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» Addictiveness %.....
+ Lasting appeal %...

+ Overall qut feeling%
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This score sheet is one the key to the Amiga Action scoring system. Each reviewer fills
out one of these sheets for each game they review. The sheet breaks down all the
elements of a game and reduces the reviewers decision to a simple good, 1-5 score,
this helps take the guess work out of scoring things like animation or use of colour.
Combined with this analytical approach is a "gut feeling" score, the two results are
combined using a special piece of computer software which calculates the final
scores. Space is also provided on the sheet for making notes to the editor and for
details like the price of the game and the software house. And thats it really! As you
can see we dont just throw darts blindfold like other magazines - it's your hard earned

money at stake - we don't leave anything to chance!
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Here at Amiga Action, we take our
games very seriously indeed. You have
probably heard that from other
magazines that only review six or
seven games an issue, but here at
Amiga Action, we mean it. Whenever a
game arrives in the office, the person
most suited to review it is immediately
sent off into the corner to play it fully.
For instance, it would be no good
giving our adventurers, Mitch and
Steve Kennedy, a shoot'em-up,
because rumour has it they don't even
own a joystick between them! That
person then doesn’t emerge from his
corner until he has totally analysed the
game and written the main review,
complete with totally descriptive
captions. After that, the other two
reviewers are banished to their
individual corners, and also play it for
a hours on end before writing their
comments. After that, the jolly trio then
discuss the various merits of the title,
play it in two-player mode (if
applicable), and eventually come up
with a score for the graphics, sound
and its overall percentage.

Our reviews are split into three main
sections: the body text which
describes the game’s scenario and
basic features and where the scores
are shown; individual comments from
three reviewers which list particular
features we were impressed by or
faults we loathed, as we think it is vital
to have more than one person as-quite
a lot of the time, and often there are a
lot of violent arguements about them.
Finally, there are the captions, which
we feel can give a better description of
the games than boring old body text
waffle. Basically, we offer the most
concise review system there is, and, as
far as we can see, there isn't a single
loop-hole in it.

If you have already flicked through
the mag, you may have noticed that we
don’t score games quite as highly as
our rivals. This is because we don't see
the point in giving a particular genre
99% when next month something may
appear that is even better - do we
then give that game 100%7? This way,
we can sort the men from the boys. If a
game scores over 80% - or even
makes it into the 90's - in Amiga
Action, then you can be sure that it is a
must buy, and if a game scores less,
then you should read the comments to
see what was wrong with it. The whole
process is very complex, but we feel
that this way we are making sure that
you, the readers and game-buying
public, are getting the best information
going. Remember: if a game scores
over 80% in Amiga Action, then we will
put our logo to it. What more of a
garauntee could you ask for?




“Astounding just to look at, with [\, “Think of whatyou get in Falcon and double it
the fastest, smoothest, most ... brilliant action and a scenario depth that'll

detailed and realistic 3D graphics i leave you gasping in awe; there are 99
seen ... but it's the sheer depth i different missions . . . Retaliator is even betier

that makes F29 the best combat/ [ than Falcon, and it's certainly much bigger ...

A brand new, and rather brilliant fighter/

flight simulation I've seen. : kg :
bomber simulation.” Zero 94%.

The wealth of missions is
incredible .. . giving “Utterly mouth-watering graphics and an
enormous. lasting | amazing depth of:play .. -the best flight
appeal..." G simulation | have ever Seen (and there’s
C & VG 97%. b ' nothing on the visible horizon that looks set to
; -~ come close). It's ot a simulation, it's an
experience , .. Deean’s first flight sim in the
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Action and simulation !7’\\ CONQUEROR
for strategy without \
JJD repetition. Conqueror is A .
the ultimate challenge of “leadership under fire” \ "i&‘ / 4
to wargamers of all interests. Engage in >
authentic World War II tactical wargaming,
experience the bloody attrition exacted by
the might of the armoured divisions, create
oy e .y LI R\ your own scenarios and set your own >
: | challenges in bringing the elite war
machines of the German, Russian and 4
BRmerican forces into head-to-head /
AVAVAN fal A AN Va¥ava-aes confrontation and combat. y’
Fight your way through massed 4
ranks of enemy tanks. Live on
: ' your wits and the strength
—" of your will as you endeavour to
outlast the awesome firepower of your :
unforgiving enemy. Plan the campaign y’
of action that will outmanoeuvre your / 4
opposing platoon commanders and 4
lead to their ultimate downfall.
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CREATED BY
/AVID BRABEN -~
2O-AUTHOR O,
ELITE.” |

Available on:|
ARI ST, AMIGA,
_ -£24-99

£

All the essential elements

for hours of relentless action,

excitement and stimulation.

@ Action, Attrition and Strategy.

@ Unique 45° viewpoint external to comi

and 3D scrolling landscape creates auth

© Select squadrons from the accurately produced
American: Chaffee, M36GMC, Sherman Firefly, Pe
German: Panzer IlI, Panther, Tiger I, King, Tiger.
Russian: T34/16, KV1S, KV85, Josef Stalin II

Rainbow Arts, Sketty Close,
Brackmills Business Park, Northampton NN4 OPL.



