bob in (if only 

because Pool is essentially a better and more exciting game than 

Snooker), but for everyone else, and that has to be the vast majority, this 

is an unnecessary luxury, and there's precious few of us can afford those 

these days.' 



Coding genius, Archer Maclean, was already a house hold name legend 
in 1992, having produced such gems as IK, IK+ and Dropzone and of 
course Jimmy Whites Whirlwind Snooker.  This is essentially the latter 
game but now playing Pool instead of Snooker. Consequently its a great 
game, made even better for most, as people tend to find Pool much more 
accessible than Snooker. All in all, probably the best computer pool game 
that has ever been released... with all subsequent titles, really being this 
but with better graphics.



Archipelagos (1989) 
£24.99 Logotron / 
Dev: Astral Software
[7/10 – I Know many who love
this, I just don't get the game
myself. ]

ACE : 910 / 1000 – 'A fantastic 
game which blows away the 
cobwebs of traditional games 
playing.'

ZZ : 90% - 'One of those games 
that you can't get into quickly 
but once you've experienced it 
you just don't want to let go.  
The strange nature of the game 
and the totally hypnotic 
accompanying music creates a 
totally weird and immensely 
convincing atmosphere which 
(in my opinion at least) beats 
The Sentinel hands down.  Just 
start the game and listen to 
hear what I mean.  Gameplay is 
significantly better with 
considerable variety in the foes 
lurking on the islands, a better 
sense of progress, a better 
feeling of achievement and at 
last true incentive to progress. 
Great stuff.'

CUR : 79% - 'game doesn't live up to expectations.  Don't get me wrong, 

I'm not slagging it, it's good, and worth trying out, it's just not what it could 

have been.'

CVG : 77% - 'A nicely polished game, with lovely graphics, atmospheric 

music and a very good instruction manual, but gameplay, which on 

occasion is a little tedious, lets the side down somewhat.'

AP : 80% - [R] 'An involving and rather charming game which well 

deserves it's excellent reputation. Get it now.'



In all honesty I never really got the hang of this game (still haven't a clue), 
but then I could never make head nor tail over its prequel the Sentinel 
either.  I know loads who adore this game and I am sure if all the 
destroying rocks, and what I am supposed to do, made some sense to me 
I would like this (yes I have read the manual and still haven't a Scooby –
yes I am that thick)  I shall give the game 7 as I know many Who love it 
and get it (but for me really my mark actually is ??WTF??).







Archon (1985) 
£24.95 Electronic Arts / 
Dev: Free Fall Associates
[7/10 – Interesting variant on 
Chess, with bells on. ]

Interesting variant of chess and 
a game well worth investing the 
time to learn to play.  Like 
chess though you will really 
have to put the effort to learn 
the game.  So if you love things 
like chess, fancy a new 
challenge and want to play a 
great strategy game then give 
this a go.

*Note the game will only work 
on an Amiga 1000 unless you 
get the Archon Collection or a 
version that has the fix for 
A500.





Archon 2 : Adept (1988) 
£24.95 Electronic Arts / Dev: 
Free Fall Associates
[5/10 – Impressive sequel but 
not as much fun]

Interesting new strategy game, 
this time based on the four 
elements.  Kudos to Free Fall 
Associates for coming up with a 
new strategy game rather than 
prettify the original.  The game 
isn't as good at the original but a 
nice new challenge anyway. 







Artic Fox (1986) 
£24.95 Electronic Arts /
Dev: Dynamix

[5/10 – One of the oldest 
games on the Amiga]

One of the oldest games on the 
Amiga.  Amazing in its day, but 
today it comes across as slow 
juddering Battlezone clone. Not 
terrible, just been superseded by 
more recent games. 







Arena (1985) 
£24.95 Electronic Arts / Dev: 
Dynamix
[1/10 – Early Psygnosis game ]

A very early Psygnosis game 
based on the Olympics.  It looks 
nice and has quite a bit of 
humour, but plays as well as 
dead badger. 







Arena 2000 (1992) 
£24.95 Data Becker
[1/10 – Weird action puzzler. 
Not worth your time

Run and press the 
outside buttons to make 
key blocks to be used 
on the coloured tiles.  
Waste of time really. 



Argonaut (1992) 
£??.?? Mikev Designs
[5/10 – Competent, if average 
blaster.

Seems to be a slightly earlier, 
less polished version of 
Galactic Warrior Rats with 
different graphics.  A basic, 
Alien Breed-like shooter. If 
you like the GW Rats game 
then you will like this as well.



Arkanoid (1987) 
£24.95 Discovery Software
[9/10 – Great port, incredibly 
playable bat 'n ball game]

AC : 75% - 'When all is said and 
done this is still, Breakout, but 
that does not detract from its 
being a very playable game.‘

CVG: 31/40 – 'If you're lucky 
enough to have and Amiga,  this 
should be near the top of your 
list.'



This is by far the best port of the arcade game I have played.  Not only 
that, but the fact that its on a mouse and that the speed of the control 
has been tweaked to perfection, means that in all honesty its even 
better than the arcade emulation of the game.  So if you love bat 'n' ball 
games, then give this game a go.  An early Amiga classic.









Arkanoid – The Revenge of 
Doh (1988) 
(A.K.A. Arkanoid 2)
£19.95 Imagine
[6/10 – An OK port, but the 
first game is far superior]

AC : 72% - 'What the heck, 
it's still a good game.  And 
so it should be – it was 
converted from the  Taito 
coin-op by Peter Johnson an 
old hand at conversions.'

CU : 73% - [R] 'Arkanoid II is 
playable and fairly 
entertaining but nonetheless 
dates.'

I found this grossly inferior 
to the original game.  The 
graphics are a little dark and 
dull and the controls are 
ever so slightly sticky, 
making it a much more 
frustrating game.



Armada (1989) 
£29.99 Arc Developments / 
Dev : Turcan Research 
Systems
[6/10 – good real-time 
historical battle simulator]

AF : 82% - 'Unless you 
spend a lot of time with this 
game, you're not going to get 
the best from it.  Work needs 
to be put in during the game 
and unless you're a real 
wargame fan you're best 
looking for  something else.  
If you are a wargamer
though, you'll enjoy the 
chance to fight a decent sea 
battle and it's well worth 
taking a look at for that 
reason.  It's not as good as 
the earlier game Borodino, 
but it's a nice change and 
certainly no disappointment.‘

CU : 81% - 'Armada is more 
a new scenario than a new 
game system.  Definitely 
release of the month for 
people who have 
experienced and enjoyed its 
predecessor.'



Dr. Peter Turcan, released a 
number of well received strategy 
games.  They all used the same 
game engine, which was a very 
flexible one at that,  offering  
scenarios from the Napoleonic 
wars, through to this the sea battles 
between the English and the 
Spanish in Elizabethan England.  
One of the key draws of these 
games was that it was all in real 
time in 3D and could even be only 
from the point of view of the 
commander.  Todays gamers may 
find the open text parser to give the 
orders as cumbersome, but back 
then it really made you feel like a 
commander of the time.  All in all 
this is the kind of game where it will 
take days of pouring  over the 
manuals and then days of learning 
how to play it well.  But put the 
effort in and there is some real 
enjoyment here.  Its nice to see that 
Dr. Turcan (a PhD in Computer 
Science) is still creating games for 
Microsoft in the US and has worked 
on such hits as Jetpac : Refuelled, 
Eets : 
Chowdown
and Hexic 2.





The Armageddon Man (1988) 
£24.95 Martech
[5/10 – Simple Strategy 
game. ]

CUSR : 8 /10 - 'A game like 
this stands or falls on it's 
gameplay, and there isn't 
enough to let this compete 
with a game like Balance of 
Power.  Still, if you're a fan 
of world crises, you should 
enjoy this, for a short while 
at least.'

GM : 54% - 'Its more luck 
than skill that's involved in 
making the right 
decision...[sic]...The 
graphics are a great 
improvement on the 8-bit 
versions, although some 
extras are a little irrelevant 
(such as the cat.) Shame 
the strategy is as 
unpredictable as the 8-bit 
game.'

Like a simplified version of Balance 
of Power game, not without it's 
charm.  I just wish there seemed 
more skill involved to do well in the 
game.





Armalyte – The Final Run (1991) 
£25.99 Thalamus / 
Dev: ARC Developments
[5/10 – Good port of the C64 
classic.]

AC : 88% - 'This game is a 
conversion from the c64 
original, and they have 
managed to maintain the 
standards that made that 
version so playable.  If you 
miss buying this you may well 
be laughed at by small 
children.'

AA : 80% - 'Being a massive 
fan of the original C64 
Armalyte, I was really looking 
forward to the Amiga 
conversion.  Unfortunately I 
must admit to being slightly 
disappointed.  This is no 
improvement over the 8-bit 
version and in terms of 
advancement, it offers us 16-
bit players nothing new in 
terms of gameplay or 
features..[sic].. Armalyte is still 
enjoyable, which will give the 
ardent shoot-'em-up fans a 
very hard time indeed.‘

CU: 70% - 'A solid but 
unremarkable shoot 'em up...'

AP : 58% - 'Sloppy and 
inadequate shoot-'em-up, but 
still appealing to die-hard fans 
of the genre.  Pretty, but not 
nearly good enough to 
compete with the best.'



AF : 51% - 'It is quite a struggle to get the ship to respond to 

the controls, so movement just doesn't feel right.  Armalyte's

programmers, Arc also wrote R-Type II, which is a much better 

game than this will ever be.'

GX : 2.5 / 5 - 'Graphically it isn't brilliant, but the scrolling is 

good enough and the dubious collision check actually 

improves it.  Unless you're the ultimate shoot-'em-up fiend, 

leave a wide berth.'

If you liked the C64 original then worth a play, but for others it's an 
mediocre, rock hard,  blaster.





Armour-Geddon (1991) 
£25.99 Psygnosis
[7/10 – A great arcade sim, 
that’s not aged well.]

ZZ : 94% - ‘Armour-Geddon is 
great fun to play and well worth 
a look even if, like me, you 
wouldn’t usually touch military 
sims with a long range missile!’

AP : 87% - ‘I can’t see Armour-
Geddon making anything like 
the impression of encouraging 
the level of devotion Carrier 
Command did (we’ve seen a bit 
much since then) but it’s an 
excellent game in a very similar 
genre nonetheless.’

AF : 85% - ‘Armour-Geddon is 
a well-structured six-mission 
multi-sim blast.  The game has 
to be studied thoroughly if the 
vehicles and abilities are to be 
fully exploited as both the sims
and the foes are unforgiving.  
The player who can build and 
drop the neutron bomb will 
have to be perfect; good just 
won’t cut it.  Armour-Geddon
though, lacks the initial focus 
needed to pull players through 
this very necessary learning 
curve naturally.  These skills 
alone however, once mastered, 
allow you to discover a tough, 
mixed genre, game.’



CU : 81% - ‘the 3D graphics barely cut it. Psygnosis’ three-dee
generator certainly doesn’t compete with the likes of Digital Image 
Design (F-29 Retaliator) or Realtime Games (Battle Command)..[sic].. A 
melt-down mix of sim and shoot ‘em up action.’

A clever strategy sim, that lets you take control of lots of different crafts.  
It can all be very daunting, the first time you play it but as you put the 
effort in it will all begin to gel.  A tough, But rewarding classic title. That 
has admittedly not aged particularly well.









Armour-Geddon 2 : Codename 
Hellfire (1993) 
£25.99 Psygnosis
[8/10 – A great sequel that 
improves over the original]

AF : 87% - ‘The balance 
between shoot ‘em up action, 
strategic manoeuvres and the 
economics of inventions is 
superb, making it an all-round 
game that has something for 
everybody.  “A bit like juggling 
plates, only fun.’

CU : 80% - ‘Challenging, in the 
sense of very hard work at 
times but also good fun.  It 
could take you a very long time 
to get even near completing this 
classic sim / strategy 
combination.’



AC : 71% - ‘Psygnosis have come on a long way since Armour-geddon.  
While Codename Hellfire resembles the original Armour-geddon
graphically, the similarities end there.  Perhaps the largest improvement 
is the mission generator, in the original, your craft had one overriding 
objective, find the atom bomb (a must at kiddies parties).  Now the 
campaign is staged through a variety of missions, with each mission 
having objectives which collectively meet the overall criteria for victory.  
The conflict has left munitions and raw materials at a minimum, so a 
mission asking for the capture of a refinery or manufacturing plant will 
have very positive effects on the war effort.  We could compare aspects 
of Armour-geddon 2 with its older brother all day, but how does it stand 
up in the face of other releases?  The answer is pretty well,  Armour-
geddon 2 is a large title with many aspects to it, if you’re hungry enough 
for it.  It’s not the type of title you can just pick up and go for a trundle 
around in, because you won’t last two minutes.  If you’re to be 
successful then you need to plan tactics, while thinking ahead about 
what equipment to research and develop.  It’s this aspect that puts 
Armour-geddon ahead 

AP : 57% - ‘Being complex and tactical, it’s sort of Carrier Command for 
the 90’s complete with flash graphics and loads of great vehicles.  
Unfortunately it’s difficult to get into and even harder to stick with.’

An Impressive sequel, that is more impressive in every way to the first 
one.  It is still a really tough game and definitely one that you have to 
invest lots of time to get anywhere.  So if you were a fan of Carrier 
Command and games of that ilk and have lots of free time on your 
hands, then there is definitely some fun to be had here.



Army Moves (1988) 
£14.95 Imagine / 
Dev: Dinamic Software
[2/10 – Impossibly tough, poor 
conversion, poor game]

CUSR : 4 /10 - ‘ultimately a  
terminally boring game.’

O : 36% - ‘extremely difficult and 
frustrating…[sic]…Masochists are 
amply catered for here.  The more 
discerning games players are 
advised to steer clear.’

GM : 32% - ‘Poor graphics and 
sound combined with incredibly 
tough gameplay make Army 
Moves a below average shoot ‘em
up.’

Poor 8-bit game that has 
been converted and made 
even worse, by being much 
tougher to play.  Music is 
catchy though.



Arnie (1992) 
£7.99 Zeppelin Games /
Dev: Realms of Fantasy
[4/10 – Basic run ‘n’ gun that’s 
Pretty poort really.]

AF : 44% - ‘all been seen before. 
Many, many times before, And 
much better too.  There isn’t 
anything that should make you 
play Arnie’

Another poor 8-Bit game converted 
to the Amiga and sold for more 
money.  Essentially Green Beret 
like run ‘n’ gun but allowing you to 
choose your warrior, with very 
similar names to top action heroes 
of the time.  Even on budget it 
wasn’t worth your time.  There is a 
certain basic charm to it all, which 
you may enjoy. Not worth your time 
really, still it entertained me for a 
couple of minutes.



Arnie 2 (1993) 
£7.99 Zeppelin Games 
[1/10 – unplayable pap, far 
worse than the original]

Oh dear,  whilst the first Arnie 
game was a mediocre, but 
simple run ‘n’ gun, its sequel 
is an isometric mess of a 
game.  The issues are many 
and numerous, but top of the 
list is the shoddy controls and 
poor collision detection. 

Of course that not including 

the shoddy graphics that 

looks like its been drawn by a 

particularly unartistic , blind 

badger.

Avoid.!!



The Art of Chess (1987) 
£24.95 SPA
[5/10 – A competent 
chess game]

ACE: 702 /1000 - ‘has 
some very attractive 
features which make it well 
worth a look, but sadly it is 
let down by a lack of 
attention to the details of 
display.’ 

Basic chess game, not as good as Chessmaster.  Came free on the 

famous Tenstar pack bundle.





The Art of Go (1987) 
£24.95 A-Squared Distributions
[5/10 – A competent version of 
the board game Go]

Erm it’s the board game 

Go….zzzzZZZZZ…snort..ehh..

what?…oh it’s you…ok…it 

Go..you want more?...Erm it 

plays alright I guess…but 

nothing special….can I go 

back to sleep now?



Arthur – Quest for Excalibur (1989) 
£29.99 Infocom
[8/10 – Great text adventure, 
maybe a little short]

ZZ : 94% - ‘great puzzles, some attractive graphics and a superb 

vocabulary and parser, plus the odd touch of humour, Arthur has all the 

ingredients to make a first-class adventure.  A must for all fans.’

GM : 92% - ‘another cracking Infocom adventure.  Clever design, 

excellent parser and wonderful text make the adventure thoroughly 

enjoyable.  Grab yourself a cup of cocoa and spoil yourself.’

CVG : 91% - ‘One of the best text-only adventures yet released –

definitely one for traditional adventure fans to watch out for.’



AC : 83% - ‘highly polished example of the state of the art in 

adventures.  Yet unless one is very careful with the hints, it can 

be over far too quickly.’

CU : 83% - ‘Written by Bob Bates, author of Sherlock: The 

Riddle Of The Crown Jewels, Arthur is an original story in its 

own right, very loosely based on the legend.  The game itself is 

another example of the highly professional products we have 

come to expect from the world’s masters of adventure.’

I love text adventures, finding it gives a much deeper sense of 

immersion than the graphical point and click. I thoroughly enjoyed 

this finding it well written, nice graphically and a good story.  A good 

introduction in to the world of test adventure games.’







Artura (1989) 
£19.99 Gremlin Graphics
[1/10 – Truly dire arcade 
adventure game]

AP : 30% - [R] ‘I don’t 

think it would be too 

unfair to label Atura as, 

well, a bit of a 

steaming great pile of 

an arcade adventure 

really.’

Oh dear, a truly terrible 

game, even bad on the 8 

bit machines.  A total 

mess and a blot on 

Gremlins good name.





Ashes of Empire (1989) 
£34.99 Mirage / Dev: Midnight
[7/10 – Impressive scope, let 
down by repetitive gameplay.  
Midwinter 3 in all but name.]

AA : 93% - ‘it’s gigantic, there 

are plenty of different things to 

involve yourself with and it’s the 

most innovative adventure style 

gam I’ve played in ages.’

AC : 93% - ‘Fans of Midwinter 

will be addicted for months on 

end.’

AF : 85% - ‘the attractive 

presentation and comfortable 

interface cannot disguise the 

lack of depth in the gameplay 

itself.  While the background is 

vastly  expanded on the 

excellent Manual, the actual in-

game options seem to remain 

limited to talking to the right 

people in the right places at the 

right time and (al)locating 

resources upon demand.  

Encounters remain abstract and 

somewhat superficial.  The 

subtleties of higher diplomacy 

will be missed by veteran 

strategists spoilt by the Koei 

range or by Balance of Power.’



AF : 81% - ‘There is so much to see and do in Ashes of Empire that 

it’s hard not to be impressed.  If you cut your teeth on Midwinter, then 

this is your next logical step.  Personally I think that Ashes far 

outstrips Maelstrom’s previous games in terms of game task and 

content, but I can’t help feeling that a revised appearance for the 3D 

scenes would have made it even better.  As good as the 3D sections 

are, it tends to weaken the excellent overall strategy bent – as does 

the character interaction sequences.  However, despite these weak 

links.  Ashes of Empire is another deserved hit for Mike Singleton’s 

Maelstrom and an excellent release from newcomers Mirage.’

AP : 80% - ‘Even though Ashes is a complicated game, it’s 

surprisingly easy to get to grips with it.  There’s plenty of gripping 

gameplay waiting to be discovered, but there’s also a nagging feeling 

that it’s not quite as much fun as it should be.’



O : 80% - ‘Everyone knows that Mike Singleton games are enormous.  

Indeed, it no longer seems to be a problem for Mike to make his 

games impressive.  It seems more of a task for him to break down the 

awesome strategic under-taking of playing one of his games into 

chunks which your average gameplayer can manage.  So, being 

possibly the most “epic” of his games yet, Ashes has presented him, 

one would expect, with his biggest problem.  And in places it shows.   

Such work has gone into making all the complex stats and cause & 

effect game logic seem accessible, that occasionally Ashes feels very 

much like two distinctly different games.  On the one hand, when the 

player is consulting his Commodities screen and scouring the 

landscape for important characters on the rather frightening 

landscape, it feels like a really big, tough strategy game.  But, on the 

other, when the player is clicking through his hit/plead/trick/hypnotise 

icons in order to win over a particular character, the game feels like 

the most basic adventures.  But for all this Ashes of Empire is a truly 

impressive game, filled with all the elements that one always 

associates with great software.  Fans of  Mike’s other work will no 

doubt jump at the chance of tackling his biggest, and probably most 

challenging game to date.  Likewise, anyone convinced that they 

have a better solution to the problems in Eastern Europe than our 

glorious leaders should give it serious consideration.’



Mike Singleton (pictured) was a veteran in the industry and his death in 

2012 is a great shame to the gaming world.  He is perhaps best known 

for him amazingly ambitious spectrum games such as Lords of Midnight, 

Doomdarks Revenge and War in Middle Earth.  He then continued his 

ambition across to the Amiga, ST and PC which such fondly 

remembered gems as Midwinter, Midwinter 2 : The Flames of Freedom 

and Starlord. In some ways though this is perhaps his most ambitious 

game, and in many ways Midwinter 3 in all but name. The concept is 

compelling as well, having you acting as a political leader, trying to bring 

stability to Eastern Europe after the collapse of communism. Yet playing 

it, I felt there was something missing, with you essentially doing repeated 

tasks again and again for each province, a process you can soon tire of.  

Still if you are a fan of MidWinter or any of Mike’s other games then this 

is well worth investing your time into. (please note that tracking down the 

manual is a definite must, to get the most from this game.)







Assassin (1992) 
£25.99 Team 17 / 
Dev: Psionic Systems
[6/10 – A poor Strider clone, 
polished but lacking good 
playability.]

O : 92% - ‘I’ve racked my brains 

to think of some serious adverse 

criticism to make of Assassin 

but, despite a mild grumble 

about occasionally empty-

looking backgrounds, I can’t 

think of any.  To put simply, 

Assassin is yet another Team 17 

masterpiece. Is there no genre 

that Team 17 can’t come out top 

in. If they Don’t stop now 

everybody else in the software 

industry might as well give up 

and go home.’

AA : 91% - ‘What sets it apart 

from the rest is the effortless 

control you have over the main 

character and the bewildering 

array of atmospheric graphics 

and aurals.  Combine all this 

with the fine difficulty curve (a 

huge problem with Project-X) 

and a technical achievements 

list as long as your arm, and 

you’re looking at another slick 

Amiga arcade game which 

shouldn’t be overlooked.’



AP : 89% - ‘Here you have a game not far off perfect.  This is a 

contender with class – the trouble is that When the game reaches this 

kind of standard it has no competition.  Assassin has effortlessly climbed 

and somersaulted to the top of the heap.’

CU : 89% - ‘An excellent action packed arcade romp.’

AF : 85% - ‘Few people are going to see all of the 1,500 screens which 

make up the game, which is a shame since the artwork and sound are 

excellent throughout.  Several hours of fascinated play time with 

Assassin leaves you saying to Team 17 ‘Come on guys, we’re only 

human!’  Then again hidden delights are scattered all over, which help 

you on your way so the game becomes easier, an more enjoyable, with 

time..[sic]..A very hard game to play, but at least you are getting your 

moneys worth.’

AC : 85% - ‘top notch graphics, nice FX, difficulty setting and a choice of 

how many lives to begin with.  It’s an extremely appealing product 

nevertheless and should make fans of arcade adventure-style shooty-

uppies very happy for a good while.’



Whilst I would be the first to admit this is an impressive and polished game,  

I never gelled with the game, both back in the day nor playing it now.  I just 

find too many annoyances such as unfair deaths.   It does improve with play 

as you give time over to the game though, and as you battle your way 

through there is much to see and do.  Still it’s probably best to play the 

budget Special Edition of it.







O : 92% - ‘the Team 17 gang have 

taken the chance to make the hero a 

bit more butch and give him a gun –

an Assassin : Bodie Edition, if you 

will.  Well, apart from the most 

obvious change, the rest of the game 

has been  tweaked substantially in 

several key areas.  Most noticeably, 

the previously-huge levels have been 

broken up into a series of smaller 

stages, which means you don’t have 

to restart from a far and distant point 

any more!  This is a major plus in this 

rereleases favour and it’s really good 

to see Team 17 obviously listen to 

the criticism their games receive.’

AF : 87% - ‘The sprite moves fluidly, 

jumping around in a similar fashion 

to a breakfast show fitness host and 

with three difficulty levels you can 

gradually take on a tougher 

challenge.  It’s not wildly 

sophisticated action but it is 

incredibly playable.’

AP : 79% - ‘It doesn’t seem like the 

classic it used to be and that’s a 

shame. 

There’s a great motto – if it aint

broke, don’t fix it.  In this instance 

Team 17 would have done well to 

heed it.’ 

Assassin – Special Edition (1994) 
£10.99 Team 17 / 
Dev: Psionic Systems
[9/10 – Plays totally different to 
original.  Fixes everything wrong, 
now it’s a brilliant, bona-fide 
classic]   



Out of all the things I love about the old Team 17 (not new) -and it’s a 

lot.  Was there willingness to listen to criticism and then fix everything in 

the budget release.  For this, they have done wonders making it more 

of a sequel than an update.  Everything playability-wise feels right now, 

and what felt clunky and wrong in the original has been replaced with 

perfection.  My only regret was that after feeling burned with my 

purchase of the full price game (back in the day)  I never looked at this 

budget release until years later.  So if you like the Strider games and 

like Switchblade 2 (and that ilk) then this is definitely one game to play.







ZZ : 90% - ‘An extremely 

challenging arcade adventure 

sporting incredibly detailed 

graphics.’

GM : 83% - ‘Astaroth is a tough 

and challenging collect/shoot-

’em-up that should be 

considered.’

CU : 71% - ‘a very dull game to 

play.  The element of exploration 

is there, but because of the very 

limited nature of the backdrops 

you never really feel you are 

getting anywhere..[sic]..short on 

graphics and short on variety.  I’d 

say this game is lacking a little, 

wouldn’t you?’

AF : 41% - ‘Astaroth is a jaded 

old game concept tarted up with 

graphics of a sensationalist 

nature to add some much needed 

interest.  Bit of a sheep in wolf’s 

clothing really.’

Astaroth – The Angel of Death (1989) 
£24.99 Hewson
[4/10 – A frustratingly 
difficult, old skool arcade 
adventure.  I liked the graphics
though.]   



The game involves you going into the underworld to destroy the evil 

she-devil Astaroth. As a huge fan of Pete Lyons artwork (Killing Game 

Show, The Godfather, Amnios and Airball (to name a few). I was really 

looking forward to seeing what he would do with such an interesting 

theme.  All in all graphically and certainly musically, its all very nice 

(especially when you consider it’s age). it’s just a shame that all the 

screens are so repetitive and the levels so dull and uninspired, that you 

will have given up and put it away in its gorgeous artwork box.





Astate: La Malédiction des 
Templiers (1990) 
£19.99 New Deal Productions / 
Dev: Calypso
[3/10 – Like Myst with no puzzles 
or interactivity]   

GM : 53% - ‘a fruitless wander 

around a few countryside screens.’ 

AA : 41% - ‘the game soon lost my 

attention and there is nothing there 

to warrant me going back to it.’

The game involves pointlessly wondering around a series of nicely 

drawn pictures to find a statue.  You have six control icons chosen 

by the right mouse that allows you to interact with the screen and err, 

that’s it.  All very French weird and dull. 





Asterix im Morganland (1987) 
£19.99 Cocktel Vision 
[2/10 – Poor use of a license]   

Even though an English 

version of the game doesn’t 

exist, I felt I had to include this, 

not because it’s a good game 

(it isn’t), but because as a fan 

of Asterix I  had to show both 

games done by Cocktel on the 

Amiga.  This was their first 

attempt.  Part interactive comic 

and Pac-man it is, all in all a 

pretty dire game and you can 

see why the game wasn’t 

translated back in the day.  A 

lazy game and A poor use of a 

license with great potential.



Asterix : Operation Getafix (1989) 
£19.99 Cocktel Vision / 
Dev: Nathan Programmes
[5/10 – very basic 
arcade Adventure.]   

CU : 72% - [R] ‘a fun game with 

cheerful colours and graphics.  

Unfortunately, the sounds are 

limited, the best part being the 

quirky intro music – is it 

supposed to be Galic?  

To be played with a cheeky grin 

and a school uniform.’

Z : 70% - [R] ‘..pity their game is 

so crap.  It’s all to do with 

collecting the ingredients for 

Getafix’s secret potion.  

Ingredients can be picked up 

from the wood or bought in the 

villafe.  To get extra money, 

Asterix (that’s you) can play dice 

with the Romans or the sooth 

sayer, but first he’s got to trick his 

way into the Roman camp.  

Sounds good, dunnit?  But it 

doesn’t really hang together, and 

there’s not enough screens.  So 

if you like Asterix, buy the books 

they’re cheaper.’



As a big fan of the Asterix comics, I was looking forward to seeing what 

the Amiga could do with my 2nd favourite Gallic chum (my first has to be 

Obellix).  The game graphically is great, really well drawn and animated, 

perfectly capturing the look of the comics.  It’s a shame therefore that 

the developers forgot to include a game, with this being little more than 

a few screens and very simple puzzles… A crying shame.





Atax (1988) 
£14.95 Eclipse Software 
Design / Dev: Ramware
[2/10 – Terrible shooter, really 
amateurish]   

AUI : 4/10 - ‘Everything is so 

puny in this game!  Your ship 

is minute, your lasers are 

nothing but dots and the aliens 

rate as some of the weediest 

ever seen!.’

To be released in 1988 on the Amiga, with such poor graphics and an 

amateurish look is unforgiveable really.  A dire shooter through and 

through.







A.T.F. 2 - Advanced Tactical Fighter 2 (1990) 
£24.99 Digital Integration / 
Dev: Swift & Bezan

AA : 76% - ‘mixes elements of 

both shoot ‘em ups and flight 

simulators..[sic]..most people 

should get some enjoyment out 

of ATF II.  The controls are 

user-friendly and simple 

enough to get to grips with, 

whilst the graphics are of 

reasonable quality.  Sound 

tends to let the game down 

being little more than spot 

effects.’

AF : 74% - ‘It’s enjoyable for 

the first few games.  Your 

interest will still wane though. 

But it if you enjoyed Space 

Harrier, forget it if F-16 was 

your bag.’

ZZ : 46% - ‘The old ATF did 

well on the Speccy, combining 

nice fast graphics with a 

modicum of strategy and sim

details, but it is hardly a £25 

product.  The 3D is 

unimpressive with minimal 

variety..[sic]..A dated cross 

between a sim and a shoot-

’em-up that doesn’t quite come 

off due to limited gameplay.’

[6/10 – Action and Sim

game, that seems to leave 

both gamer camps left 

feeling short changed.]   



I was a huge fan of the first ATF game on the Spectrum and this is 

essentially the same game as that, but with nicer graphics.  The problem 

is, that whilst on the humble Spekky the gameplay had seem so polished 

and impressive, on the Amiga it felt positively out dated.  Digital 

Integrations more serious sim efforts F-16 Combat Pilot and Tornado are 

far more worth your time. Incidentally the game was called Air Strike in 

the US.





Atomic Robo-kid (1990) 
£24.99 Activision / Dev: 
Software Studios

CU : 86% - ‘This comes 

as recommended as a 

great source of mindless 

fun with a few surprises 

thrown in, but to be 

honest I think I’d buy any 

game with a title like 

Atomic Robokid.’ 

Z : 85% - ‘good, 

straightforward, value-

for-money stuff’

AA : 85% - ‘the game is 

brilliant. The action is 

fast and furious, and 

there’s a good supply of 

levels all set at just 

about the right difficulty 

to stop you from beating 

it too easily.   Whatever 

you plan to buy make 

sure Atomic Robo-Kid is 

on the top of the list, I 

guarantee that you won’t 

regret it.’

[7/10 – Good little 

blaster, 

tough but fun]   

CVG : 81% - ‘It’s a no-no for novice blasters.  If you are up to it, take a 

look, but don’t expect too much.’

AF : 75% - ‘a straight forward shoot-’em-up.  Rattle the fire button, kill 

the aliens and blast your way through the various levels.  It scrolls past 

merrily, offering more and more targets.  And it’s good enough to return 

to time after time.’



Kind of Cybernoid meets R-Type.  It is a solid port of an obscure arcade 

game.  It plays all very nicely really, with frantic blasting fun, combined 

with quite nice music.   Like the arcade game of which it is based, It’s not 

going to win awards in originality.  But for a simple ten minute diversion 

arcade blast, you could do far worse than this on the Amiga.









Atomino (1991) 
£25.99 Psygnosis/ 
Dev: Play Byte
[7/10 – Enjoyable puzzle 
game for a while.]   

CU : 77% - ‘The graphics 

and sound are simple 

enough, but the 

gameplay that’s the 

clincher.  Once picked up 

you won’t be able to put it 

down.’

AA: 76% - ‘The 

gameplay is interesting 

and easy to get to grips 

with, although I feel the 

lastability is questionable.’

AC : 75% - ‘Atomino is 

one of those games that 

doesn’t look brilliant.  As 

you can probably see 

from the screenshots, the 

magic of Atomino is in its 

addictiveness.  But you 

will be surprised at just 

how challenging it is.’

AF : 72% - ‘If you’re looking to add a good-quality puzzle game to your 

collection, then Atomimo has much to recommend it.  Unfortunately it 

doesn’t quite have the hook that makes a good game into an essential 

buy.’

AP : 66% - ‘Interesting and different, but not really very compulsive, and 

at the end of the day compulsiveness is the main criterion for puzzle 

games.  Buy Gem-X first, then think about Atonimo…’

GX : 5/5 - ‘offers taxing gameplay coupled with well defined graphics 

and great sound to match.’



Quite an enjoyable puzzle game really.  Reminded me a little of dominos.  

In the game there are 4 different atom with 1 to 4 connectors.  To clear a 

molecule structure you have to simply make sure the are no  empty 

connecters.  Once done the connected structure will fade away.









Atomix (1990) 
£24.99 Thalion/ 
Dev: Soft Touch
[8/10 – Great puzzler, with 
some real tough ones near 
the end.  Well worth a play if 
you love a good puzzle.]   

AC : 81% - ‘Atomix is without 

doubt one of the most 

frustrating and enjoyable 

games I’ve played in a long 

time.  So good is this game that 

this review only just got written 

(oops, sorry!).  Despite the lack 

of password or save game 

options, I predict that this will 

be one of those play, 

and play, and play again 

games.’

CU : 79% - ‘Not a must in 

everybody’s collection, but 

definitely worth checking if you 

want to have fun damaging 

your brain. With 35 levels to 

play, it’s certain to do just that.’

ZZ : 76% - ‘It’s incredibly 

satisfying completing a 

molecule and impossible to 

leave the game until you have 

finished it.  In fact it isn’t that 

difficult to complete’



Z : 75% - ‘It requires the same sort of mind as those little tile games 

where you were supposed to form the words GOAT, RULE, DIET and 

CAB within a square frame by sliding the bits aound.  It’s intriguing at 

first but a bit repetitive until you get the passwords to skip to the real 

humdingers from level ten onwards.’

GM : 73% - ‘A great picture of Albert Einstein, backed by a moody but 

plain tune, leads to a very bland looking game.  Colours are few and not 

very detailed.  Atomix’s design is an old one.  It’s already been used in 

Entertainment International’s Leonardo and Logotron’s Xor. The game is 

fine, but it’s all been done before.’

AF : 61% - ‘Neat, simple, highly addictive and very playable.  A great 

little game that fans of Xor and Pipe Mania will love.  All it needs is more 

levels, because once you get into it you’ll find it far too simple to 

complete.’ 



Another good brain-teaser puzzle game for you.  This one have you 

sliding around items to fit to the same layout as given in the bottom left.  

The rub is however that objects will continue to slide in that direction  until 

it hits a wall or anther object.  Consequently you get some real taxing 

levels later on that will have you scratching your brain as ypu try to work 

out the order.  There are only 30 levels  in the game, but if you love 

puzzle games, then this is definitely one to try.  It’s also seemingly 

indorsed by Albert Einstein (surely they wouldn’t use his face without 

permission ;-)  ) and they don’t come more highly recommended than 

that.  Also given free on Issue 31 of The One  Magazine.



AC : 89% - ‘it’s got the looks, the 

features and the speed to take 

the chequered flag, Go forth and 

spend your money.’

AA : 88% - ‘All Terrain Racing 

has been on the way for quite 

some time now and thankfully it’s 

been well worth the wait.  I liked 

Overdrive and this was even 

better.  If you can’t wait for 

Skidmarks 2 then this will tide you 

over more than adequately.’

CU : 85% - ‘Overdrive with go 

faster stripes!’

O : 85% - ‘When you first buy 

ATR, you’ll find it annoying, but 

when you get into the game, it 

just gets better and better.  Highly 

polished, well-presented, nicely-

executed. Great.’

AF : 70% - ‘This isn’t the game 

we were hoping for.  With a little 

more care and attention on the 

courses this could have been 

jolly.  As it is only one of the four 

sets of tracks stand the test (Ed –

They mean the ports tracks).  

Decent circuits 10 per cent more; 

as it is, it just ‘aint good enough.’

[8/10 –Polished, overhead 

race, a lot of fun, 

but one you need to spend 

time with to master it..] 

ATR (All Terrain Racing) (1995) 
£25.99 Team 17 



AP : 38% - ‘ATR manages, astonishingly, to be less exciting than 

Overdrive, and is an embarrassment alongside Micro Machines and 

Roadkill.  A stunningly poor game.’

Another Team 17 classic, this time in the overhead arcade racer 

genre.  Now I know a lot of people who don’t like this game.  But I 

think, in truth, these are people that haven’t put the effort in to get the 

most from the game.   This is a game that on the face of it seems to 

have frustrating tracks, but that’s the point.  These are tracks you 

must learn to do well in.  In many ways this gives the game more 

lasting appeal than many like it.  There is a great feeling mastering a 

track and then trouncing your mate on 2 player. Good solid Arcade 

Racer that is recommended.







Aunt Arctic Adventure (1988) 
£19.99 Mindware

[6/10 –Great cute 

characters let down by 

way too difficult 

gameplay.] 

AA : 49% - ‘Artic 

Adventure is very similar to 

an old game on the 64 

called…

Montezuma’s Revenge.  

The gameplay is the same 

but the puzzles seem to 

lack something.  Although 

the game is quite good fun 

at first it soon becomes 

repetitive.  Aunt Artic 

Adventure has got the basis 

of a good game but it is 

more suited for a budget 

release.’



I was really torn, with giving this game more, you see Charlie Chimp or 

Pete the Penguin (if two player) have to go down as some of the best 

darn game characters of all time… They are sooo cute.  The music as 

well is top notch.  The problem is that the game is Platinum plated rock 

hard and desperately unforgiving.  With the collision detection particularly 

cruel and the jumping not that great.  Also it’s a little samey with you 

having To collect all the Bananas in the Level (or fish for player 2).

But look at the ‘ickle ear muff wearing monkey…I want one…

In summary a REALLY cute but frustrating platformer.







Austerlitz (1989) 
£24.99 PSS / Dev: Turcan
Research systems

AF : 91% - ‘This wargame

provides a real challenge.  

Novices may be better off looking 

elsewhere, but anyone who 

wants to play a serious game 

and is prepared to put in the 

effort needed to play the game 

well will find it very rewarding.  If 

you liked Eaterloo, you’ll find this 

a worthy follow-up.’

AC : 91% - ‘To my knowledge 

this series is the only worthwhile 

simulation of Napoleonic warfare 

and I only hope it will continue.’

AP : 44% - [R] ‘You needn't 

worry about the intricacies of 

head to head combat – and 

underneath is plenty of solid 

gameplay and historical detail.  

But typing in orders and then 

sitting around for hours on end 

waiting to see the results just 

isn’t for your average citizen.  

Patience is definitely called for, 

something which Napoleon buffs 

presumably haver endless 

supplies of.  They’ll see this as 

quite a purchase, while the rest 

of us would be advised to keep 

our bargepoles firmly sheathed, 

and give it a heartfelt ‘Not tonight 

Josephene (or whatever).’

[7/10 – Solid wargame, but for 

strategy purists only.] 



Another Dr Turcan wargame and that can only mean, realism and only 

for purists, who love their strategy games as realistic as possible.  One 

of the great unique aspects of this game, is like the real commander you 

can’t directly affect your troops, instead as the real generals had to, you 

must send out messages to your subordinates and direct the battle.  This 

makes the game realistic, but a game which involving a lot of time to 

play.  Still for those into historical warfare and with time on their hands 

there is much to enjoy here.









Australo Piticus Mechanicus (1988) 
£24.99 Rainbow Arts / Dev: Hack & Slay Team

[4/10 – Incredibly basic, but  

a surprisingly fun 

Wonderboy clone.] 

By no means a good 

game, but strangely 

compelling all the same in 

it’s simplicity.  Worth a 5 

minute play of your time. 





Auto Duel (1988) 
£24.99 Origin Systems 
/ Dev: Micromagic

A futuristic driving game, based 

on Steve Jacksons board game 

Car Wars, worth looking at today 

as it was designed by “Lord 

British” Richard Garriot, he of the 

Ultima Games fame.  It is a 

surprisingly open world, with lots 

of events and tasks to do as you 

increase your standing in this 

futuristic Mad Max like world.  

One thing that kept running 

through my head when playing 

this was Grand Theft Auto and 

imagining what Rockstar could do 

today with such a cool game 

idea.

[7/10 – Exciting idea and fun 

to play, crying out to be 

remade by Rockstar games.] 









AV-8B Harrier Assault (1992) 
£24.99 Domark / Dev: Simis & 
The Kremlin

[4/10 – Far too slow on 

The Amiga.  A tough and 

unforgiving flight sim] 

AC : 65% - ‘Planes as a

general rule are a right pain in

the botty to fly – ask anyone

who’s been on Krypton Factor.

To combat this fact, most

programmers make flight that

bit easier, but this is not the

case with Harrier Assault. The

flight model is very realistic

indeed so if you want a

challenge, you’ve got one.

Harrier is very good fun once

you get into it but I think it is

fair to warn A500 owners that it

is deadly slow unless you have

an accelerator.’

AA : 52% - ‘I was eagerly awaiting the release of Harrier Assault but

my hopes for expecting the best aerial simulator on the Amiga have

been dashed. That’s not to say that Harrier Assault is a particularly naff

flight sim or anything, it’s just that it could have been better with a little

more care and attention. Editing the missions, the most laborious and

time consuming part is made even worse by the constant screen update

which interferes with the mouse pointer. If Domark want to beat the

flight simulation experts such as MicroProse, Rowan and Electronic

Arts, they are going to have to do much better than this.’

AP : 47% - ‘You’d have to be dangerously obsessed with the idea of a

Harrier simulation to get any fun out of this at all. The slow speed and

no-frills approach hopelessly outweigh its good points.’



A highly realistic and detailed flight sim that is rock hard to play due to 

it’s emphasis on simulator as opposed to gameplay.  If you are up to the 

challenge and have a pimped out Amiga then you can have some 

enjoyment here.  But for the rest of us then its best to look elsewhere at 

the other many, far more accessible flight sims available on the Amiga.





Awesome (1990) 
£34.95 Psygnosis / 
Dev: Reflections

ACE : 900/1000 - ‘With well 

designed sprites Graphics and 

the smooth rotational scrolling it 

really impresses, the 3D 

sections moves so fast it 

wouldn’t look out of place in 

your local arcade.  You’ll be 

stunned by the intro sequence, 

and if you thought Beast 2’s 

was good Awesome’s will take 

your breath away.  As usual 

there is a lot of disk accessing 

which proves annoying but if 

you possess a second drive or 

memory expansion you will 

suffer less.’

CVG : 81% - ‘I had a good few 

hours of fun with Awesome but 

after that, even the nice 

graphics weren’t enough to 

keep me playing.  It’s another 

tremendously stylish package

[8/10 – A nice collections of 

arcade blasters glued 

together to an impressive 

whole. Worth a play for the 

intro alone.] 

From Psygnosis, but as far as gameplay goes, Awesome is a little 

disappointing.’

AA : 84% - ‘The only problem I can find with Psygnosis is that with all 

the brilliant games they are bringing out people won’t be able to buy 

them all – although I think it would be a good idea to make the T-shirt 

optional and reduce the price.’



ZZ : 79% - ‘The programmers of Beast II are after your dosh again, with 

another technically impressive intro, T-shirt and an odd remix of familiar 

game-styles.  Asteroids, Space Harrier, Parallax and Elite are all called 

to mind..[sic]…there is an impressive variety of enemies which provides 

a big incentive to keep coming back.  On the other hand only the space 

combat is particularly playable, the rest is a bit tired and unoriginal.  All in 

all a mixed bag, worth a look from shoot-’em-up fanatics looking for 

something a bit different.’

By Reflections, who did the Beast 

games on the Amiga and went on 

to do the highly successful 

Destruction Derby and Driver 

games on the Playstation.  I really 

enjoyed this game.  It’s basically a 

string of different arcade shooters, 

strung together to tell a story of 

your Starship Elapidae as you 

scramble for fuel from planet to 

planet so you can finally leave the 

Otaria system before she blows.  

One thing the screen shots don’t 

show you is how gorgeous it all 

moves and with great 3D 

explosions and with such varied 

missions taking from Asteroids, 

Xenon, Space Harrier and 

overhead walking shooter sections 

like Ikari Warriors, so you never 

tire of what the game throws at 

you.  It is perhaps too tough but 

for a solid, varied and impressive 

blaster, this is worth your time.’









Axels Magic Hammer (1989) 
£19.99 Gremlin Graphics/ 
Dev: Core Design

[5/10 – Average platformer, 

basic, fun, if mediocre] 

AF : 67% - ‘The trouble is that 

all possible variations on the 

platform game have been tried, 

so any new release has to be 

something really special.  

Axel’s magic hammer is by no 

means a terrible game – the 

gameplay is lively, the graphics 

and sound jolly and the 

atmosphere cute – but it 

doesn’t quite have that spark 

which raises it above other 

games in the field.’ 



Another early Core Design game 

and an reasonable stab at doing 

a fun, flick screen platformer.  

The graphics incidentally was 

done by Terry Lloyd, who would 

help do the graphics for the Rick 

Dangerous games (of which this 

is similar).  There is nothing too 

wrong going on here, and if you 

fancy an old skool style platform 

game on the Amiga then there is 

a lot of fun here.  Just don’t 

expect it to rock

Your world.







Well that is volume One.  I hope you enjoy and look out for Volume 

Two where I will go through all the Amiga games beginning with the 

letter B.  I also plan to include part one on the history of the Amiga 

and a complete detailed low down of every Amiga system released 

(and there were a lot).

Anyway if you enjoyed then please go on to my You Tube channel 

www.Youtube/TheDrisk and say Hi.  I don’t make any money from 

that website or anything, I only ask simply because its nice to have 

some feedback, especially when one has put so much effort into 

something.

Alternatively .. Look for me on the Forums..  My name is always 

TheDrisk and I can usually be found on either 

http://community.retrogamesquad.com or

http://retroasylum.com

Hope to see and speak to you soon.

Paul Driscoll

(AKA The Drisk)

http://www.youtube/TheDrisk
http://community.retrogamesquad.com/
http://retroasylum.com/



