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After a bit of worries due to a home blackout in which the old PC 

seemed dead and deceased in a hurry I ordered new pieces, but the 

misfortune struck again. The pieces were not compatible with each 

other so I had to wait longer. I have to say that  staying for almost 20 

days without Computer, I lost the desire to write reviews and I threw 

myself into other projects. Now that the new PC works again I think I 

will continue to write again. 

I wanted to do special issue waiting for the main computer, but this one 

did not come as I wanted and it was a little too complicated to manage 

the new layout without reviews. Maybe some Specials could have a box 

of a few pages among an upcoming issues, but that's all yet to be deci-

ded. 

I do not know if I can get out the January issue because I've skipped all 

the time to write this issue, but I see if I can do the same. At the limit 

each issue will come out after the 20th of every month. In the meanti-

me, I wish you a Merry Christmas and a happy New Year 

 

                                                                           

                                                                  Good Reading and Happy Holidays 



Targhan - Amiga 
 
A 2D adventure that tells the story of a 
hero who has to fulfill an ancient pro-
phecy 

 

 

 

3D Boxing - Amstrad CPC 
 
A Boxing game that maybe is not in 
3D as you expect, but that should still 
be playable and fun. 

Blue Thunder - Commodore 64 
 
It's a side-scrolling shooter in which 
you fly a combat helicopter whose 
name is reminiscent of a well-known 
TV series. In the next issue it will be 
examined in detail. 

Rollin - Commodore 64 
 
A game that is very reminiscent of a 
highly successful Coin-Op title. It's a 
clone like many others, but if the 
gameplay is of the same level it will 
be a title to be rediscovered. 

 

 



BMX Ninja - ZX Spectrum 
 
Who said the Ninja were deadly 
fighters? Today they are also skilled 
sportsmen. 

 

 

 

Total Recall - ZX Spectrum 
 
You have  to help Quaid in finding 
himself and discover the mysteries 
that affect the planet Mars 

Buck Rogers: Planet of Zoom - Atari 
5200 
 
Buck Rogers faces his destiny in the 
future in this third-person 3D game. 
It is not a title that leaves you glued 
to the monitor for a long time, but it 
is a classic. 

The Avenger of Death - MSX2 
 
A side-scrolling action game for a 
very promising and ambitious com-
puter both in graphics and sound. 
To be discovered if the gameplay will 
be at the same levels. 
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JUDGMENT OF REV'n'GE! 

The judgment I give at the end 

of the review comes generally 

from a global on graphics, 

sound, gameplay, longevity and 

difficulty, but can also be given 

by the balance between 

graphics and gameplay. 

It can happen that a game has 

stunning graphics without 

playability take a low rating, 

while graphically ugly games 

have gameplay to the stars and 

have very high ratings. 

Some platforms that have histo-

rically high level of graphics. 

 

The medals are a 

little subjective and 

not all titles deserve 

them. There are se-

veral things that de-

termine whether or 

not to apply them. 



There is a desire to try to make eve-
ry event over and over again just to 
read the humor of this game even if 
at times it is a bit cynical. 
 It's a multi-event title, but you 
can not create a tournament, do not 
participate in an Olympic Games, 
there are no animated introductions. 
You immediately start from the se-
lection menu of the six events that 
you can participate alone or up to 
four friends. 
Each event must be performed indi-
vidually, but does not take away the 

taste of a challenge because you still 
have to try to do the best result and 
enjoy this kind of humor present 
during the races. 
 An Atari ST definitely exploi-
ted in the large graphics, good use of 
color and well-built backdrops that 
make good the idea of being in an 
arena where you can also see other 
athletes who are participating in 
other events. 

A 
rena is a multi-event sports 
title that I chose a bit by 
random, but it is the first 
game of this genre that 

was made for 16-Bit computers, Ata-
ri ST and Amiga. 
Like any other Olympics, this also 
has several events: 
 
 Long jump 
 High jump 
 Javelin 
 Shot put 
 Paul Vault 
 Hundred Meter Run 
 
The game mode is the same as all 
the other titles of this genre that you 
have already read on these pages; 
move the joystick quickly to take a 
certain rhythm and press the joy-
stick button to perform the action. 
It is, however, different from the 
others for a level of humor that is 
always present both in athletes and 
in referees. It is very funny to read 
the athlete's thoughts at that mo-
ment, how he concentrates before a  
try and how the various referees will 

make fun of how he prepares him-
self or any his mistakes. 
It looks like a Fantozziano film on 
the Olympics, provided that does not 
change the playability that is equal 
to all other games. 

Atari ST, 512k (1986, 

Psygnosis) 

Atari ST= 6,5 

I must say that the graphics are 
beautiful colored, large athle-
tes and well-made Olympic 
equipment. 
The vote is low because I tried 
everything, both mouse, joy-
stick and keyboard, but I could 
not figure out how to move, 
how to activate the race or the 
various actions. 
The only thing really interesting 
are the cartoons in which you 
read a little humor and someti-
mes a little stress of the same 
athletes who encourage you to 
take their control. 

Amiga= 6,5 

The Amiga version is the same 
in all respects both in anima-
tions and in sound. Same sy-
stem messed up in knowing 
how to use the controller. 

http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=Atari/a/arena.mp4


Atomic  Robokid is a 
horizontal 

scrolling shooter where you play a 
robot that can fly without being af-
fected by gravity after taking the 
first bonus that is available imme-
diately. From here on and for all 
your lives available if you stop in the 
air do not fall to the ground. The 
bonus activates a special propeller 
to stay in flight. 
Surely this type of feature helps you 
since the environments of this game 
takes place mainly in corridors that 
can be mechanical, terrestrial and 
any other type. However, there are 
also completely space levels. 
 The game has 28 long levels 
full of adrenaline and as many gigan-
tic monsters to face to overcome 
each of these ones. Surely there are 
too many levels and I do not know 
how many of you will be able to fi-
nish it, but often this choice also ser-
ves to keep alive the interest as long 
as possible. 
No plot, no purpose, but simply de-
stroy the aliens and end this long 
odyssey. 
The side scrolling levels is made in 
the way that you can always go 
ahead and go back finding many 

enemies to face. 
ARK is also characterized by the ma-
ny weapon upgrades and flight sy-
stem found in the form of diamonds 
that are released by destroying a 
particular type of enemy. 

The various enhancements allow 
you to have, for example, a more 
powerful laser beam, a multiple shot 
to hit more opponents at the same 

Amiga= 9 

A truly exceptional shooter that 
is very faithful in every detail to 
the original game of which 
takes everything as the name 
of the bonuses and their de-
scription when you take them. 
All strictly the same. 
It's much more playable than 
Coin-Op and so if you love this 
kind of games you do not have 
to let it escape. 

time and also a greater speed of mo-
vement. 
 The Amiga version is very 
faithful to the original game for a real-
ly engaging graphic, very well anima-
ted and colored in the same way re-
producing every enemy, every detail 
of the backdrop as best you could ex-
pect. 
The gameplay is much better than the 
Coin-op which was very difficult ini-
tially for a species of asteroids that 
glued to Robokid limiting its move-
ments. 
Also excellent audio both as music 
and as sound effects. 

Atari ST, 512k (1990, Activision) 

Amiga, 512k (1990, Activision) 

Atari ST= 8,5 

Apart from the audio quality is 
a slightly different game inter-
face and from the point of view 
of the graphics is the same. 
Unfortunately, this version 
suffers from speed problems 
since in some circumstances 
there are drastic slow down 
that undermine playability. 
For the rest there are no major 
differences. 

http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=amiga/a/atomic_robo-kid.mp4
http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=Atari/a/atomic_robo-kid.mp4


ceship where you have to approach 
the computer and select one of the 
various options including a star 
chart to choose the destination in a 
very detailed and precise way with 
all the related information. 
By confirming your choice you will 
receive a message from your com-

mand to proceed. 
The procedures are scrupulous be-
cause they have to be done in the 
right way, so the choice of destina-
tion, the acceptance of the mission 
and then reach the planet by 
choosing whether to use a conven-
tional flight or using hyperspace. 
Your spaceship is large and you also 
have an internal teleporter to reach 
the various bridges, use the termi-
nals, open doors, take the weapons 
that are in particular rooms both to 
defend the ship from possible boar-
ding and for the missions on the pla-
nets. 
Certain operations can not be done 
from the bridge and therefore if the-
re are any damages to the engine 
you must reach the relevant section 
to start repairs. Take a ride around 
the ship to get to know it a little and 

S tarblade is a 2D adven-
ture game with pure 
arcade style that is 

played only with the joystick and 
very suitable for Consoles where 
there was also a porting idea never 
made for the Genesis and the NES. 
 The plot is comparable to a 
space epic story that takes place in 
the vast galaxy of Orion in the year 
3001. The human race was decima-
ted by the Cephalhydras, an insec-
toid race, that to eliminate them all 
creates Genolyn, a mutant queen 
who generates a legion of super 
warriors. 
Your mission is to destroy this crea-
ture and all its warriors thanks to 
your super "Starblade" spaceship. 
Actually reading the plot seems just 
something epic: you alone against a 
very strong and resourceful alien 
race. 
The game starts on board your spa-

see the various sections. 
The fights are of two types: against the 
alien spaceships you have a post from 
the bridge, while for the assaults di-
rected to individual warriors you have 
to do the old way and among your 
weapons you also have lightsabers 
that are very reminiscent of the "Jedi". 
When you are flying to a planet you 
can do other things like going around 
the spaceship and continuing to set 
the various options for repairs and 
even combat. 
 To go down on a planet you 
have to find the Hangar where a 
shuttle is located since your spaceship 
is huge and could never land easily. 
That's why I told you to take some 
trips to find out where are the various 
areas essential for your mission. The 
spaceship is very large, but the beauty 
is also this - take a tour to discover all 
its secrets and the various weapons, 
oxygen and other accessories for the 
missions on the ground. 

Atari ST, 1MB (1990, Silmarils) 

Amiga, 1MB (1990, Silmarils) 

http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=Atari/d/death_trap.mp4
http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=Atari/s/starblade.mp4


The travels cost a certain number of 
credits that must be recovered with 
the missions and if the failures do not 
go ahead. 
Good also the fact that among the op-
tions you have to save a game as a 
classic adventure to be able to resume 
whenever you want. It is so immense 
that you do not hope to finish it in one 
day. 
You have only one life so you have to 
be very carefull otherwise you have to 
start all over again or from you last 
save. 
 The Atari ST version is very 
good for a very detailed and well-
animated large graphics and back-
drops that reproduce the environ-
ments in such a way that is probably 
one of the most beautiful titles of this 

kind for this plat-
form. 
Even the sound is 
very good because it 
is not typical and 
you realize it during 
the introduction and 
when you listen to 
the various sound 
effects. 
The only defect is 
the font used for the 
text that is dark blue 
on a black back-
ground with which 

you'll have some difficulty to reading. 

The Hangar is to the left of the initial 
position, take the first lift and then 
follow the only available direction. 
Before continuing in that direction, 
stop or look for a small door to take 
arms to defend yourself because on 
the planets you often find aliens with 
guns. With the sword you have no 
hope of approaching it without suffe-
ring much damage. 
The flight sequences are automatic, 
but in any case you see your hero 
running to the shuttle with a nice 
launch sequence to watch, then a 
screen that shows you the approach 
to the planet and finally another lan-
ding animation. You will see these 
sequences every time. 
The planets are all different, each one 
having its own characteristics that 
you can see from 
the backdrop to 
try to give an im-
portant diversifi-
cation and cer-
tainly from a 
great variety and 
not make every-
thing too much 
the same. 
Repetitiveness is 
in this type of 
games because 
the procedures 
are always the 
same: mother ship to reach a planet 
and shuttle to go on planet and de-
stroy the super warriors. 
 The beauty of this game, howe-
ver, is that it is immense, more than 
we can imagine so much that the 
amount of things to do and see seems 
a 2D Frontier with more fighting on 
the planets that you visit. 
Beware though that it is not as easy 
as it seems because there are limits to 
what you can do and it depends on 
the usual problem of money. Every-
thing has a cost in credits for both the 
fuel and the weapons of the Starblade 
or even the manual ones. 

 The Amiga version has the 
advantage of having a really power-
ful audio chip and demonstrates it 
compared to the ST version even if it 
is not exploited very well, but the 
quality is felt. The sound effects are 
instead identical. 
As for the graphics is equal to the 
Atari version inside the spaceship, 
while on the planets things are very 
different with a decidedly superior 
graphics quality with a detail of the 
backdrop that is impressive. Here 
you can see the Amiga palette in all 
its splendor. 

Atari ST= 9,5 

An epic space adventure for 
the amount of things to do 
and the way you do it that 
seems to participate in an 
episode of Star Trek or Star 
Wars. 
Apart from the exceptional 
graphics in everything you 
see, it is for how it keeps you 
glued to the monitor at every 
stage. 
The exploration of the space-
ship, of the various bridges, 
the space fights and the pla-
nets are epic. 

Amiga= 9,5 

Apart from the graphics on 
the planets much better and 
more beautiful to admire are 
two games a mirror of each 
other in everything. 
One disk, 1 MB of memory to 
have fun for a long time just 
to explore the Starblade and 
travel between various star 
systems and decide whether 
to fight in space or not. 
Unmissable. 

http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=amiga/s/starblade.mp4


were many enemies on the screen in 
large numbers and very well made as 
a size, while the rest  was not impossi-
ble to achieve a good conversion. 
The various levels have various plat-
forms in which you can climb down at 
will (and here it is much more similar 
to Shinobi) and many doors from 
which come out enemies conti-
nuously, but you can also find 
weapons and upgrades. 
 Converting it on the Commodo-
re 64 was very hard because the Coin-
Op version had 512 colors and a high 
detail despite its relative simplicity. 
The wooden doors have disappeared, 
leaving space for black door, but they 
do not jar with the environment that 
has been made more suitable for the-
se cuts. 
The general palette is very deficient 
due to the fact that there are few co-
lors in the enemies you encounter and 
each group consisting of 2 or 3 ele-
ments are all the same, but they are 
varied because there are those you 
can defeat with one shot and the most 
resistant ones. 
However, I want to point out that the 
graphics in general is detailed espe-
cially for the backdrops and platforms 
that are very much part of the place 

R olling Thunder is a Beat'Em 
Up and side-scrolling platforms  game 
where you are part of the world's 
most powerful secret police force that 
gives its name to this game and you 
are obviously their best agent. 
Your mission is to stop a conspiracy 
that wants to conquer the world and 
even save the policewoman Leila who 
was kidnapped. 
Initially armed with a simple ordinan-

ce gun, you must make your way 
through the various structures full of 
platforms, defeat the various ene-
mies, save Leila and defeat this crimi-
nal organization. 
 It's a classic of this kind that 
closely resembles the mechanics of 
Shinobi, to cite an example, but there 
are many references and being a Coin
-Op the conversion on computers was 
always a little feared especially on the 
Commodore 64 that is published by 
the US Gold that had moments of suc-
cesses and failures 
The original game had no graphics to 
drop the jaw on the ground, but there 

where you are. 
The gameplay is good for fluidity of 
the scrolling even if the speed of the 
graphics is a bit slow. The game ac-
tion, however, remains more or less 
the same as the original with lots of 
enemies coming from every direction 
and even from the various doors. 
A Conversion from Coin-Op to Com-
modore 64 which for once is very 
good  in gameplay. 
To try, but I think you can have fun in 
this 8-Bit version. 

Commodore 64= 7 

The graphics of the characters 
could have been done a little 
better, but in general you will 
recognize more or less the 
ones you saw in the Coin-Op. 
Good the fact that they mana-
ged to keep the playability 
alive and the various actions 
and ways of dealing with the 
enemies are the same. 
I repeat, maybe they could 
dare more in the graphics, but 
better to have given up some-
thing to remain faithful to the 
original gameplay. 

http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=C64/r/rolling_thunder.mp4


B 
lue Max is a flying action 
game with a two-
dimensional isometric view 
which is based on a fictional 

character of British aviation, Max 
Chatsworth, who is considered, in the 
game, one of the best pilots of the 
First World War having knocked 
down many enemies. 
Its fame is so great that Germany of-
fers to everyone who defeats him, the 
Blue Max medal. The nickname of 
Chatsworth now becomes "Blue Max". 
 It is an action game in which 
you have to do different missions that 
include bombing bridges, various 
buildings, enemy planes, land batte-
ries, various vehicles and ships. For 
each mission you have the possibility 
to change some settings for the diffi-

culty, the weather conditions and the 
type of control. 
The bombing in the First World War 
was very different from what you do 
today because you had to dive into a 
target and risk crashing into the 
ground, leaving the bomb and imme-
diately getting back up in the air. 
This dangerous system has been im-
ported into the game with all its pro-
blems because it will often happen 

that the coordinates for bombing are 
wrong, you are too high as altitude, if 
you lower yourself too much you risk 
crashing to the ground or against the 
objectives you have to hit. 
The "Zaxxon" view is very useful on 
the one hand, and on the other it is 
very dangerous. You have a freedom 
to fly to hit enemies at different altitu-
des, but sometimes it is not always 
clear what is the right height from the 
ground. In this case it is important to 
look at the shadow of your plane that 
is a reference point. 
The game has created controversy 
because in some missions you have to 
bomb houses and in Germany it has 
never been distributed. Surely this 
type of missions in a game of war is 
wrong because the protagonists must 
be only the military forces. 
 An 8-Bit Atari very well made 
with detailed and colorful graphics 
and a decidedly realistic and fluid 
flight. 
Take-off must occur when you reach a 
speed of 100 otherwise you will ex-
plode on the runway and in flight you 

 

Atari 8-Bit= 8 

It's a flying war game that is 
not a simulator, but you do the 
same things with a different 
and much more complicated 
view because you have to learn 
how to manage the different 
heights and hit the targets 
diving on it and recovering 
flight secure altitude at the last 
moment before it is too late. 
Well done under all points of 
view  the graphics that is really 
good especially in the landsca-
pes. 

Atari 8-Bit (1983, Synapse) 

must avoid the other enemy planes 
and try to hit them. 
The bombing as I had already mentio-
ned is very difficult because you have 
to get close to the ground and hit at 
close range being careful not to crash 
into the ground or in the water. 
In general it has a good playability 
also seasoned by a very nice original 
music and good sound effects during 
the game. 
Although the graphics are very small 
it is at the same time very detailed so 
that you can also see the propellers of 
the airplanes. 



M 
iner 2049er is a title for 
the ColeCovision that 
looking at the screen-

shot in the preview of the last issue 
looks like a clone of Donkey Kong 
both for the form of the levels with 
typical platforms and a bad guy at 
the top floor. 
Actually it is a completely different 
game because your aim is to survive 
and overcome 11 levels by coloring 
the platforms as you walk on them. 
You can move freely in any direc-
tion, then go right, left, go up and 
down stairs. 
To make things more complicated 
there are mutant monsters that can 
not be destroyed initially because 
they are red and angry. There are 
other pitfalls you can find in various 
levels like radioactive pools that are 

lethal and even platforms that in 
some levels behave completely diffe-
rently from those you find in others. 
In some of these you have to fall 
from a platform into a cannon that 
throws you to a higher level. In some 
levels, like the second there are sli-
des that you can use to get down 
quickly to the floors below, but be 

careful that you do not stop and you 
can risk ending up on a mutant mon-
ster. 
To kill the enemies you have to take a 
shovel that changes their  color and 

makes them more friendly for a few 
seconds. It's the only time you can 
destroy them simply by touching 
them. There are also some type com-
bos that quickly go down to the 
ground floor with a slide and destroy 
the enemies. 
 In short, it is a really intere-
sting game and also a lot of fun not 
only for the difficulty of coloring plat-
forms, but also because some of these 
behave in a completely different way 
depending on the level you are in and 
that will put you in serious difficulty. 
If this were not enough, there are ene-
mies that must be eliminated with 
specific procedures that do not make 
that increase the interest and the de-

Colocovison= 9 

Really nice this game for the 
ColeCovision that not only 
shows a very beautiful 
graphics, colorful and detai-
led, but gives you an incre-
dible playability and a real 
and healthy fun. 
The difficulty is so well balan-
ced that when you start play-
ing you will do everything to 
not lose the three precious 
lives you have to try to reach 
as many levels as possible. 
Each of this has unique cha-
racteristics and you have to 
solve also study the path 
carefully. 

ColeCovision (1983, Micro Fun) sire to play for a long time. 
The graphics are very good and the 
colors make this game pleasant to 
watch, but also to play. There is a 
good level of general detail and eve-
rything is built to be funny and not 
too serious. This was also the beauty 
of the games of many years ago. 



R 
oy of the Rovers is a foot-
ball adventure game be-
cause it is based on both 
genres. 

You play Roy Race, a footballer of 
the Melchester Rovers team, with 
whom you have to save the stadium 
of your team that will have to be 
demolished the next day. 
To do so you have organized a 5-
player game to earn enough money 
to stop the buldozzer, but your 
teammates are kidnapped and start 
a race against time to be able to find 
them before the game starts the fol-
lowing afternoon. 
The city's newspapers are skeptical 
about his success and already specu-
late what he will ever do because the 
match will be done even if he has to 
play only him or with one or two 

temamates. The more you save, the 
more you can play a regular match. 
In the meantime, your mother is 
preparing a hot tea aboard the field 
to restore strength to the players 
you save. 
 It's a football game a little 
different than usual because you 
have to go around the city of Mel-
chester looking for your teammates 

using a fairly typical interface for 
graphic adventures with verbs that 
are put in a drop down menu to col-
lect and use various objects you find, 
to choose whether to walk or run, 
smile or talk to the people you meet. 

The various options are activated 
only with the function keys "F0", "F1", 
"F4" and "F7" and if the joystick does 
not work or you do not have it, you 
can use the keyboard. 
At any time you can go visit your mo-
ther to rest, brush your teeth to show 
a beautiful smile or return to your 
home. 
 You are not, however, obliged 
to play the complete adventure, but 
after the loading you have the oppor-
tunity to play the match. 
The latter uses the same system seen 
in International Soccer, so very sim-

Amstrad CPC= 7 

Very good adventure phase in 
which you have to travel 
around the city collecting 
objects and using them at the 
right time to be able to find 
your teammates. You can 
show your beautiful smile and 
talk to the various people you 
meet. 
The city is big, but in the 
manual you have a map that 
gives you a very precise indi-
cation of the various roads. 
For those who do not want to 
do the adventure can decide 
to play the game even if I 
have to say it is not very exci-
ting both from the point of 
view of graphics and playbili-
ty. 

Amstrad CPC (1988, Gremlin) 

ple in playability with only one type 
of shooting, no type of tackle or other 
fouls. 



led and full of lights and buttons to 
manage every function of the ship 
that goes from navigation and figh-
ting. 
It is really well built this simulation 
because every part of the ship you 
control is very realistic: you can 
launch torpedoes, you can launch 
depth bombs from the stern of the 
ship, you can manage  cannons in 
the bow and aft, you have two types 
of radar for enemy ships and subma-
rines and then a control panel for 
general management of the various 
functions. 
 It's an excellent reconstruc-
tion of a ship in every detail and the 
graphics help a lot because each sec-
tion is well built as you seem to real-
ly be in front of the real control pa-
nel. 

D estroyer is a marine simula-
tion in which you interpret 

the commander of a cruiser during 
the Second World War in which you 
have to carry out 7 missions with 
the choice of difficulty for each of 
them. 
 It's a PC title with MS-DOS, 
but unlike others for this platform it 
is that it starts without needing to 

install it on Harddisk. It's one of 
those early games that run directly 
from boot  similar to Amiga and Ata-
ri ST. 
It's a full-fledged simulation because 
you have total control of the ship 
through the various commands ac-
cessible from the function keys and 
the keyboard to activate them and 
facilitate the completion of the mis-
sion that is described immediately 
after choosing it. 
Each panel of the ship is very detai-

8086, 512k (1986, Epyx) 

The fights are almost mini games 
because you take control of the 
weapons and you have to hit the 
various targets. You have several 
fighting place to have a lot of fun in 
every situation. 

DOS= 7 

It is an excellent naval simula-
tion that leads you to com-
mand a destroyer with all the 
functions well reconstructed in 
every detail, but easily under-
stood after a few minutes. 
Fighting is like a standalone 
part of the simulation because 
you take direct control of 
weapons. 
The graphics are those of a PC 
at the end of the 80s and then 
in CGA, but does its job and 
well reproduces every detail. 

http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=DOS/d/destroyer.mp4


the two phases just explained. 
The first phase only serves to reach 
the house where one of the current 
mission bosses is located and after a 
bit of driving in which you destroy the 
enemy cars with your cannon, you 
automatically stop and enter the buil-
ding that can have two or more floors. 
In this Beat'Em Up phase that closely 
resembles "Joe Blade" you have to 
shoot enemies to kill them or change 
weapons using a kind of spiderweb 
that imprisons them. The gun has infi-
nite ammo, while the spiderweb does 
not. 
From the doors of the house could 
come out of the innocent or politi-
cians that if you kill them you lose the 
promotion and the target of your mis-
sion will escape. 
  It is certainly very interesting 
this title because it mixes two diffe-
rent genres, but that unites them in a 
way that makes it almost a film pro-
duction where the hero chases the 
bad in the streets and then in his hi-
ding place full of thugs who defend 

T 
echno Cop is a mixed game 
between a car race and a 
side scrolling Beat'Em Up. 

You interpret, as the name implies, a 
policeman of the future who has the 
task of freeing his city from crime by 
chasing criminals in cars and then 
trying to defeat them where they hi-
de. 
It is a game divided into two phases 
that represent the missions you have 
to fulfill: in the first you are driving a 
Ferrari in which you have to destroy 
the cars of criminals and very remini-
scent of "Chase H.Q" as a third-person 
view and game mechanics; in the se-

cond phase, on foot, you are in a hou-
se and you have to kill/capture all the 
enemies one by one using the eleva-
tors to clear each floor and reach 
their leader. 
After cleaning the house, you have a 
new mission that consists of redoing 

him. 
 The proven ZX Spectrum ver-
sion has a very good and detailed 
graphics for both phases even if they 
are completely monochromatic: in 
black and white the first and yellow 
the second. 
The limits of the Spectrum for the 
graphics are these because the con-
trol panel is very colorful and well 
defined of every particular. 
Its fluidity compensates for a little 
color because it is excellent and the-
refore guarantees a playability that 
makes it fun and encourages you to 
continue for a long time. 

ZX Spectrum= 8 

Thanks to a well-balanced 
difficulty in both phases you 
have a really good playability 
that will hardly tire you. 
Even if the missions are the 
same as modalities there is 
always a great desire to conti-
nue playing because there is a 
challenge in progress: pursuit 
and capture. 
The colors of the graphics, the 
absence of music are not a 
problem because you have 
everything  to have fun. 

ZX Spectrum 48k (1988, Gremlin) 



 

It's a new section of the fanzi-
ne dedicated to the reviews of 

readers who want to write 

their own reviews on the ga-

me, on the program they pre-
fer to give their point of view 
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others ones it will be vertical. 
Initially you are out of this castle, ob-
ject of the game, in which you have to 
face three waves of flying aliens that 
once destroyed will be lowered the 
drawbridge and you can enter inside 
with your spaceship. 
 It has a bad playability because 
even if the enemies are not difficult to 
hit, it is the environment that is for-
med by walls that you have to avoid 
at any cost with the enemies who ob-
viously cross these ones and occasio-
nally get caught while you try to avoid 
these walls. 
It is not bad from the point of view of 
the graphics that is certainly very co-
lorful, very fantasy in this kind of 
shooter and also has a bit of Japanese 
style that often like in certain games. 
It's, however, very poor in the general 
content and after an initial difficulty 
that seems manageable, as you enter 
the castle you realize that it is not as 
beautiful as the images seem to you. 

Evidently in these last issues I'm 
choosing games for MSX that not only 
deserve a full page, but also  "short" 
one. 
This title that does not even have a 
title screen starts immediately after 
loading, leaving you a little stunned 
immediately because you do not ex-
pect it. 
The game itself is a multi-directional 
scrolling shooter because in some 
levels it will be horizontal and in 

This game in some respects is very 
similar to Atomix by Thalion, but the 
most important difference is its pur-
pose. 
You have to create, with the molecu-
les you have on the screen, the sub-
stances you see in the small window 
within a certain time. 
It's a puzzle because to rebuild the 
substance you have to try to take the 

various molecules and assemble 
them. 
The difficulty is that the molecules 
can not move freely around the room, 
but move from one side to the other 
along the walls.  
By following these compulsory direc-
tions, you must move them in such a 
way as to combine them as you see in 
the small box on the left, but at the 
same time in the correct order. 
 There are 30 levels with in-
creasing difficulty and you will alrea-
dy be aware of it from the first of the-
se ones that requires a good study of 
how the pieces are put. It's a great 
puzzle game that deserves to be 
played for a long time. 

MSX= 6 

A classic shooter for MSX 
but does not have the 
strength to be interesting 
and fun as many others 
are. 

Atari 8-Bit= 7 

The beauty of  this game that is 
challenging, but that lets you 
play well and with a good 
study of the room and the 
various pieces you will be able 
to find a solution to move to 
the next level. 
Well done also from the 
graphical point of view with a 
good detail and also a musical 
melody always present as an 
accompaniment. 



B lood and Honor is a relative-
ly recent title for the Commodore 64 
and was made with the SEUCK. It is 
not, however, a shooter like the others 
created with this kit which are usually 
vertical and horizontal scrolling. 
You are in front at a horizontal scrol-
ling game, but with a side view as if it 
were a Beat'Em Up or a platforms ga-
me. 
Another feature of this title is the qua-
lity of the graphics that is much higher 
than the average of the games made 
with this kit that is often quite rough 

and with few details or colors. 
Blood and Honor instead shows an 
incredible quality so much that it does 
not look like a SEUCK because it has so 
many colors that thanks to the dithe-
ring these ones seem even more with 
a good effect of the shading. 
I do not know the plot because the 
manual is written in Polish, but you 
are a barbarian who must cross va-
rious levels full of flying enemies and 
strange creatures that appear from the 
ground that you can only avoid. After 
some time traveling through the coun-
tryside, you will come to a castle whe-
re you have to enter and continue 
your adventure. 
You are armed with a sword that you   
use in style Ghouls 'n' Ghosts even if 
initially you have to pay more atten-

tion to avoid the enemies that, all in 
all, have a difficulty that seems cali-
brated. 
Flying enemies follow very precise 
trajectories and even if you can not 

hit them you can try to see their 
movement in order to avoid them. 
The general gameplay is more than 
decent and surprised me because it 
is much higher than other games of 
this type of developing language. 
Surely for those who are skeptical 
about the SEUCK as I am, this is a 
demonstration that you can create 
interesting and playable titles. The 
fun maybe will not have it too much 
because you do not know its purpo-
se or if it has one. 
It is worth trying and playing for a 
long time to see if it enchants you or 
not. 

Commodore 64 (2011, FarCa & 

Indy) 

Commodore 64= 7 

Being a SEUCK I was very 
impressed by its playability 
that is much higher than the 
other games written with 
this kit. 
Surely the initial music is 
really pretty and listenable. 
Too bad that during the 
adventure there are only 
sound effects because this 
melody would have made 
the difference. 
Overall it is not bad and 
maybe this team has been 
able to exploit the SEUCK 
like few others. 



S.T.U.N.  Runner is a futu-
re car race cha-

racterized by a third-person graphics 
behind the car in a polygonal landsca-
pe. The most appreciated games just 
because these ones become more rea-
listic by empathizing in the virtuality 
of these worlds. 
 It is a race that takes place in 
2492 on board a kind of overcraft that 
runs at about 900 mp/h and the goal 
is to reach the finish line within a cer-
tain time limit making attention that 
the tracks are very different from the 
traditional ones because your "car" 
follows the path in every direction 

even on the walls of the tunnels also 
making turns of death. 
In addition to the inexorable flow of 
time you have to face enemies that are 
represented by motorcycle and flying 
spaceship similar to birds that you 
must destroy with you cannon, while 
indestructible drones, of course, you 
have to avoid them. 
Along the way there are also bonuses 
that temporarily give you additional 
power-up like increased speed and 
invulnerability. By recovering all the 

green stars along the track you will 
automatically activate a Smart Bomb 
that will destroy all the vehicles you 
have around you. 
Your vehicle has another feature that 
makes it difficult to drive because you 
do not have the brakes and therefore 
you always have the maximum speed. 
If you have a crash, it slow down for a 
moment, but you're back very soon at 
full speed. 
 S.T.U.N. Runner was a Coin-op 
and as such the expectation of conver-
sions was very high especially due to 
the fact that it was characterized by a 
totally polygonal graphic and make it 
fast and fluid as the original on an 8-
Bit computer could be very difficult to 
replicate. 
The Amstrad CPC version is very fast 
and also quite fluid because in the 
conversion there is a reduction in the 
size of the playing area and the poly-
gons are only present in some sec-
tions of the track. 

Amstrad CPC= 7 

Too many tracks equal in the 
landscape graphics and in the 
way of facing them do not 
give a very high longevity. It is 
however a title that vaguely 
brings you back to mind 
"Wipeout" and for those who 
love this type of racing they 
will find it very good and 
interesting even if you will 
find very few of polygons. 
The gameplay is good until 
you find incentives to play 
with it. 

Amstrad CPC, 128k (1991, Domark) 

The game remains playable becau-
se its mechanics do not change 
much - certainly the original speed 
and its frenzy are not there for the 
Amstrad CPC limits. 
The features you have known in the 
original version are all there, the 
levels are more or less done in the 
same way and so the race is the 
same. 
For those who like  "Wipeout" ra-
ces genre will appreciate it for sure. 
24 levels all the same in the 
graphics and in the landscape, 
however,  do not invite you to find 
out what's next. 

http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=Amstrad/s/stun_runner.mp4
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this genre. 
Different versions and editions has 
been released for this game and for 
the PC DOS version there are even 
four. 
The first and the oldest version is 
the one on 4 disks in 16-color EGA 
graphics and running on the old XT 
8088. 
The second version is always on 4 
disks, but in 256-color VGA graphics, 
also available in various language, 
and that required an AT 286 and has 
the same interface as the EGA ver-
sion, so it has a textual inventory. 
The third version is on CD-ROM with 
256-color VGA graphics, icon inven-
tory and music on audio tracks, but 
with a quality not exceptional becau-
se these ones were played through a 
synthesizer and the result was not 

very different from the Roland MT-
32 mode always of the floppy ver-
sion. 
In 2009 a special version of this ga-
me was released and it is considered 
a remake. 
It is the technical realization that is 
interesting of this title because it 
uses the SCUMM engine to improve 
the gaming experience and immerse 

T 
he Secret of Monkey Island 
is perhaps the most beauti-
ful and most played classic 
adventure because it mixes 

adventure, humor and tells a story of 
pirates as a fun parody to films of 
this genre. 
The young Guybrush Treephood 
wants to become a pirate overco-
ming three trials to prove at pirate 
bosses that he is worthy to join them 
in pirate art. 

These three tests consist in finding a 
treasure, stealing an idol from the 
Governor's house and challenging 
and winning the Master of the 
Sword. 
These are not easy tests because 
they ask the young pirate to find 
many objects, interact with different 
characters and learn how to use the 
sword. After the tests, you find out 
that the Governor has been kidnap-
ped by a ghost and to save her you 
have to look for a crew, a ship and 
finally set sail for Monkey Island. 
 You immediately realize the 
humor on which the whole story is 
focused, sometimes insane, someti-
mes paradoxical, but made in order 
to make you have fun, from having 
you always have a smile on your lips. 
It's a game that makes fun of movies 
and stories about pirates, but it does 
so well that it even seems to have a 
screenplay worthy of a film about 

yourself in the adventure. 
The user interface is like that seen in 
Indy3, in Zak and Maniac, so with 
many available verbs and an inven-
tory. 
 The Amiga version has been 
very well done and for the first time 
the Lucas developers have used this 
hardware as never before, even if 
the conversion has been quite com-
plicated in its own way. Unlike other 
conversions like Zak, Maniac and 
Indy3 where the graphics were 16 
colors, in this game the developers 
decided to exploit the 320x200 
graphics in 32 colors chosen from a 

DOS, EGA (1990, LucasArts) 

Amiga (1991, LucasFilm Games) 

Atari ST (1991, LucasFilm Games) 

DOS EGA 

DOS VGA 

AMIGA 

http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=DOS/s/secret_of_monkey_island_(ega).mp4
http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=DOS/m/monkey_island_vga.mp4
http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=amiga/s/secret_of_monkey_island.mp4


today encrypted. 
 The ST version instead is 
identical to the PC version in EGA   
16-color and Tandy sound. 

palette of 4096 that was initially 
ignored by Lucas because they had 
to be recolored a game  for a machi-
ne that had no market anywhere in 
the world. 
The opportunity came because at 
that time Lucas was developing the 
256-color VGA version  and then 
they found the time to recolor the 
Amiga version and demonstrate the 
true potential of the machine. 
The 32-color screens of this version 

were obtained by converting the 
256-color images of the VGA version 
by software and for this reason ma-
ny nuances were lost in not very 
aesthetic spots but the result was 
much better than the 16 colors of 
the EGA version. 
As far as audio is concerned, it was 
decided to make the most of the ma-
chine's potential by entrusting ar-
rangements and programming to 
Chris Huelsbeck and Rudolf Stember 
who were part of the "Factor 5" 
group known for their music in the 
Turrican saga. 
Huelsbeck used his proprietary for-
mat of "TMFX" music modules, still 

AMIGA 

ATARI ST 

ATARI ST 

DOS= 9 

Amiga= 9 

Atari ST= 9 

All three versions are excel-
lent, full of humor and so 
exhilarating at times that 
you will not be able to stop 
playing. Beware that you 
risk finishing it quickly even 
if it is long enough. 
There are technical diffe-
rences between one version 
and another that take ad-
vantage of the hardware as 
best they can. 
The PC version is the best 
because it came out first 
and uses the SCUMM engi-
ne better than Amiga and 
Atari ST, which in turn, 
however, do not much 
disfigure in comparison. 
The Amiga version was 
ambitious because it was 
converted from the VGA 
version trying to plug the 
many cuts that were made 
necessary. 
The Atari ST version is not 
far behind because it has a 
graphic that reminds you 
exactly the first DOS version 
in EGA graphics. 

http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=Atari/s/secret_of_monkey_island.mp4




Defender (1982, Atari - Atari 5200) 
 
In 1981 come out as Coin-Op, Defen-
der, a simple horizontal scrolling 
shooter in which you have to destroy 
the aliens and save people who after 
being kidnapped are turned into mu-
tants. 
If the aliens capture all humans on 
the planet this one is destroyed. 
In 1982 has been released the Atari 
5200 conversion that resumes the 
same game in the home version with 
the same fantastic original gameplay 
in all its glory. 
It was a very simple game in the   
Coin-OP with transparent graphics, 
so very little to see, but at the same 
time so fascinating because it immer-
sed the player so well, so that after 
putting the token in the slot it was as 
if he were to save the humanity. 
The same applies to the conversion 
for Home Computers and Home Con-
soles that give that same feeling also 
due to the fact that they were carried 
very well without sacrificing almost 
anything from the original. 

ces and I must say that in this title 
there are "low blows" that are fun 
to watch. 
An Atari 7800 really well exploited 
with vivid colors and credible ani-
mations with a very precise con-
troller management that responds 
immediately to your commands. 
Moreover, this is a console that 
often shows very interesting ae-
sthetic qualities with great playabi-
lity. 

Fight Night (1988, Atari - Atari 7800) 
 
A game dedicated to Boxing, but that 
definitely points to humor for the 
type of graphics and also for the gri-
maces when you receive certain ty-
pes of punches. 
The aim of the game is to face 11 
opponents and finally Bronx Bom-
ber and become the champion. Each 
of them has different characteristics 
including strength, resistance and a 
"Super Punch" that allows him to 
easily win or otherwise settle a good 
injury to the opponent. 
There are several game modes inclu-
ding a friendly match, a tournament, 
solitary training or with a Sparring 
Partner. 
 I wanted to take a screenshot 
of a special fist and I managed to 
show you one of the athletes' grima-

Atari 7800= 9 

A Boxing game that is fun to 
play because of having special 
moves that allow you to do a 
lot of damage. 
Beautiful in graphics, soul and 
immediate playability. 



You can cross the entire planet and 
to identify the aliens you have a ra-
dar that shows you their presence, 
the terrain surface, their position 
and even if they are kidnapping hu-
mans so that you can accelerate and 
hit them before it's too late . 
 Beautiful title that in this ver-
sion for the Atari 5200 will not ma-
ke you regret the original game. 

se then you have to stop in the pits 
for repairs. You also have a sort of 
turbo for temporary acceleration 
and recover the positions you will 
lose after a crash or a pit stop. 
 The gameplay is excellent for 
the fluidity of the graphics and cer-
tainly was obvious for this fantastic 
Console. The aesthetic quality is 
well taken care of as you already 
know and the difficulty is given only 
by the manual transmission, but it is 
not as complicated as other games 
of this type because it is very well 
managed. 
You will take away a lot of satisfac-
tions with this title on the NES, defi-
nitely better than other similar ga-
mes on different platforms. 

NES= 9 

It is not only an excellent 
racing game, but it is especial-
ly for the beautiful graphics 
and attention to detail and 
that does not sacrifice any-
thing for the playability and 
the fluidity of the race. 
You also have a nice melody 
accompanying music during 
the races that give rhythm to 
action. 
It is a typical game that you 
often find in the Arcades 
where everything was done 
to attract the attention of the 
player. 

Atari 5200= 8 

The conversion for this Con-
sole has great gameplay and 
also in the quality of the 
graphics that does not differ 
much from the Coin-Op. 
It has the same defect of the 
original that is repetitiveness. 
Level after level increases the 
difficulty, but always you do 
the same things. 

Al Unser Jr. Turbo Racing (1990, 
Data East, NES) 
 
With a really long and difficult to 
remember name, you take a Formu-
la 1 car race to your favorite Conso-
le (I had not reviewed this type of 
racing for some time) in which you 
have to complete a season with 16 
races; for each of these ones you can 
make endlessly practice, take a qua-
lifying lap and finally the race. 
 You have to try to win some 
races or make good placings becau-
se you have bonus points that you 
can use to upgrade and repair the 
car to be better able to become the 
champion. 
Among the features of this game 
there is a change that can be set by 
manual transmission making every-
thing more complicated, but also 
more realistic. Same for the damage 
that suffered during the race becau-





editor for reading and writing stories. 
A very interesting game that uses the 
Amiga in the speed of the graphics 

always fluid and without uncertain-
ties and an audio, where present, 

well played. 

Noddy's Big Adventure is the sequel to 
the game reviewed last month for 
Atari ST, an educational title for chil-
dren between 3 and 7 years and in-
corporates the concept already seen - 
to cross the city in your car to reach 
places where there are Educational 
mini games even if the names do not 
tell you anything about what you 
need to do. 
A difference from the previous game 
is that in addition to driving through 
the city, you  have an editor that al-
lows you to create stories with both 
text and images (this editor and story 
reader is on disk 4 to be loaded sepa-
rately or if you install Noddy in Hard-
disk you find it into the game directo-
ry and it’s name is “Processor”). 
 The mini games you encounter 
hidden in the city are: 
 
 Tricky Trees 
 Bert's Scrapbook 
 Noddy's Scale 
 Find Me? 
 Noddy's Kitchen 
 Beach Sorter 
 Picnic Attack 
 
There are four areas of the city where 
various mini-games are placed, ran-
ging from maths to logic. Among these 
there is one that is not part of the 
educational because when you choose 
the beach you have to squirt water 
against the crabs to prevent them 
from approaching your food. 
You can find the various parts of the 
city on your own by driving a car and 
picking up one of the many characters 
you meet along the way, or if you are 
listless you can click from F1 to F4 at 
any time to reach the area directly. 

Surely it is much more interactive 
graphic adventure than the other pre-
vious title because the games are hid-
den inside some neighborhoods of the 

city that you can scroll with the mou-
se since they are very large. 
 I found it difficult to run it from 
disk, while installed on HardDisk is 
much more convenient because you 
have both the main program and the 

Amiga= 9 

Educational games on these   
16-Bit platforms are always nice 
to play and watch for lots of 
graphics, always good anima-
tions with excellent music and 
sound effects. 
It is quite different from the 
previous game because the 
mini-games are less identifiable 
than before because they are 
hidden within the four areas of 
the Toyland city. 

Amiga, 2,5MB  (1993, Jumping Bean) 



R 
ody & Mastico is an educa-
tional adventure for the 
most famous Home Com-

puter of its time and tells a story as 
if you were looking at an interactive 
book in which you interpret the two 
friends who give the name to this 
game: Rody and Mastico. 
 The aim of this story is to find 
a multicolored star answering well 
to questions about the location whe-
re you are in order to continue and 
at the same time you can interact 
with the icons you find at the top to 
enter design mode in which you ha-

ve to recolor the room according to 
your tastes, an option to hear again 
the spoken text and finally a book 

icon to continue in the story. Conti-
nuing with the adventure appear 
new icons that represent the que-
stions you have to answer using the 
objects that you find around you. 
 The speech is very good be-
cause it is quite understandable, but 

loads a lot to read the text and un-
fortunately can not be disabled; 
whenever there is a question you 
have to wait for the loading and 
reading. More than once you lose 
the pace and the desire to continue. 
Control is via joystick is perhaps the 
worst part of this game because it 
simulates the mouse and is very 
slow. This title came out for Amiga 
and Atari ST and on Amstrad they 
had to use the joystick that works 
well, but the interaction is someti-
mes very slow. 
For the rest, it is an excellent educa-
tional! 

Amstrad CPC (1988, Lankhor) 

Amstrad CPC= 8 

Educational games are always 
well done regardless of the 
computer used because they 
must attract the user's atten-
tion and use graphics and 
music in such a way as to be 
understandable. 
Too bad it has few interac-
tions with the objects around 
you and is too slow in loading 
and using the joystick as a 
mouse. 
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ga CDTV that compared to other 
similar production has a gene-
rally superior quality thanks to 
professional photography. 

A dvanced Military Sy-
stems is a multimedia 

CD-ROM dedicated to military sy-
stems, so an encyclopedia that 
deals with strategic defense sy-
stems, various land and naval 
vehicles, airplanes, various types 
of weapons. 

It's a product like many others, 
but it has some really interesting 
features regarding the reading of 
the various topics that are di-
splayed as images showing the 
category to which they belong. 
Each of these has within it other 
images that represent the sub-
categories that you can see in mo-
re detail. 
Once you have chosen what to 
watch, it starts a Slideshow ac-
companied by the music and the 

voice of a storyteller who explains 
what you are watching. By pres-
sing the controller button or wai-

ting for the end of this animation 
you get an "extra menu" that al-
lows you to choose whether to 
read the text of the desired article, 
look at its specifications, return to 
the display or exit the main menu. 
If nothing is done at the beginning 
of the program, it will start by 
itself with a random slideshow 
that can be interrupted at any ti-
me. 
 The image quality is really 
excellent as well as the quality of 
music and speech. 
The main categories are only 5, 
but these in practice cover all 
known military means and are 
really many. Every object you find 
has its own music and its own 
spoken explanation. 
A truly epic and unique work of its 
kind available exclusively for Ami-

Amiga CDTV= 9 

A truly remarkable pro-
duct because it collects, 
through slideshows with 
music and speech, a vast 
subject like the military 
one and covers practical-
ly everything that could 
be known until 1991. 
The quality of the photos 
is excellent as is the qua-
lity of speech and music. 
One of the best multime-
dia encyclopedias on 
Amiga CDTV 

Amiga CDTV (1991, Dominion & 

Software Design) 

http://www.amigapage.it/index.php?pl=intro&modo_intro=19&file=cdtv%20multimedia/cdtv%20multimedia/multi%20flv/advanced_military_systems_CDTV.mp4



