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KUlTor 
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NORTH & SOUTH 
This is it! The chance 
that you've been waiting 
for. If you subscribe this 
month we are offering 
you anyone of three 
classic Infogrames 
software titles (Worth up 
to £24.95!) including the 
fabulous North and 
South which scored an 
amazing 84% in lissue 4 
of Amiga Action. Just 
fill in the form and send 
it to our address above 
or phone your order 
through by credit card. 

The form below can be used to order a subscription, Just fill in your name, 
address and post code, and send a cheque or postal order made payable to 
Interactive Publishing Ltd to: Amiga Action Mall Order, Database Direct, PO 
Box 2, Ellesmere Port, South Wirral, Merseyside, L65 3EA. Or you can phone 
through your credit card order on (051) 357 2961 • or just fax it through to us 
on (051) 357 2813. 

�~�-�-�-�-�-�-�-�-�-�-�-�-�-�-�-�-�-�-Amiga Action AA007 

Subscription order 'orll1 
• 12 issue UK subscription (£24) PLUS FREE GAME! (8001) ................. 0 ill, 11 
• 12 Issue European subscription (£34) PLUS FREE GAME! (8003) ....... 0 
• 12 Issue overseas subscription (£40) PLUS FREE GAME! (8005) ..... 0 I VISA 1 

Please tick which free game you would like with your subscription: 

D FREE! HOSTAGES 
(8201) 

D FREE! KULT 
(82021 

D FREE! NORTH&SOUTH 
(8203) 

Name •••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 

Address •••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 

•••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• Post code ••••••••••••••••••••••••••••••••• 

I wish to pay by: Visa I Access I Postal order I Cheque 

AccessNisa card number ......................................................................... . 

AccessNisa card expiry date ................................................................... . 

This order form is nof va'id after Apri' 30 1990 
Please do not send this form together with your competition 
entries in the same envelope, as this will hold up your order. 



OKAY! JUST HOW DOES THE". 

. "REVIEWING SYSTEM WORK? 
INTERNAL DOCUMENT: AA/SH/v2.5 

AMIGA ACTION SCOR~ SHE~T 
Game name: .. ........... ............................................... . 
Software House: ..... ................................................. . 
Reviewer: ................................................................ . 
Date of review: ........................ ............................... . 
Notes to the editor: ................................... ............. . 
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· GRAPHICS I. · SONIX· 
VG Good Ave 8<1d VB VG Good Ave Sal VB 

• Use of colour ................. D D D [J D • Music overall (x2) .......... D D D D D 
• Detail ............................. DDD[JD • Effects originali~ ........... D D D D D 
• Graphic originali~ ......... D D D [J D • Effects varie~ ................ D D D D D 
• Smoothness .................. D D D [J D • "Wow" lactor .................. D D D D D 
• Quali~ of animation ...... D D D [J D 
• Varie~ of graphics ........ D D D [J D 
• "Wow" factor ............ ..... D D D [J D 
• Speed of movemenL .... D D D [J D 

· GENERAL· 
I Addictiveness % ................. 0 
• Lasting appeal % ................ 0 
I Overall gut feeling% ........... 0 

This score sheet is one the leey to th,. Amlga Action scoring system. Each relflewer fills 
out one of these sheet s for each g •• me they relflew. The sheet breales down all the 
elements of a game and reduces thoe relfiewers decision to • simple good, 1·5 score, 
this helps talee the guess worle out of scoring things lilee animation or use of colour. 
Combined with this analytical apprClach i s a "gut feeling " score, the two results are 
combined using a specl., p i ece o jr computer software which calculates the final 
scores. Space is also prolflded on tthe sheet for malelng notes to the editor and for 
details lllee the price of the game and the software house. And thats It really! As you 
can see we dont Just throw darts blindfold lilee other magazines· It's your hard earned 
money at s ta lee • we don't lealfe anything to chance! 

.-,,-, 
C,C, Amlga Action 

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 wr itten the main review, 
complete with to tall y descriptive 
captions . After that , the other two 
reviewers are banished to their 
individual corners, and also play it for 
a hours on end before 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 
descri bes 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 
waff le. 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%? 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? 
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•&~~~~~~~~~~f==~~~~~g~ fM Itrateg'f wIthoat 

repeIitlaa. Coaqauor • 
the altimate challenge of "leadenIdp muIer lire" 
to wugameD of all int ....... EDgage in 

nth_tic Worlcl War U tac:tica1 wa:qamjDg, 
expeJienC8 the bloody attrition exacted by 

the might of the UIIlOIIJ'8Cl divisioDB, create 
your own 1IC8D&ri0ll ad set your own 
challenges in bringing the eUte war 

machines of the Gemwa, RuaiaD and 
American forces into head-to-head 

confrontation and combat. 
Fight your way through maased 
ranks of enemy tanks. Live on 
your wits and the strength 

of your will as you endeavour to 
oulllut the awesome firepower of your 

unfo jgiving enemy. Plan the campaign 
of a~ OD that will outInanoeuvre your 
op~ling platoon commanders and 

lea d to their ultimate downfall. 


