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OPERATION WOLF...

NOW WITH TWICE THE ACTION,
- TWICE THE FUN, TWICE THE CHALLENC ; |

ROY ADAMS IS BACKN

The Hi-jack report came from a DC10 leaving Paris for Boston -
Arab guerillas were in control of flight 102 and had turned the
aircraft towards Africa...The plane lands in hostile territory and
the terrorists begin their demands...
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or the bulletproof vest, but watch out for

AIR-TO-GROUND MISSILES!.

Operation Thunderbolt the incredible
Taito coin-op conversion brought
| NOW to your home computer.
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Vore caventures of Tin $ news an
ews on everything 1é&b
PREVIEWS

Hard Drivin’, Ghostbusters Il Turbo
Outrun, Aquanaut ard loads more

REVIEWS
The Untouchables, M1 Tank Platoon
Stunt Car Racer ond Laser Squad. . the

ist is endless)

COMPETITION

Win o video recorder, Jabberwocky

ana Time Bandits vids slus ten
Fewson's Onslaught

CURIEs '_rl:

WIBBLE STICKS
If you're after a decent

hand-job dan't miss our
mega joystick test!

COMPETITION
Win o complete set of driving
lessons or o £200 Halfords gift
voucher to celebrate Domark’s cain-cp
conversion of Hard Drivin®

ARTIFACTS

-omputer graphics expert
Alan Tomking checks aut

Photon Paint Il and
Fantavision

UNDER WRAPS
spock! David McCandless reveals the much
owaited Ghouls ‘N’ Ghosts - L5 Gald's

latest stunnear

ARCADES
Dosh Eaters sticks its nose into Special
Project Y and yei more future arcade hits,

CRYSTAL TIPS*
“And Alistoir. Steel and Bloodwych
maps, fips on RVF and Interceptor, plus
POKEs ond Binky Berkmann's briefs

T :l" L

COMPETITION
Win a Sony Discman. ten
€Ds of yvour chaice plus ten
copies of US Gold's Ghouls
‘M’ Ghosts

ADVENTURES
That man with the beard, Mike
Gerrard, is back with mere
puzzling, er... puzzles

CHIP SHOP
BOYS

Tim Ponting susses out
Captain Sensible ard sees

does have nine livas

THE PRICE IS RIGHT
Leslie Crowther S01YS
you skinflints for the latest budget gomes!

-~
= OmME On Qown

CONSOLE ACTION

The only dedicated mini magazine for the
console gomes player. This month a specia
repart on the latest on the SEQG
Megadrive plus oodles of news and
reviews including Alex Kidd In High
Tech World ond Rush ‘n Attack.

STUFF

Peeks at the latest fab, brill, mega. . er
extremely nice film and video releases.

i“ y SUBSCRIPTIONS

BB ‘Yeo it's true. You can get 12
ssues ond a hip ZERO T-
shirt for only 18 quid!l

YIKES!

1%y

Your poges at last, but they're warth
waiting for. This month - Bungle :pillz the

beans on
Rainbow,
Bob
McAlpine
Jnr's

Build ng
Tips, Give
Or Take,
and the
secret of the
universe

whether his abseiling cot really

GAMES LIST

Need to find a game in a hurry?
Every single one is listed here in
our ZERO quick reference guide.

101
83
84
87
79
az
62
81
53
24
81
87
66
26

105
B4
56
36
18
56

15
13
15
48
12
12
15
13
15
14
14
14
13
15
13
14

REVIEWS

Alex Kidd Virgin Mastertranic
Batman: The Movie Ccean

Day Of The Pharach Rainbow Ay
Domes Of Sha Ziver Software
Future Wars Palace

Hammer Of Grimmold Fiver Soffware

Interphase Imogeworks
Knight Force Titus

Laser Squad Blade

M1 Tank Plateon Microprose
Maniac Mansion Lucasfiim
Mutant River Scftware

Neorth And South Infogrames
Power Drift Activision
Rush’n Attack Konami
Scapeghost Lovel 7
Stormlord Hewson

Stunt Car Racer MicroShyle
The Untouchables Ccean

Xenophobe M croStyle

PREVIEWS

Aquanaut Addictive Gomes
Blade Warrior |mageworks
Ghostbusters Il Activision
Ghouls ‘N’ Ghosts U5 Gold
Gravity Imageworks

Hard Drivin’ Domark
Midwinter Zainbird

Mindrall Thalamus

The Final Battle imagewaorks
The Lost Patrol Ccean

Theme Park Mystery Imogeworks
The Search For Sharla Thalamu:
Turbo Qutrun Us Gold

Wild Streets Titus

Wolfpack P55
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; N W ovweomer
l Mission Software (from
Zummerzet in degpest
yokel land) is hoping to
make an impression at
the Shopper Show with
the launch of a futuristic
3-D space sim called
Dominion, which is a sort of
cross between Elite and
Starglider 2. So what?... we
hear you cry. Well, it's got a
multi-player mode where
you'll be able to link eight
{yes EIGHT!) 5Ts, Amigas or
PCs together — that's what.
Dominion is set in the
year 2100. The multi-

——

l‘ﬁ

Full marksto Virgin
Mastertronic for producing the
most street-cred hardware ad
ever. lts current stonker
advertisernent inVIZforthe
Sega Console hastwo
housewives wittering on. One
saystothe other: “My Billy'sis
12" long, black and hard, and
great fun to play with inthe
bedroom...” The otherreplies:
“So's my.Johnny's Sega
Console, but he doesn’t
scream when | plug itinto the
wall socket!!" Oo-er! Virginis
hoping to release its game of
the cult mag early nextyear.
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UELDCITY

nationals have taken over the
world and now they re
starting to carve up the
universe. Players can own a

space station, cargo shuttle
and battle cruisers. Available
now on ST and Amiga. PC
VErsion coming soon.

s Qil
predicted
last
month
Mirrorsoft
has
bagged the licence
for Back To The
Future Il. It's also
obtained the
European licence for
Riders Of Rohan, a
Spring release based
on those long-haired
horse lovers from
Lord Of The Rings.
This one's a bit of an
international
product, it's being
designed by an
Australian company
and programmed by
Americans, no sign
of any lcelandic
involvement though.

GARY’S BRACING HIMSELF

cean's Software
Development
Manager, genial
{Phew! Could have
been a nasty typing error
there. Ed.) Gary Bracey is
still reeling at the news of the
delay in his much awaited
screen debut. ‘Cos the
release of the horror movie
Night Breed has been

postponed until next Easter.
As Ocean has the licence to
the chiller, we rang the
company to get Gary's
reaction, hoping he'd say he
was gutted — unfortunately
he didn't! Night Breed has
got 20 monsters, which is the
largest assortment ever on
screen since On The Buses -
The Movie.
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aving
conguered the
moan, as well
as ZERO's first
cover, Tintin

Let's start this
month with a
little bit
oftotally idle
gossip. In fact,
it's not so

Those of you still
grappling to clock up
yvour first 10,000
points in Tintin Sur La
Lune (Er...'On The

much idle
will soon be faced with Moon’ to you) might gossip as a
more perils. French be interested to note potential scandal
smoothy Infogrames is that the record at the - 50 just to cover
planning to release two Infogrames HO is a ourselves we'd better
new adventures featuring whopping 280,000 mind start by saying ‘'we were tald by a bloke
the boy with the silly hair and  gackham's you, that was by one of inapub’,
even sillier plus-fours next Treasure the gargons who _ Here goes. ‘We were told by a bloke
year. The titles lined up for and The Secrat OFf The programmed it. in a pub’ that Martin Moth {II’II ‘supra:mu'
conversion are Red lniiiin at Microprose) was caught in bed with

agony aunt Claire Rayner AND Sue
Pollard (of Hi De Hi fame). He was
wearing a latex Superman costume.
Company boss Major Bill (Stealey) was
apparently not amused, and Martin was
told, in no uncentain terms, ‘not to do it
again’. We phoned Su Pollard to check
the authenticity of the allegations, but
she wasn'tin. Su's answerphone
message simply told us she's playing
Dick Whittington at Wimbledon Theatre
this Christmas or something!

Activision is continuing its
involvement in the lucrative world of
arcade conversions by launching three
biggies in the New Year. Its whoppa for
1330 will be a conversion of Oragon
Breed - the mega successful coin-op
by the same people who did R-Type.

It's also releasing another IREM
conversion, Ninja Spirit as well as
Atomic RoboKid later this month.

I you thought the Greens were
narked ahout the vway we treat the
environment just wait until you meet
Mentor next year, in Interceplor's new
game Dominion (Er. doesn't that make
two games called Dominion - see

Grandslam go into the new P T wow
year firing from the hip with ;
two major licensing deals for
Sega shoot 'em ups. After
Space Harrier comes...
Space Harrier Il
The game is an advance on
the original, except perhaps in
the title department. For the
uninitiated, and fans of our
own Binky Berkmann, it
should be pointed out that the
game has nothing to do with
the RAF's famous VTOL
aircraft, but is the name of a
hero in The Fantasy World
who treats his enemies to
blasts of music packed
violence.

At the time ZERO went ta chair and console is but {not surprisingly) hasn't Mission j"'“"d":'l""‘ £d.) Mentor

press there were more supposed to sell for less than the faintest idea if they're true, festroyed the dinosaurs.in "."""n give
rumours surrounding the £500, which probably means  adding that the chair mammals & chance. Now he's returned
long-awaited (slight under- £499.99, to Earth and doesn't think we're doing

Was never supposed

too hot a job either. Before he decides
to have come out at

statement! Ed.) Konix As for all those whether to make humans extinct, one

Multi-System than

rumours, well the same time as 5 y

about Kylie still Konix PR man the console. Lﬂ:;:,n:‘:;::,:i?;;fﬁl?:gféj and
‘'seeing’ Jase. Michael Baxter Umm... (See ‘Konix moral test and for some reason you've

However says he's heard  Kiiffhanger' in been chosen. Ah well do your best...
despite the rumours, Console e About 11 minutes after the game hit
reports of Action), Sl the arcades, Domark announced that it
buy-outs, ; "] will be converting Escape Fram The
share hids

Planet OF The Robot Monsters. Jake and

and even the Duke are the men with the square jaws

ditching of - A g and ultra-brite smiles who'll star in this
the whole : i y o 7 world of comics, sci-li and rather long
product P : . itlas

‘konfident' - ' A i Cyberbalf has not got a long title but
Konix is still L - is nmth_\r new game lrpr.m I:Infnart._lt's
predicting its : 4 an American Football simulation with a

‘korking’, er ’ \ difference — the “ball” consists of 350
console \rmiffhit the & . ; ' ; pounds of steel and explosives. The
shops before = - ; : players are not your usual college

L 3 beefcakes either - they're 20 foot tall,
Cr“::t;’] ﬁ-“'t-:;';eu ; - - ; BB cight foot wide cybernetic robats. If
Ezlz i roun ; » iy _ nothing else, this proves you don't need
supp-li:slt'::ilrhe _ : brains to play America's national game.

Our mole in Tetbury tells us that
Microprose is about to drop some labels
from its stable, but it's not saying which

limited so if you
happen to have a
couple of hundred

~although they admit a decision has
sovs in your back ,’I been made. The clever money is riding
pocket when you spot . : " on MicroStatus and MicroStyle but the
one - then snap it up. : books are still open. Other labels are
The even more long " still active and new contracts are in the
awaited chair is expected in | /% F offing but Microprose isn't giving
the first quarter of next year anything away. Except Microstatus and

for about £250. The MicroStyle perhaps?
combined package of the : =

| ZERO L



THE FASTEST,

MOST THRILLING,
3D DRIVING GAME YET!

Take the wheel of your turbo-
charged Porsche as you and your
partner go in pursuit of dangerous
criminals all driving an evil array of
souped-up roadsters.
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| Need to catch up in a hurry? Well, =1/
| just one press of your Turbo I L

—

Button will leave your g
eyes in the back
of your head!

B
.
o
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BARRELLIN
THROUGH |
THE CITY STREETS,

| along the roughest of dirt tracks and
. through busy tunnels - if you can hold

the line! The low life can CH ASE H
run, but they can’t hide ... $ha s
RS ; .-tr.'||||:1A

AMSTRAD SPECTRLIA AlaR 5T
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ADVENTURE/Lucasfilm
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BRED DEIVIN' 1s 3 revolutionary oriving sisulation combiming the accurate
podel of race car handling with true 3d and force feedhack camtruls.
get cleser to the thrill of real racing without 3 fire-proof suit.

o STUNT CAR RACER
MicroStyle
FAST LANE
Artronic
XENON Il
Imageworks
ALTERED BEAST
Activision

DYNAMITE DUX
Activision

DAILY DOUBLE HORSE
RACING /CDS

FALCON MISSION DISKS
Spectrum Holobyte

OIL IMPERIUM
Reline

PIRATES
Microprose

Imageworks
If you wanna play God then you can
get in some practice by playing
Gravity. Greedy aliens are eating up all
the suns and destroying solar systems to
pot. Instead of leaving a nice little pile of

I
R oaa sk
luncheen veuchers behind, these
ungrateful E.T. rejects leave you with
nothing but a black hole that wouldn't be
filled by a million Mars Bars. To fight
back, you have not only your own scout
ship, but alse a number of remotely
prngrnmmed :ruﬁ_, p-nsing 5umathing of a
problem to those of us who can’t even fly
one craft without erashing inte every
static itern within miles. The God bit
comes in when you attempt to create new
planetry systems to replace those that the
aliens have gobbled up. You can start
creating on PC, 5T and Amiga early in
1990 provided you've got £24.99,

1] ZERO

)

&

ol

Domark

hey haven't invented a word to
describe how good the Hard
Drivin’ coin op is. Pretty flippin’
epic is a start but that's... three words.

The problem with coin ops of course
is that not a lot of people have got one
in their own front room. So if your
accelerator foot starts a twitchin” at
midnight you'll just have to sit yourself
down with a cup of Horlicks and an old
Carry On video and try to relax. Even
when the arcade is open you're not the
only person who knows how good this
game is. It's not a lot of fun standing in
a queue full of Chelsea fans who keep
offering to rearrange your dentures if
you dare ask them for a go.

MNow you can relax ‘cos Domark has
brought out a 16-bit conversion of Hard
Drivin® so you too can act like a Chelsea
fan in the comfort of your own sitting
room. We've been taking a quick
butchers at it and we're well impressed.

The graphics are easily as good as

OFF ROAD

those on the arcade version and the
soundtrack - complete with tyre roar -
has been swapped straight over. You
can also appreciate the beautiful sound
of a car plowing into a prize fresian!

The conversion retains both the stunt
track and the high speed driving option,
but best of all, Domark has managed to
keep the ghostly ‘Phantom Photon'. If
you beat this spooky driver then your
time and driving pattern get saved as
the new Phantom, so you can end up
racing against yourself. Well weird.

Obviously there's some loss of ‘feel’
since the arcade version leaves you a
shudderin’ in your seat as you grip the
wheel with a life of its own. Then again
you could always play the 16-bit on the
toilet, which would be almost the same.
{Would it? Ed.) You'll be able to take
Hard Drivin’ for a spin on PC for £24.99
and on Amiga and ST for £19.99 from
December. Don't miss our Hard Drivin'
compo on page 41!
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TURBO OUTRUN |

US Gold

' Get ready to ram your foot down on

the gas pedal again ‘cos Outrun is
back - and this time it's turbo charged!
COutrun Turbo is faster and mare power-
packed than the blockbusting original
which sold an amazing 750,000 and is
still selling. Once again you're at the
wheel of a devastatingly fast Ferrari F40,
but this time you're taking part in a four-
stage race across America.

You'll be battling bumper-to-bumper
with Porsches, good guys, bad guys,
police cars and, er, girlfriends. Whether
it's night or day, snow or ice, city streets
or mountain passes, this baby's hot and
just raring to go on ST, Amiga and PC
later this month.

PSS
A Strap on your wooden leg, feed the
parrot and shout “Up Periscope”
and all that - PSS are about to release a
naval simulation. Welfpack aims to
recreate events in the North Atlantic
during Autumn 1942, and combines
both strategy and arcade features.
Players get to fight submarine battles
or set up and carry out special missions.
It starts all relaxed and tactical as you
control entire fleets, then you have a
quick check of the view from one ship
and completely scare yourself sh..
(Snip. Ed.) The PC version is out at the
end of this month, price £24.99 and
there's talk of ST and Amiga versions
being released next year.

GOLDRUNNER 3D

MINDROLL

Thalamus

"You play an eyeball basically, and

roll around a lot" was one descrip
tion of this EPYX conversion of Quest
For Ultimate Dexterity. It's actually your
mind’s eyeball and it's faced with a lot
of speed tests, precision control and
brain-bending (to say nothing of eye
straining) puzzles over 10 levels. This
one’s set for a Christmas release on ST,
Amiga and PC but is best not played

Microdeal
N o scenario or anything

with this one, just a
quick quote from the press
release to whet your
appetite... ‘the aim was teo
create the most realistic
space game ever
imagined. A game which
would do for the computer
industry what Star Wars
did for film... poised to
take the software industry
by sterm.’ Modest
Microdeals'epic should be
out very soon on all
formats and the cost of
this possible piece of
computing history will be
remarkably like £24.99.
The graphics look
startling. Well worth
waliting for.

with a stomach full of pudding unless
you, er... well, I'm sure you can
imagine... Price £19.99

previews

* BATMAN: THE MOVIE
Ocean

SHADOW OF THE BEAST
Psygnosis

XENON 1l
Imageworks

ALTERED BEAST
Activision
BEACH VOLLEY
Ocean

POPULOUS: PROMISED
LANDS /Electronic Arts

APB
Tengen

TRIAD 11
Psygnosis

CENTREFOLD SQUARES
CDS

PAPERBOY
Elite

BLADE
WARRIOR

Imageworks
" Blade Warrior is a fantasy game that
owes quite a lot to the imagination of
Steven Spielberg. Palladin is a lucky
chap. He's a virtuous knight with a trusty
broadsword which he’s going to need to
avercome the Murk - a great evil that is
dominating the world. In order to defeat

him the Palladin needs a legendary
sword which is guarded by - yes you've
guessed it - a wizard.

Of course the wizard isn't geing to just
hand this sword over for free. He wants
something in exchange. Wizards are like
that, greedy as hell. Our poor hero has to
collect a stone tablet, fragments of which
are held by loads of other wizards. There
are seme pretty hot-shot graphics in this
one which should be out by December,

price £24.99 on all formats.
| ZERO | K!



previews

€3

INDY GRAPHIC
ADVENTURE /Lucasfilm

HING'S QUEST TRIPLE
PACK/Sierra On Line

BEYOND THE BLACK
HOLE /Mindscape

CHESSMASTER 2100
CP Software

WATERLOO
PSS

OUTRUN

Kixx

THE DUEL
(TEST DRIVE I1) /Accolade

LICENCE TO KILL
Domark

LIFE AND DEATH
Mindscape

POLICE QUEST Il
Sierra On Line

THE LOST PATROL

Ocean

You've seen Platoon, The Deer

Hunter and Hamburger Hill, well
now you can play [or is it, endure?)
the horrors of ‘Nam in Ocean’s
newie, The Lost Patrol. You're the
leader of seven weary Gls who've
been stranded after a chopper crash
with little or no hope of getting back
to your lines. You've got to trek
through paddy fields and jungles,
keep your ragged platoon’s morale
up and avoid Viet Cong raids and
booby traps. Sounds pretty trau-
matic, but let us assure you - the
graphics are out of this world! Should
be available on ST for £19.99 and
Amiga for £24.99, later this month.

B4 ZERO

Rainbow Arts

f you fancy yourself as a bit of a

marine boy then X-Out could be
right up your coral reef. It's billed
as the ultimate undersea action
game and sees you battling against
aliens from Alpha Centauri who are
threatening the freedom of the
earth. The little green men have
built their stations underwater and
are launching their attacks from
there. You're piloting the ultimate
submarine against these slippery
devils in Project Deep Star. There

SEARCH FOR SHARLA

Thalamus
A If you can imagine a combination of
Dungeon Master and Lords Of
Midnight then you're a little way
towards getting an idea of this
newcomer from Thalmus. It's so new
that it's not even finished yet, but it
already contains 512 interactive
characters on each of the 12 moons you
trek across, on your search for Sharla.
Action takes place above and below
ground and characters come and go as
suns rise and set, Thalamus promises
walks through landscapes and
elements of strategy in this graphic
quest which could last for years. Should
be out on the 5T in the new year.

are eight glugging levels, 40
different aliens and you can even
buy and sell extra weapens. Slip en
your wet-suit ‘cos you'll have to
tread water until close on Christmas
for this one. It'll be available on 5T
and Amiga and will cost £19.99.

THEME PARK MYSTERY

Imageworks

Well lucky old you, you've just

inherited the Magic Canyon
Theme Park from grandpa. No one
goes there anymore. Well, they
wouldn't would they? Mot while
there's a mysterious thingy lurking.
It sent gramps mad (which probably
explains why he gave it to you) and
it's going to make you bankrupt if
you don‘t do something about it =
quick. Theme Park Mystery contains
superb graphics and a mystery that
takes all your skill to survive, let
alone solve. Out early next year on
all formats for £24.99.
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GHOSTBUSTERS I

Activision

ith the licence to a film as mega as Ghostbusters

ll, Activision could have produced a pretty

average game and left it at that. The dosh would have

rolled in, but Joe Consumer (I think he means vus. Ed.)
would have been disappointed. Thankfully this isn‘t
the case here. You can tell the programmers have

worked closely with the script ‘cos they’'ve produced a

game which really lives up to its pedigree.
The three arcade levels are each based on a scene

Imageworks

If you survived The

Legend of the Sword then
strap on your armour and get
ready to fight again. It's the
ast battle and things have
already got off to a bad start,
The evil wizard Suzar has
escaped. (Well what do you
expect if you imprison him in
atear?) Meanwhile the hero is
imprisoned in an underground
cell (no tear nonsense for him)
and he should count himself
lucky, two of his party are in a
torture chamber and the
others are dead. Not only have
you got to retrieve the sword
and shield you've also got to
lay your hot sweaty palms on
six crystals to give you ult-
mate power. As if that wasn’t
enough the flaming weather
keeps changing as well. The
Final Battle is out next month
on 5T, Amiga and PC early
next year, price £24.99.

WILD STREETS
Titus
v Fancy pitting your wits
against the might of the
Mafia? Erm, well maybe in
a computer game. Titus'
latest will give you the
chance to do just that. The
plot goes like this. The
local Police Chief has been
kidnapped by the Mob
after he (unwisely) tried to
stamp ‘em out. Your task
is simple - just rescue the
Chief. Your only ally is a
black panther who sticks
te you like gum to your
shoe. There are great big
sprites, tasty animation
and 30 levels of action-
packed gameplay. Wild
Streets should be out in
time for Santa on 5T,
Amiga and PC for £24.99,

from the movie and lock really great. You can aveid
spooky slimers and gremlins as you're winched
down a New York City sewer, protect the amazing
walking Statue of Liberty in an arcade shoot ‘em up
(we're not kidding!) and finally play all the ‘busters
when you pit your wits against the evil Vigo.
Ghostbusters Il wil be out with the movie in early
December and you can be slimed on ST for £19.99

and Amiga for £24.99,

Rainbird

Eeen the bleecck meeed-

weeenturrrrer, frosteee
weeends mayyyy mooooan...
remember the Chrissy carol?
Well don't worry, this isn’t the
game of the Chrissy ditty. No,
yet again, you have been
given the job of saving the
civilised world, Except in this
case it's not very civilised,
'cos it's set quite a few years
after the Ruskies and Yanks
disposed of their nuclear
weapons on each other's soil,
and the nuclear winter has set
in, in a big way. Anyway, in
order to save the rather cold
uncivilised territories you will
find yourself hang-gliding,
skiing, riding cable cars and
driving ski buggies. Twenty-
five sovs will secure your
winter wonderland fun, and
it'll be cold enough for release
this month on all formats.

AQUANAUT

Addictive Games

' At last, a game for

drips! Well, not quite,
but it does involve pro-
found amounts of water.
Oceans full, in fact. For in
Aguanaut, you have been
given the task of destroy-
ing the Ramanishi Flag-
ship, which is somewhere
around the bottom of the
Atlantic. Amongst the
hazards you are going to
come up against in the
huge arcade adventure are
sharks, monsters, aliens,
and the brilliantly ani-
mated Rockodiles. Out
very soon, for a price not
unlike twenty five quid.

Charts supplied by the

Yirgin Computer Games Shop,
Virgin Megastore, Oxford Street.
Tel. 01- 631 1234

| ZEROJIS
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has enough hills to turn the st
drivers.” - C & VG :

“Quite simply Stunt Car is the best raclng gameyﬁt.'
seen on a home computer — check it out.” — C & VG
“Stunt Car is utterly brilliant and offers adrenaline
pumping gut wrenching high speed action that will
keep you engrossed for months —C & VG

“An action packed game that had us on the edge of
our seats.” — TGM

e

== RVF

The motor bike simulator of the Honda 750 RVF. Race
on Clubman and world famous tracks.

“A near perfect blend of simulation & action” — ACE
“Amazing graphics” - CU

“If this, as MicroProse maintain is the shape of the
Amiga games to come then everybody should buy an
Amiga now” — CU

U



This month, before allocating games to
reviewers, we asked each member of the

k posse’ exactly what he (or she, in
Jackie’s case) thought of the rum old ‘sport’
of golf. Here's what they said...

Golft What's that got to
. do with anything? Erm, golf golf golf
golf golf. Um, | don't know - you've
I f caught me off guard, Um, well, the
balls are a bit small, aren't they? |
mean, considering the distance they
have to travel you'd have thaught
football size would be more

; " o appropriate {they'd have to make the
e : clubs and holes bigger as well though).
Ty 55 Sorry, that's all | know-about it,
Um, there was a bit of a : e
‘cock-up’ last ish, as you B Well, TV golfers all ook a bit scruffy to
probably noticed. We thought v W ™y way of thinking, so maybe a
. lain th p uniform of some description might be
we'd explain the scoring 4 ; . in order - um... hats! That's it, golfers
system by bunging each of the w2 e all ought to wear a hat - the same type

J . ) . of hat, but each one in a different colour

sub'hendmgs onto a I'II'H'y &0 you can tell who's who ‘at a glance’
yellow strap: “That'll make them stand out,” we {even from a distance). And the best
thought. But disaster struck: somewhere along the player of the-saason eould have 8
line, all the blinking letters fell off the yellow bits.

special ‘silver’ aone.
So here’s a repeat performance '
(with all of the letters in place). _ ;

Every month the best games will have a full
three or four pages devoted to them. These 5 _
meaty BIG REVIEWS will have a basic run A DT —D
rough of the scenario and game genre, fol-
d by detailed reviews of all the different
formats the game is currently available on. | EEG—_GG—SGE—————
Dotted about will be boxes containing some [REEEEEEETEY
WHAT’'S WHAT _r'alher impartant
info - so read on,
LY Tintin THE VERDICT hox is pretty straight-
Y infogromes | forward, with marks (out of 100) awarded for
o m Graphics, Sound, Addictiveness and
Execution. The first three are self-

T November | explanatory, but here's what Execution
means. If programmers have used tried and tested routines ('3-D
scroll” for instance) which look a trifle ‘old hat’, and
aren't really pushing the machine or trying to cover
new ground, they won't get top marks here. And if they
have done something different and brill, they will.

Logical, non? There's also a brief summary next to the

Final Score - useful for both lazy people and dyslexics

[it'll save them a considerable amount of time). The
HASSLE-FACTOR score - which
is marked out of 10 - is tied in with
the Execution factor. Is there a lot
of disk accessing? Is it really necessary? For
instance, a game that loads in a big title screen
(however ‘fabby'} between each 'ga’ can be
incredibly annoying, when all you want to do is get
stuck back in. As for the WHAT'S WHAT box, this

simply gives you the details surrounding a game’s, erm, release.

And what's the highest accolade any game can get?

Only the ZER© HERO - the ultimate award which is

given to games that the ‘ace’ ZERO review team

considers particularly outstanding. To qualify for a

ZERO Hero the game must get an overall score of at

least 90. And games that don’t get the multi-page

treatment will still get coverage on every available

format - in the form of ZERO SHORTS. All the games

here will still be reviewed in depth - just using less ink! DEJA YU is

the space reserved for new formats of games that have already been

seen on other machines. We'll review the updated format and include

an issue reference so you can check out what we
had to say about the initial versions when they first
came out. Finally, there's THE PRICE IS RIGHT.
These are the budget reviews — shorter and
sweeter to digest and kinder on the pocket (and the
Scandinavian pine forests). These only get an
overall score ‘cos, erm... they're cheap.

Mow you're talking. It's my favourite
sport, golf. Walking around a giant field
with a sawn-off shotgun looking for the
little white balls and blowing them into
tiny fragments: then locating any ‘holes’
and bunging them up with concrete and
broken glass. That's my idea of a really
brilliant day out in the country. (U, |
think he's a trifle confused about the
rules actually. Ed.)

lan Woosnam's a
jolly little fellow, isn't he? He just sort of
bobs around the course getting birdie
after birdie after birdie. Sevvy
Ballesteros, on the other hand, is a bit
of a ‘strop merchant’. He sinks his putts
with as much verve and authority as
Woosnam, but tends to swear under hig
breath while he's doing it - which might
easily upset any particularly sensitive
lip-reading viewers.

I have a slightly different
approach to the game from that of the
‘professionals’ - it's called 'hit and
seek’. | place the ball on the tee, pick up
my trusty one-iron and thwack! Then |
spend two or three hours on my hands
and knees scrabbling around in the
woods trying to find the bloody things
again. It's great fun! Especially when
the ball and the club end up in the
middle of a gorse bush.

I'm another person
who rather enjoys the “hit and seek’
aspect of amateur golf {(as you might
expect from someone who writes the
ZERD adwenture pages). Actually, while
searching for my ball the other day |
chanced upon a small goblin nestling in
a rabbit hole. “"Da you have any rice, oh
bearded one?” he asked me, holding
out three shiny silver groats... (Oh no,
he's off again. Ed.}

Golf? Oh good. |
thought you were going to make all
sorts of jokes about me being short, like
they always do in Your Sinclair.
Actually, | think golf is quite hard for
someone of my size - nobody makes
the clubs the right length. | always have
to hold the metal shaft, and end up
poking myselfl in the eyes with the
handle. It'd be more fair you were
allowed to stand on a stool.

ZERO

.l



review

Prohibition Chicago
can’t have been a
brilliant place to

. live according to
. the The Untouch-
- 4 ables movie, For a

start all the girlies
wore shower caps with sequins on
and did a stupid ‘dance’ called the
Charleston, and what was even
worse - booze was banned! But
this didn’t stop some wily scamps
from making their own, or even
importing it illegally. And though
the liquor made a massive profit
for the importer, it was just as
likely to taste like diesel oil and hit
your stomach like a lethal dose of
paint stripper.

The government set about
capturing rascals like Al Capone,
who was a booze importer and
also pretty handy with a baseball
bat. He made miillions out of
illegally selling alcohol, but no one
could pin a single crime on him.
The odd carnation, but not a single
eensy weensy little crime.

No one that is, until Eliot Ness
formed his band of ‘Untouchables’
and eventually nailed Capone for
tax evasion, of all things.

Now Ocean has made a game
of the movie so it's not suprising
that The Untouchables game con-
centrates on this aspect. Six of the
major scenes have been adapted
and pack in almost as many gut
wrenchin’ bullet blasting frames as
were in the whole movie. Lights...
Camera... Action...

ZERO

Level one is an adaptation of the
wareghouse raid w ICEC
on in the film. Nes
recruited his 'Untouchable
his own for this one. It's quite a straight
forward platform and ladders-type
game, in which Mess must find and
shoot 10 ledger-carrying bad guys, and
collect the ledgers they drop. These
ledgers contain vital information
pertaining to Al Capone’s jolly little tax
wheezes. But there’s no time for Ness to
around reading them ‘cos he's
working against a clock which can make
the minutes bullet by.

An arrow indicates where the ledger
carrier is and this helps matters slightly.
Pranging him is a different bottle of
illicit gin altogether though, ‘cos he

e D00

E R

keeps running away, and leaping up
and down the packing crates in a bid to
avoid capture. Ness isn't helped by the
fact that Capone’s mob have a liberal
‘bullet allowance' in their wage, and all
seem more than happy to share it with
him. Collecting violin cases dropped by

s though, helps Ness
upgrade his weapons and provides him
with enough energy and ammunition to
complete the level.

A BRIDGE TOO FAR...

Level Two finds Ness in the pr
intercepting a cross border smug
attempt, and being engaged in a gun
battle with yet more of Capone’'s mob.
To the untrained eye this level might
look like an Oppo Wolf rip-off, but crikey

Can Ness grab the ledger before he bites the bullet?




HABLES

If the poll tax worries you, spare a thought
for the people caught tax dodging in the 1930s.
Tax inspectors then were more likely to fill you
with lead than ask you nicely to hand over the dosh.
Sean Kelly promises to fill in his registration form

just as soon as he’s finished playing Ocean’s brill new
game The Untouchables.

review

dito
the

1 all
yith
1 by

him
n to

no! ‘Cos here your gunsight is viewed
through a pair of binoculars at the
bottomn of the sereen and the main aim
of this section is not to puncture
Capone’s cronies but to shoot 50 bottles
of booze within the time limit. Of
course, Capone’s lot get in the way, and
in their own inconsiderate style, keep
shooting and chucking bottles at you.
Luckily for you, every so often a first aid
box pops up which will restore his
energy if he manages to shoot it.

ALLEY MENTALLY

By Level Three Ness has gathered
together the rest of "ver lads’ to reform
his Untouchables team. But two of them
are pinned down in some back alleys by
Capone's men and need to be used in
rotation to take on the baddies.

One of the characters must duck out
from behind a wall, fire two shots, and
then duck back behind for cover to
reload his gun. If one sprite gets hit
several times, it's best to change
character, allowing the first to rebuild
his energy supplies. In each alley a
number of enemies must be wiped
within a set time to progress onto the
next alley near the train station where
Capone's accountant is about to escape.
In the final eighth alley, Capone himself
must be taken on and beaten to
progress to the next level,

BOUNCING BABIES

Yus indeed, and they don't come

any bouncier than this one. Let me
explain. This level is based on the
railway station scene where Ness and

The bridge from level two on the Amiga, brought to you in glericus
cinemazeroscope. Then there's the ST which is not half as wide or

glorious as the Amiga.

Stone have to take out billions of
baddies whilst preventing a baby in its
pram bouncing down the stairs to its
death or getting shot on the way.
Baddies must be shot of course, but
innocent bystanders must be avoided,
as killing them will drain your energy.
It's a view from above jobbie and no
doubt some of you might be muttering
Commando under your breath at the
sight of this section. Well, yes, but yer
intrepid Rambo type never had to do
the baby sitting at the same time, did
he? If you push the pram too hard or the
baby gets shot, then a brilliantly gross
sequence follows when the baby,
splattered with blood, comes bouncing
out of the pram and skids straight
across the floor. Bleuch!

‘THE BRAIN ARRIVING ON
PLATFORM FIVE...

This is what you might call a pico level.
It's a straightforward shot blaster -
again taken from the film's train station
sequence. Seen from a first person
perspective, Stone has just one shot ta
‘apprehend’ {ie kill) a baddie who's
taken Capone's accountant (you know,

the one wha's been trying to make his
escape via the train station for the last
two levels) hostage. Miss and the
hostage buys it, hit and there’s baddie
brains all over the place.

THE NITTI GRITTI

Here's the last bit of mayhem - very
similar to Level Three. This time Frank
Mitti, Capone’s main henchman, is
pursued across the rooftops by Ness.
Each time Ness hits Nitti, he gets a little
closer to him, and Nitti is forced closer
to the edge of the building. Shoot Nitti
six times and he plunges over the edge,
to end up, as Ness puts it in the film ‘in
the car.’ Ho ho ho... very droll.

The Untouchables
Ocean

£24.95

ST/Amiga

December

| ZEROJ [+
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HASSLE
FACTOR: O

Usual loading

TEEAE] Sean: Am | dreaming? |

EFRNERE must be dreaming, it's

“l just not possible. Surely
t" no one could squeeze
— that much astounding
- playability and coding
by into a modest wee
Amiga. Hang about, I'll
pinch myself to check.
YARRGH! By gonad - I'm not dreaming!

MNow readers, sorry for all the drool-
ing, but it's not often that you come
across what is probably going to be re-
membered as the best, most original
shoot 'em up ever on the Amiga. | can
think of no other way of putting it — The
Untouchables is absolutely stunning.
Right now, calm down and when you're
sitting comfortably I'll go through all the
various aspects rationally to give you
an idea why The Untouchables is
so0000 good. Right...

Firstly, and most importantly of all,
there's the gameplay. Programmers
Special FX have taken some fairly old
ideas for the various sections, thrown in
some completely original ideas of their
own, and in every case come up with
thoroughly absorbing gameplay. Take
the bridge section for
example. Although it
looks like Operation
Wolf, rather than
shooting everything in

between levels, but noe

pause for breath is

unwelcome in this

“sight continually, the

player spands more
time rolling Ness

will see from the accompanying
screenshots just how excellent these
are. Special FX have been working
since the beginning of this year on The
Untouchables and it certainly shows,
Every section is finely detailed (just
check out the detail of Ness and the
pram from level four) and although it
sounds pseud - | can only describe the

backgrounds and sprites as “elegant and

exquisite! (Lordy! Ed.}

Then, of course, you have to take
into account the variety. Each of the
sections stands up as a little game in its
own right (with the exception of the
pico level) the first being an excellent
platformy ladders game, the third an
outstanding Prohibition variation, and
s0 on. The game also brilliantly comple-
ments the movie though that's really
neither here nor there, but the fact is
that the mood and atmosphere of the
film are captured here as perfectly as
any computer adaptation of a movie is
ever likely to do.

It's difficult to explain why exactly
The Untouchables improves on so
many old game formulas in such
dramatic style. Certainly screenshots
don’t do the playability justice. But
without doubt, The Untouchables is the
best game Ocean has ever produced,

MESS. The greatest
American policeman
of them all = he
nicked Al Capone,
captured King Kong
and exposed the
Watergate and lran
Conira scandals,
before dying of
acute leprosy in
Fuengirola three
months ago.

MALONE. The
greatest Irish-
American uniformed
policeman ever.
Apparently he lived
on a diet of codfins
and Tizer wntil his
prolenged death
which you'll can sen
in fwll, gery detail
at the end of the

mavie.

Over 11 pints of Sainsbury’s
1 Italian Recipe tomato
ketchup were used in
the famous gory Malone /Sean
Connery death scene,

Apparently the ex-007 spent

weeks cultivating an

avthentic accent for his part
as Malone, the streetwise Irish cop
= in the end it sounded just like his
James Bond and Indy Jones Snr (ie

broad Scots).

eventually sent to Devil's

3 Al Capone was caught and

Island where he spent the

rest of his days with his mates Steve
McQueen and Dustin HoHfman, until
they, er, escaped.

frenetic game.

around and avoiding
being hit, whilst firing
away in stacatto bursts
to hit the bottles and first aid kits. The
third section - the alleyway - is
definitely my personal favourite. Again,
a kind of Prohibition derivative as you
guide the sights over the enemy before
blasting them away, but also enhanced
to improve it.

This time the enhancement is in the
fact that you're working against the
clock with just two bullets to fire before
being forced to duck behind the wall
{for reloading). This gives the game a
real sense of urgency and momentum
which really had me gripped, and the
little sequence showing the detail as
Mess reloads each time, perfectly
caoinpletes this excellent section.

And then there's the graphics. You

y11] ZERO!

and the best game Special FX have ever
programmed.
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WALLIS. The one ne
one can remember.
He was the greatest
tax collector ever
sinee Saint Poter.
Inte reading tax
books in o big way,
he died a dead for years. He
millionaire and was later found in
bequethed his entire the Congo avercome
library te the by Candiru fish.
Prasident. Quch!

STONE. The greatest
American-ltalian
paliceman ever. He
gquest te
find Malone, but na
one told him the ald
bugger had been

Jackie: You know
how it is with

film licences. The
software companies
spend so much
moolah on the
licences themselves,
that when it comes to
actually putting the
game together, there's just about
enough money left over to pay a
programmer to program it. Thankfully

are filled with reloading
your gun or hunting for
enemies lurking abowve,
below or to the side of
you, depending which
level you are playing.
The graphics are out-
standing inevery respect
apart from the fact that
the Mess sprite didn’t
look enough like gor-
geous Kevin Costner
iwho played the treas-
ury man in the movie and who could
check my taxable assets any day) in my
humble opinion. But overall they were
amazingly detailed and thoughtfully
coloured and the sprites were really
smoothly animated. One thing which | did
find initially, was that the game was a bit
tricky to get to grips with. But once I'd got
the hang of it, it really opened up and |
soon found myself dribbling uncontrolla-
bly and giggling with glee as each hood
got a terminal puncture.
Ocean and Special FX have really

HASSLE
FACTOR: O

A big zilch. No
unnecessary disk

juggling, and what
juagling there is
more than worth it.
A highly polished
game in all respects.

SCORE EVIDENCE.
000400 COLLECTED

-000%

I'm not saying Mess is paranoid, but

keeping an eye on the statue does
seem a bit over cavtious.

Wallis takes on Capone in the final
alley. As you can see, he's a crap
shat.

TIME
D528

Ness tries the old ‘jump over the bullet trick’ in the warehouse sequence.

though, this isn't the case with The
Untouchables. Ocean has made a real
effort to get this one right and so they
should have done- 'cos they've had the
licence for a year. Special FX, the
authors of such stonkers as Batman:
The Caped Crusader have done the
coding and come up with the goods.
The Untouchables is, quite simply, brill,
Several game types have heen
adapted to make up six levels to play
through, but they all have enough new
ideas and elements thrown in to destray
any suspicions of staleness. Each of the
sections is perfectly self- contained but
at the same time they work well
together and go to make a suprisingly
coherent whole. It's a brill adaptation of
one of my favourite movies and just like
the movie, there are moments of
intense mayhem followed by quiet,
tense lulls in the battling. But there's no
time for finger-drumming 'cos the lulls

done a fantastic job and | reckon it'll be
guite a while before we see a shoot ‘em
up and film tie- in as good as this one.
Better than a concrete overcoat!

G LR,

S
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Without a doubt the most fun
you'll have on your ST foar many
a year. Storm your local
software emporium now!
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ALEX KIDD -
HIGH TECH WORLD
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Amstrad
VCR 6000
video
recorder and
fwo movies fo
watch on it
(Jabberwocky
and Time
Bandits)

PLUS

10 copies of
Onslaught -
Hewson’s latest
strategy game.

PLUS

A ball of
Michael Palin’s
belly bution
fluff!

CODPIECE

-

ABOUT THE MAIN PRIZE....

Crack open the mead and say something medieval
like “A million thunders - ‘tis a prize amongst
prizes, I'll be bound” because guess what? Thanks
to Hewson (who are celebrating the launch of
Onslaught, their rather super slay ‘em-up/strategy
game set in the Middle Ages) this is actually a ‘prize
amongst prizes’. For a start it's really something
rather modern. Something you couldn’t use back in
the days of old. It's a device for viewing movies in
the comfort of your own home - a device which
plugs into the back of any television set - a device
which sits on the carpet or on a shelf. Yes, that's
right - it's a video recorder!

Hang on, hang on. You don’t know about the video yet. It's a
spanking new Amstrad model with a 14-day timer, remote control ;
and speed search and is worth 16 gold ducats and a goat { That's 300 ¥
quid in modern money. Ed. ) And you’'ll also get copies of Time

Bandits and Jabberwocky, which are full of filthy peasants, Monty

Python stars and, erm, dwarves.

The 10 runners-up get copies of Hewson's gory new game
Onslaught (so remember to state the type of computer you
have on the coupon).

WHAT ABOUT THE BELLY BUTTON FLUFF?

This is a 'special’ prize we're going to award to the person
who makes the biggest hash of the competition. You can
only win it if you get all the answers wrong. Jabberwocky star
Michael Palin is, as you read this, cultivating a special crop of
foul fluff in his navel - can you stand the suspense?

There are six codpiece questions - all you

(-

*Any employees of Dennis Oneshots or Hewson caught entering this
compao will be boiled alive in a cauldron of festering cod.

- *No entries will be accepted after December 31st.
*The Editor’s decision is final.

(1) ©
o (5]

©
o

Address

‘Zip Code’

tick the relevant box:

L1 own an Amiga [l own a PC [Jl own an ST
L1 own a hedgehog called Maurice

L mm A 1T T T PR R I I T I I 0 i T

have to do is put a ‘yves’ or a 'no’ answer
next to the relevant number on the
coupon. Simple, eh?

1. A codpiece is an appendage like bag at
the front of a man’s breeches,

2. A codpiece is a tropical palm-tree
which bears coconuts,

3. A codpiece is a chamber-pot.

4. A codpiece is an air compressor.

5. A codpiece composes music.

6. A codpiece is what happens when a
large edible sea fish foolishly swims into
a passing ship’s propeller.

When you've ‘racked your brains’,
just fill in the answers on the coupon
lor a photocopy) and send in the
result to Codpiece Capers Compo,
ZERO, 14 Rathbone Place, London

W1P 1DE.
| ZERO P&



PLATOON

The Third World War. Now there’s a scenario and a half for
you - and, as per usual, Microprose seems to be at the helm.
And so does Duncan MacDonald, as he tries to get to grips
with four M1A1 Battle Tanks... getting killed about three
hundred times for his troubles.

Here’s the map screen. You're going to be wusing this quite a lot, as this is a
strategy game as much as an arcade game. It shows you the positions of the
enemy strongholds, hills and all kinds of 'stul’. Tres useful. Crucial, actually.

orld War Three has
w broken out (again), and
it'’s all Gorby's fault (as

usual). There’s a lot of action going
on at ‘the battlefront’, and,
basically, you're in the thick of it.
You're a tank commander you see,
and you're in charge of not just one
tank, but four. (And a plethora of
other vehicles and aircraft too
numerous to mention).

To explain exactly what you can
do in this simulation would be
impossible given the space (the
manual that accompanies the game
is a biggy, even by Micropose
standards - it weighs about the
same as a bag of sugar). But rest
assured that everything you'd need
to do in a real battle situation, you
CAN do here (apart from shooting
yourself in the foot and
seeing the fight out
from the safety of a
hospital bed,
surrounded
by loads of
sylph-like

nurses).

M1 Tank Platoon

R4 88 Microprose
£39.95
PC

Out now
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Dunc: Tanks!!|
They're like cars
really, aren’t they?
g, They're just a bit
bigger. And they're a
bit heavier, with
- loads of armour-
plating all over the place. And, um,
they've got lots of guns and things. And
they haven’t got tyres, either, they've
got caterpillar tracks. Hmmm. On
second thoughts tanks aren’t very much
like cars at all, are they? (No. Ed.) I'd
better start again then. {Good idea. Ed.}
Tanks!!! They're not like cars at all.
And therefore a tank game isn't like a
car game. All you have to worry about
in a car game is the accelerator, the
brake and the steering wheel — and by
juggling correctly between these three
things you can hopefully stay on ‘the
track’. In a tank game you have a few
more things to occupy your mind. In
fact you have about eight billion more
things to occupy it.

THE TANK CREW

Each tank is manned by four people: the
Driver (who steers it), the Gunner (who
aims the cannon), the Loader (who has
the boring job of sticking projectiles into
the cannon) and the Tank Commander
iwho's in charge of the whole shooting
match). You play all of these chaps,
meaning that, in total, you control the
actions of 16 people. It's a nightmare
the first time you play - but with time
spent between the manual and the
practice area, things eventually start to
become second nature.

-

THE PRACTICE AREA

The practice area is based on the
Marfenauer Gunnery Range in Germany
iwhere tank drivers try different
manoeuvres and fire live ammunition at
realistic targets in an area of 60,000
acres). You can choose to have either
static or moving targets, and the brilliant
thing is that they don't fire back at you.

Your tanks can be split up, moved
apart from each other over as wide an
area as necessary, and toggled between
at will. To begin with you can leave
three of them on ‘autopilot’ and just
control the team leader - the others will
follow you around blindly (fools!).

Switching to overhead map view,
you can suss out the terrain (hills, rivers
and roads) and find the location of the
enemy posts. Then you decide on which
tactics to adopt in order to get near
enough to blow them into the middle of
next week. The fact that they don't fire
at you, may make this operation sound
straightforward, but it isn't. With flight
sims you can orient yourself by gaining
altitude and peering from your, cockpit.
Mot so in Tank Platoon. Being stuck
down on the ground ig a different
barrow of vegetables altogether — and
getting your bearings means using the
map properly. You can {using the
movable cross hairs) denote specific
co-ordinates for your tank (or tanks) to
trundle to, leaving you time to summon
up the host of sub-screens - such as the
radio request screen where you can call
for reconnaissance or air/ground
support. In a way, the map screen is like
a strategy game all by itself — the

=595 Tank

I=62 lank

I=72 Tank
=1

He hum. I'm meant fo plough
through the manual to find out
what vehicle this is but | can’t be
bothered, so I'll guess instead.
Erm, It's a Ford Granada. Nope?
Erm Vauxhall Cavalier? (etc. efc.)

woanderful thing being that as soon as
the tactics have been worked out, you
can actually place yourself right in the
thick of the action to make sure the "fine
tuning' is carried out to perfection. (Or
in Duncan’s case uselessly. Ed.)

GOING TO WAR

Ahermn: this is where things start to get
rather tricky — the training run is over.
Having defined various parameters,
{strength and aptitude of the enemy,
hattle scenario etc.) you get briefed on
the whereabouts of Johnny Ruskie's
strongholds and are given orders to take
out (or hold) certain positions. You're
then plunged into total bloody war.
Things fire at you, so you can be killed.
Spend a while on the map screen
plotting your advance, and then plunge
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HASSLE FACTOR: 3

Lots of disk swapping, but that
seems to be par for the course
with Microprose. More annoying

is the scenario and jingoism:
good old America v. the Commie
Bastards of Russia. It doesn‘t
worry me much, but some
people will be forced to pretend
that they're playing the Animal
Liberation Front versus Conrad
Furs (the Fur Coat People). Which
makes it even more fun...

yourself inside the tank. All the gunners,
when not directly under your contral,
will automatically home in on the
nearest and most dangerous enemy - so
you can give a ‘fire at will' order (press
key ‘F'} and worry about driving the tank
{or tanks) to the spot you reckon is best.

There are hills in the game (thank
God!), and it's a good idea to keep these
between you and the enemy. A slow
trundle across three miles of flat, open
ground is not a good idea. Keep a wide
berth, and go for a hull-down position at
the top of a hill. This means keeping
most of the tank hidden behind the brow
of the hill, with just the turret and the
cannon sticking out over the top: it
makes you hard to hit. Mind you, the
enemy seems to engage in a lot of this
hull-down malarkey as well, so how on
earth do you get behind them without
getting shot to ribbons? Ahal Um - |
don’t know, actually. A long solo trek
around the perimeter of the battlefield
might work. Or maybe it's better to stay
put and call for an air-strike over the
radio. Oh dear, all this responsibility for
one so inept. Oh no, another member of
my platoon has just been blown to
smithereens. Sorry chaps.

THE ‘UPSHOT’

M1 Tank Platoon is one of those
simulations that Microprose seems to
excel in producing. It's demanding, it's
atmospheric, it's extremely addictive and
astoundingly ‘deep’. It also has a manual
the size of Ayers Rock - which has to be
read, so, if you're the kind of person who
likes jumping straight into a game and
working things out by trial and error, you
might be in for a shock. | certainly was.
MNow, where's the bloody manual gone? |
need to read pages 56 to 198 again.

m>buo

s W0 o W 4 60
As expected from Microprose,
this is a real ‘in depth’ sim. It's
corking good ‘fun’ to play, but

e« 3 & 100

the necessity to read the 200
trillion page manual might put
some of you off.

(ZERO R4



ife is a little like playing Power

Drift. You have your ups and

downs, your lefts and rights, and
gometimes you darn well don't know
which way to turn. Then, to top it all,
there are those shocking moments
when you hit a bump so hard you go
flying up into the air and wish you'd put
on your pair of brown trousers after all

As you probably know {unless you're

as thick as Heinz Country Vegetable

POWER

Sean Kelly may be to driving skills what Nigel Mansell is to method-acting
but that didn’t stop him taking Power Drift out for a test spin and living to
tell the tale...

ally things move so fast that you can't
tell the direction you have to head for
next, which makes the game a little
frustrating at times.

All the original's different track
surfaces seem to be there and the
varying effects they have on your
viehicle at different points during the
races have been kept. There's also a
huge variety of tracks, 25 in all, broken
down into five sequences of five tracks.

Soun), Power Drift - the arcade game
involved racing a buggy around 25
incredibly bendy tracks, whose height
above sea level changed from second to
second, and er... that was it. Apart from
the massively undulating track, impres-
sively fast graphics and mean-looking
cabinet, Power Drift - the Activision
game - is pretty much the same. So,
take away the cabinet and what are you
left with?

Well, a pretty
darn rootin’
tootin’ good
racer — that's
what. Program

HASSLE
FACTOR: O
Each track loads

in so ultra fast,
that there’s
hardly any
faffing about.

mer £2K.J,
author of the
brilliant Super
Hang On on 16
hits has done an

amazing job
capturing the graphics, speed and spirit
of the arcade version. The first thing
that strikes you is the sheer speed and
smoothness of the billions of trackside
objects scrolling towards you. Occasion
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Hold on to your stomach... it's take-off time again.

The range of background scenery is
also massive, from big cities at night
time to snowy Christmassy-style scenes
— just right for this time of year. The im-
pression of racing up and down the
hills has also translated extremely well,
and when cornering on gravel, you
really do get the feeling that the car is
slip slidin’ away round the bend.
Control is by joystick, keyboard or

AAARGH!!!! Where’s the road
gone!!?7?! | knew | should have hit
that bump slower.

Q‘.’- A r h_"' £ ") i

mouse and like Super Hang On, | found
the mouse to be the most responsive
method of control, although it did take
gsome getting used to. Soundwise,
there's an effective digitised “First lap...
second lap..."” etc each fime you cross
the line for a new lap and some fab
skiddy and crashing sounds throughout.
Alas, they've also kept that really
annoying ditty which plays interminably.
Hopefully, a button to turn this off exists

Pick a driver, any driver. Free set of
racing circuits with every driver
chosen.

somewhere, but | didn't find it.

Luckily though, a lot of attention has
been played to the little details. For
example, if you crash just before a steep
bank, you find it difficult to get any
speed up at first as you are attempting
to restart on the bank. Similarily if you
are going under a bridge and any of the
other buggies happen to be passing
over it at the time, you see them zipping
across the screen. Although this doesn’t
add to the gameplay, these sorts of little
details can add a great deal to the
appeal and staying power of a game.
Possibly a good job in this case, as |
found it fairly easy to get through the
first tracks, and suspect that it won't take
most gamesplayers that long to finish
the game. (You modest dog you. Ed.)

With the above tiny reservation taken
into account, Power DOrift is still an
excellent conversion. The graphics and
spirit of the original have been captured
well for the Amiga release, so you
should definitely jump in your buggy
and head for the local software shop as
fast as your little wheels will carry you.
It's a stonker of a game.

LY :
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m Power drift
[ LT IRE T B Activision

£24.95
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GREAT GAMES NOW
AVAILABLE ON 16 BIT

CodeMasters has moved in to 16 Bit!
Superb quality games especially designed for 16 Bit computers.

B TREASURE ISLAND DIZZY
“DIZZY arrives on 16 Bit. Incredible
playability, graphics and music — extra
rooms. New puzzles and characters —
Brilliant!!"”

B ADVANCED RUGBY SIMULATOR
“The first real simulation of the world-
famous game - it's all there . . .
conversions, touch backs, line outs,
drop kicks, real tackling, scrum downs,
throw-ins and all the rest!

B NITRO BOOST CHALLENGE

Amazing playability! A brilliant
simulation. Featuring fantastic desert
car chases — power speed boat racing
— frantic forest rallying and NITRO
BOOST Grand Canyon jumping!

PRO SKI SIMULATOR

“A very sophisticated simulation
indeed - realistic ski jumps and
competitive two-player action — all
enhanced with breathtaking graphics
and excellent sampled sound effects.”

ATARI ST

YES! Now you
can buy high quality
16-Bit games for

only £4.99

SEAL
Dty

This seal Officially
Guarantees that
CodeMasters has

approved the quality

of this product

THE-ACTION-STARTS - HERE -

CodeMasters, PO Box 8, Southam
Warwickshire CV33 0SH



WVIRGIN's SANTAW

HERE WE GO! ....

Virgin Games have decided to become a Senta andhand out£30,000 worth
of fabulous goodies. All you have to do 1o gaiﬁ. ir(ifﬁ.SRf1la’s generosity is

- i

to buy any three of these gamas:

SHINOBI
DOUBLE DRAGON 1l
GEMINI WING

CONTINENTAL CIRCUS
SILKWORM
NINJA WARRIORS

Simply collect three tokens vou'll find ane in each game - and send them

to Virgin Games. The prizendraw w || take place on 29th January 1990,

Don't miss o4t on an extra special stocking this Christmas when SE!r'I'[a-H|“

be awarding the lucky winners with: ik
wu

arrior

5 FIRST PRIZES OF

£1.000 worth of software of your choice, or an Amiga or ST plus £500 Winatics

wn f

of software of your choice ban |
10 SECOND PRIZES OF il ou
it wad

£500 worth of software of your choice
20 THIRD PRIZES OF -
£250 worth of software of wour choice

1000 RUNNER UP PRIZES TOO!

Any one of the six Virgin Games arcade classics mentioned earlier.

MAKE SURE SANTA
VISITS YOU |
TWICE THIS YEAR! R
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It's.not true! Even
after months of
negotiation with the
Ruskies and despite
a r'rﬁ'ié_ﬁ exodus out

of “JAfghanistan,
we're still under threat. There's no one left

HINOBI

ou're masashi, a tough 'minja
arrior on a mission to clearthe
n from rebel martial aris

to press the Nuke button so the battle has
switched to copters and plane. Non-stop
shoot-'em-up arcade action.

natics. Explore the scrolling

an landscape and beat the
Il out of your opponents,
t watch out for the

nd-of-level guardians. GEM'N' WING

The aliens have had enough. They're not
going to take their brethren being blasted

WI'AL On computer screen any more. So they've
C'RCUS come down in their hordes to blast

the pitiful race of carbon-based
life forms called humans. Can
you stop them? Somebody
has to do it.

|

Compete in forrmula
one races in Brazil,
America, France,

Maonaco, Germany,
Spain and Japan, Race hard, but
wateh. out for other cars. :
Colliding can be fatal. And do.s
visit the pits for fuel and

repairs,

NINJA
WARRIORS

Can you survive
brutal enemy
onslaught? Fight
- with hand, foot and
dagger to rid the
street of the scum
that dare infest your home town. A
classic arcade conversion.

ALL AVAILABLE ON

AMIGA £19.99
ATARI ST £19.99 1
C64 DISK £14.99
C64 CASS £9.99
SPECTRUM CASS £9.99
SPECTRUM +3 DISK £14.99 VIRGI R
AMSTRAD CASS £9.99 Z-4 VERNONMN YARD

T19'PORTOBELLO ROAD

OUBLE
DRAGON 1

ferocious two-player simultaneous
Maitial arts mayhern. Evil fiends have
fptered your girlfriend - it's up to you

ind your brother to rescue her. Don't fail.

fhrough the town, countryside, mountains
indtinally into the lair. Use whatever weapons
fou can find to stay alive.



IBBLE

A joystick is a joystick
is a joystick... right?
Wrong! As anyone

who’s ever had a fire

button go phutt at the
crucial moment knows,
you're only as good as
your leaf switches. But
how to sort out the
beasts from the best?

There’s only one way.
To lock John Minson

and ten ever so slightly

phallic controllers in a

room until just one
emerges the winner.
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cOMMAND MODULE: Better than its barf-bag styling suggests
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JOYSTICK
L4 =£9.95/Sonmax

Here's one | built earlier...

Most joysticks end up as
a pile of bits but this one starts that way.
There's always something satisfying
about a good screw, | thought as | fixed
the top of the casing to its base. Even
though it's easy-peasy to slip wires onto
micro-switches you're left with a certain
sense of achievement. This isn't just any
joystick — it's your joystick, lovingly
crafted with your sweat, blood, tears...
As a proud parent you'll be happy to
know it contains four micro-switches
with a leaf switch for the single fire
button and that the stick shaft seems
fairly heavy duty. The grip is a little
small for large paws but the button is
sensibly placed for right or left handers.
As to the general appearance though...
blechh! It looks mare like a nasty ice-
lolly than a hi-tech alien zapper!

NAVIGATOR
£14.99/Konix
In keeping with its
innovative approach to
hand-jobs, Konix comes up
with a a Star Trek view of
25th century design (ie slightly sixties
looking). Still, it makes sense. The
contoured handle sits snugly in either
hand, leaving your forefinger free to tap
away on the front-mounted fire button.
Above decks it's rather less well
thought out. How to put this politely...
erm, the shaft is tiny. Still, they do say
it's not the size but what you do with it!
Construction is as solid as you'd
expect from Konix, with a proper micro-
switch for the fire button. There's also
an auto-fire feature. Despite its sinuous
curves it looks decidedly butch, and
kindly Konix has included a second
connector so that if yvou have a
Spectrum +2 or +3 and are feeling
masochistic, you can still use the stick.

WIZMASTER
£12.99/Spectravideo
This is the sort of thing
that console players are
supposed to love. A strange little box
containing two fire buttons and a control
pad. If you've never tried using one I'd
seriously suggest you do so befare
buying. Some people can never get to
grips with the tiniest touch sending their
spaceshift shooting off to the left.

Thoughtfully, QuickShot has
included a couple of serew-in handles,
There's a tiny, half inch knob resembling
& pawn from a chess set and a slightly

longer (2%) ribbed handle. The latter is
surprisingly comfortable, but only if you
use your left hand for steering (or don't
mind working with erassed hands). The
WizMaster can be used as a table top
moadel or in your palm. Construction
seems solid enough but the cable’s on
the short side. The response of both the
control pad and fire buttons is distinctly
spongy — rather like an old Speccy's
rubber keyboard, There's an autofire
switch and the second button is marked
turbo for superfast firepower. Strangest
of all is the ‘multi-system adapter with
mode switch'. Sounds impressive, but
it's just a small switched unit which lets
you choose between Atari, Commodore
and Sega or Amstrad and MSX. Quite
why it's detachable escapes me!

MACH 1
£10.99/Cheetah
Like Konix, Cheatah has been
making joysticks almost as
long as there have been
home computers. The Mach |
is a standard, table-top
device with fire buttons at every
possible point. There are a couple mare
buttons on the base unit - if you want to
use your toes, nose or any other
extremity, you'll be able to blast away
with this one, And to add to the ferocity
of your firepower, there's an autofire
switch. The fire buttons have a clattery
micro-switch feel but the auto-fire
selector is a dodgy looking slide switch.
The trigger grip is a good size and
nicely contoured for average sized
hands. Response is on the fluid side
with a fairly long travel and a slow
return to the centre. The base is small
enough to be hand held but the cable is
decidedly short at less than four feet,

COMPETITION

PRO EXTRA

£16.49/Dynamics
“ If you're a sophisticated
games player you'll
want to slip into this
sexy little see-through number before
you settle down for an evening of
thoroughly adult alien blasting on a
bearskin rug in front of a blazing log
fire. Sensuously caress its twin,
microswitch fire buttons and... | Take a
cold shower, Minson! Ed.)

The Extra in the Competition Pro's
monicker is more than just the _
transparent plastic body. It also features
a three-way switch on the front for
normal, auto-fire and most intriguingly,
slow motion. This allows you to reduce
the speed of vour character with the
joystick, which may have its uses in
platform games for those tight

manouevres but sounds positively
kamikaze in a shoot ‘em up.

The stick’s response is a trifle stiff
and instead of the standard issue
suction cups it has flat, rubbery base
pads. These stop it sliding but don't
keep it from bouncing all over the place
during a really frantic bout of stick
wiggling. It's also rather bulky to be
hand-held for any length of time.

SPEEDKING
£10.99/Konix

| know a lot of people
who love this totally

© unique hand-held. You
grip it in your left paw,
curling your forefinger round the base
to tap away at a seriously light-touch,
micrao-switch fire button, That leaves
your mitt free to manipulate the stubby
little shaft. Despite its small size (just 2%}
this has a surprisingly long travel and
the clicks of the switches are
reassuringly positive.

Like | say, there are SpeedKing fans
who wouldn't use anything else. But...
{didn’t you just know there was a ‘but’} |
just can’t get to grips (ho, ho, ho) with
the thing. It's fine for the first few
minutes but then a dull ache develops
in my wrist. Five mare minutes and the
cramps set in. Pretty soon the aliens are
invading because | can't hold it any
more. That said, it's a solid handful and
feels built to last - no good for cack-
handers, though,

COMMAND
MODULE
£17.95/
Sureshot
My, this is a big
bugger! A whopping 10.75" by 4.75".
Can’t wait to look inside! (Screw, screw,
lever, wrench.) Wow! The ultimate
space age technology - as in lots of
space. Thin air. The Command Module
is a classic case of packaging gone wild.
Or maybe not. Ignore the (quote)
‘attractive label simulating computer
keyboard' (Do these people seriously
believe this barf-bag silver sticker is
anything other than an offence against
aesthetics?). The large, oblong, micro-
switch fire buttons allow you to get the
sort of rapid fire rhythm only usually
obtained by inducing a severe case of
the shakes in your wrist. And the
oversize base provides a handy rest.
The stick itself is fairly stubby
though not objectionably so, with a
positive grip and short travel. There's
also an auto-fire switch hidden away on
the front. Construction sounds fairly
rattly — but then again, it would with all
that echoing space inside.

(ZEROK)L



CHALLENGER
£4.99 /Cheetah
Cheap and cheerful or
bargain basement bullshit?
This is certainly a challenger
for the smallest t )
model, with its 3.25" by 3" base and 3.5
pistol grip. Cheetah still manages to
cram in two fire buttons, on the top of
the handle and to the left of the base
unit. But don't think that it'll double as a
hand held, at least not unless you're
prepared to rip off the suct
The saving in production
merely in plastic though. The absenc
of micro-switches helps keep the price
down. It also means the Challenger has
a far less positive feel to it. The fire
buttons are particularly ‘flat” and the
i eems to glide rather than click. |
dissected the speci
‘works' consi
clover shaped pi of metal above |
ich makes contact as the sti
wed, This is hardly
form of switching; howes
have an advantage in that repai

THE CRUISER

£9.99/Powerplay

There is, in the world of

marketing, something

called the USP - the
unigue selling point. The Cruiser has a
USF: namaly, a “3-way pow ntrol for
axtra sensitivity®. To change the

down, tug on the
collar to one of three settings
r of requiring a third hand. While
oosen the touch it's still fairly stiff

hand; they're r y switchas with a nice,
positive feel. It's also available in a vile
yuppie tel coloured version. Blech!

MICROBLASTER
£12.95/Replay

| like the guarantee slip
“that comes with this

one. If it doesn't work it
suggests you ‘Check your

MicroBlaster is connected to your
computer.” Technical stuff, eh?
It's a surprisingly heavy stick for its
compact size, with the usual twin fire
ons on the base and a raised handle
n. The fire
re micro-switched but have a
| are small, so you'll have
to be ate Il, there's an auto-fire
switch hidden snugly beneath the case .
The shape of the base makes it less
than suitable for hand-held use and
hecause it skimps on suction pads it has
a tendency to jump off the table during
frantic manouevres. The box claims that
the cable is an extra long 1.4m. Being a
Doubting Thomas who doesn’t hold
with all this metrification | whipped out
my trusty twelve inches and measured
it at under four feet. That's 1.2m, even
including the D-plug. Naughty, naughty.

<¥] ZERO|

Your average joystick has to deal with many types of
game before it becomes a pile of wire and funny plastic
bits resembling a modern ‘sculpture’ (only not quite as
valuable). So we tested our ten wibbly things on three
totally different formats to see how they coped...

THE SHOOT ‘EM UP
ACTION FIGHTER (Firebird)

1 This straightforward scrolling shoot ‘em up
calls for lots of left-right action but also
sensitive up-down control for the throttle,
and fast fire to wipe out the enemy road
users. The MicroBlaster's slack response
was well suited 1o the game and its auto-fire
came in useful but the slightly loose feel to
the fire buttons was disconcerting. The
Competition Pro Extra’s auto-fire didn't
| wark here but its slow-down feature did -
i making the game impossible to play! In
normal fire mode it performed okay with
i nice steering but nippy acceleration. By way
of contrast, Cheetah's Meach I was far too
| free, sending my bike skidding all over the
shop. The auto-fire didn’t work, either. Ironically the same firm's cheapie, the
Challenger, scored slightly higher with its sluggish, leaf-switch responses but
the rattly fire button was impossible. Perhaps this called for big-jobs. The king-size
Coemmand Medvwle's huge buttons didn't seem to help that much so | switched
to auto-fire, which did. The adjustable Cruiser's stiffest steering proved
unsuitable for nippy manoeuvering and while the slackest setting made dodging
easy, acceleration was abrupt. The mid-setting was much more pleasant. The real
surprise was the WizMaster; with the short shaft fitted it was possible to get
some extremely fast reactions. The auto-fire worked as well. As | expected, the
Konix Speediing left me with an aching wrist but before pain stopped play its
stick gave a nice fast steering response. The Navigater's handle solved the
holding problem but it was hard getting a fast rate of fire with the front-mounted
button (auto-fire worked fine). A bigger problem was the stubby handle; | need
something proper to grasp. That only left my hand-crafted Sureshot Designer
model. Well, it worked but not quite as I'd hoped. My bike skidded across the road
like an ice-skater. At the end of round one | had my preferences sorted out and
topping the table were the Crwiser and WizMaster, with honourable mentions
for the Command Medule and Navigater. Time to load the next game...

THE BEAT ‘EM UP

STREET FIGHTER
(US Gold)

MNothing like a beat ‘'em up to
test a joystick’'s mettle — you
need a nice positive fire action
for all those body blows.
Surprisingly, the shandy-
drinking Designer stick proved
surprisingly butch here. My
street fighter was leaping about
like a ballet dancer. The Cruiser
came unstuck though; even on
its lightest setting the action
suggested my martial artist

: needed a lie-in, while the tight
responses on the Competition
= : ; . Pro Extra’s stick made it

o ; " difficult to flow through all the
diagonals required for a nice fluid fight. Once again the Challenger failed to live
up to its name, producing an extremely rheumatic performance. Cheetah's Mach
I certainly broke the ‘ouch’ barrier though, with its easy movement allowing my
man to carve up the competition. Surprisingly, the MicreBlaster also allowed an
acrobatic display despite its short travel. The Navigater's reaction time was too
slow to take me far round the world, and while the SpeedKing performed better
it laft my hand feeling like a troop of Ninja had danced upon it. Far better was the
tiny pad of the WizMaster; when | added one of the screw-in sticks, it proved
ideal, far outscoring everything else. After this the massive Command Module
seemed somewhat bulky but still turned in a good performance, though not quite
accurate enough. So round two produced a clear winner, the WizMaster,
followed by the Mach I, MicroBlaster, Designer and Command Medvle.
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THE SPORTS SIM

CALIFORNIA GAMES (Epyx)

For the final round it's a return ticket to
sunny California - all right, smoggy
London town. For the ultimate test of
any stick - the sports simulation.
Precise timing on the fire button for
those skateboard manouevres,
accurate positioning to catch the
footbag - and a bit of joystick jiggling
for the BMX, This time the
WizMaster consigned itself to the
realm of the couch potatoes. The fire
action was too soft for spot on
positioning and the short stick just
didn’t cut it. I'd hate to use this for a
real stick waggler such as Daley
Thompson! Cheetah's little
Challenger was surprisingly useful
when its stiff action helped with
accuracy but was a dog when it came
to fast movement. The Konix
Navigator failed to take me further
than Luton airport as the stick stuck
and refused to return to centre, It was
retired to the injury bench. No such
problems with the SpeedKing, which
rovided a nice combination of
accuracy and easy movement. Pumped
full of hormones the Command
Module produced a commanding

sponse
auto-fire
feel to

ing-size
itched

performance. The short, easy travel on
the stick helped accuracy and easy
control, Definitely a dude. Every parent
likes to cheer their child at sportsday
but the leaf spring on the Designer's
fire button let down its split-second
timing. The loose stick wasn't as bad as
| expected but | reckon Daley

Thompson would destroy it.

Time for a stiffy. (Open the
windows first! Ed.) Unfortunately the
Competition Pro Extra's short
iravel made it impossible to whack up
the BMX speed and the fire buttons felt
generally unresponsive. Still, its slo-mo
came in useful on the half-pipe! (Cheat!
Ed| It was back to bruised knees with
the MicroBlaster but its slightly freer
action gave it the edge in most ather
events. Not quite awesome but fairly
far out... maaan. Cheetah's slack action
Mach | made for easy jiggling and by
really ramming it around it's possible to
aet truly rad. However, the auto-fire
caused problems, locking on when it
said it was off. The very Californian
sounding Crulser's three way
sensitivity setting was well useful,
though it wias still not ideally suited to
wild waggling.

Rounding up for the third time,
there's no obvious winner but the best
appear to be the Speed King,
tommand Module and Cruiser with
fhionourable mentions to the

MicroBlaster and Mach I (plus
Comp Pre Extra’s cheat ability!)

o it's make your mind up time...
s and | can't! Let's face it, just as

there's horses for courses,
there's sticks for software. It depends
whether you want pixel accuracy or
real, ram home action. And it depends
an your taste.

Of the six traditional sticks the
Cruiser's variable touch control was
nice but not quite variable enough in all
circumstances. A nice price though. The
Competition Pro Extra's slo-mo
cheat can be useful but | didn’t like its
stiff response. The MicroBlaster was
a good genaral purpose stick with a
fairly stiff motion while the Mach |1
provides an easier movement plus
oodles of fire buttons. Maybe too slack
and slight doubts about its construction
though. Cheetah’s Challenger was
unlikely to last forever but it's extremely
cheap; erratic responses though. Finally
the home grown Designer is |ots of
fun to build but less handy in action,

It's unbelievably loose and hardly feels
robust, Limited usefulness,

Konix's two sticks are interesting
variations on the theme. | was surprised

by the Navigator's failure, but it is
covered by a 12 month guarantee (as
are many of the other sticks). Its stubby
handle ruled it out for me. Similarly the
SpeedKing is a nice performer if you
can get your hand round it.

The Command Module zcems
maore suited to five year olds who want
their computer de :ks to look impressive
but peel off the silvery sticker and you
have a worthy, if not outstanding stick.
It's also costly. The WizMasbker almost
converted me to joypads, especially
with the longer handle screwed in. |
could probably get to like this.

5till, | can't see any one of these
satisfying me, My advice would be to
buy a couple if you can, perhaps a stiff,
traditional stick and

the WizMaster or
gven an ultra-loose
cheapie for when
you need it. Then
you'll always be

equippad, whatewver

the software

publishers decide to

throw at you!

TS c2.99 | cheeroh | 2 | 46" | 1vear
(L LTV ) 17,95 | Sureshot &1" 1 YEAR
MODULE

L) £16.49 | Dynamics 2 61" | 2veams |

m £9.99 | Powerplay | 2 58" | 1 YEAR

£10.99| Cheetah a aa" | 1 YEAR

£12.95| Replay 2 as" | 1 vEaRr

[ navicaror RIS 1 64" | 1 YEAR

BT 1099 | Konix 1 64" | 1 veam
ETITT Y £9.95 | Sonmax 1 62" NoT |

AVAILABLE
SpetI-ruVidwl 1 YEAR

CONTACTS
CHEETAH MARKETING:
Norbury House, Norbury Rd,
Fairwater, Cardiff CF5 3AS
DYNAMICS MARKETING:
Mew Coin Stroet, Royton,
Cldham OL2 6JZ

KOHNIX: Unit 35, Rassau
Industrial Estate, Ebbw Vale,
Gwent NP3 55D
POWERPLAY: Slockote Lane,
Delph, Oldham OL3 5TW
REPLAY: Jubilee Drive,
Loughberough, Leics LE11 0X5
SONMAX: Units 1-4, 1
Wakefield Road, Drighlingten,
Nr Bradford, W. Yarkshire
BD11 TDH

SPECTRAVIDEO: Unit 27,
Morthfield Industrial Estate,
Beresford Avenue, Wembley,
Middx HAD 1NU

A joystick needn’t be
joystick shaped. The
Quiclkdoy V (currently
unavailable owing to the
situation in China, it says
here!) was a real mega unit
complete with built in clock,
so you could time eggs
while playing Wicked.
Voltmace has an Amiga
contreller in the shape of
plane yokes for flight
simulators.

But why stop there? The
Nintendo console has
spawned a whole series of
natty ideas including a

footpad for running games or
computerised version of that old party
favourite, Twister (well, it's still a favourite
round our house. You should try the nude

version!). Also for the Nintendo there’s something called the U-
Force which lets you shadow box against on-screen characters.
And best of all is the Power Glove which interprets hand
movements into commands. NASA has something similar but the
Nintendo version will be several squillion squid cheaper.
Whether any of these innovations will make it to computers
remains to be seen. It's to be hoped so!

| ZERO KX
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STUNT CAR

RACER

Question: What do you get when you cross a high speed car
racing game with a roller coaster ride?
0 Answer: The contents of your stomach all over your
lap... or Duncan MacDonald’s lap in this case. He
popped to the bathroom, changed his trousers
and joined Sean Kelly to take a more in-depth look
at MicroStyle's new vroomer...

Austin Allegro drivers, eh?
They pootle along, indicators

flashing, at about the same speed
as an ox, and everyone who's stuck”
behind them knows full well that there
aren’t any turnings coming up for at
least three miles. Well, with the need
to expend such a vast amount of con-
centration energy on simply driving in
a straight line, it's unlikely that an
Austin Allegro driver is going to go a
bundle on this game. So, if you're a
member of this rare breed, it's
probably rather a good idea to go
away. Go on, shoo!

In Stunt Car Racer you not only

have to contend with a series of
courses which go round and round

Mlilmmhﬂ--munhm'ﬂnﬂlpﬂ-'ﬁln
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{and round), but you also have to worry
about your height above sea-level.
That's right — these tracks are not flat,
indeed no, by cracky - they undulate up
and down like a sine curve from Hell,
And guess what's missing from the
sides of the not over-generously wide
roads? Crash barriers, that's what! Muck
up an approach to a corner and it's not
just a case of "Oh dear, I've skidded
onto the grass verge and bruised my
little finger”, it's more a case of “Oh
dear, I'm going to die”, which, if this
was real life, you undoubtedly would.
However, this is computer-game land so
you don't actually die. But you do have
to put up with a small wait as you're
winched back onto the track by crane.

There are three ways of playing I8 Us
Stunt Car. There's the ‘head to head' .0 tak
(where you need to attatch two Jour
computers together and take ona 2oth
‘chum’ in real time), the multiple- race ¢
player (two or more players take it way).
in turns against the computer- the p
controlled cars, with race and lap a div
times being saved, so you can tell at botto
a glance who's the crappest driver)

or the direct 'you versus the THE
computer’ mode (in which you vie There
for position against the computer- pair
controlled cars in a league table divis
made up of four divisions). track

Blimey! i | reach Division two I'll ite #

THE LEAGUE CHAMPIONSHIPS Hur
Each of the four divisions is made up pat
of three places and you, at start of pl the
are right at the bottom of the barrel, pro
Yup, ‘fraid so. Division four, third plz wh
Ideally you want to be in division ong, Rar
first place, but ideals aren't always  on.
attainable. Especially if you happent the
hig
Yol
an
mo
YOl
sto
I5
the
yo
the
col

Another race lost and not
a friend In the world. Curseas.
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be useless. To rise a division you have
to take on both the other contenders in
your particular class, and beat them on
poth the tracks of your division (each
race comprises of three laps by the
way). At the end of each set of races,
the person in first place gets promaoted
a division while the person at the

bottom gets demoted.

THE TRACKS

There are eight tracks in all with a

pair of tracks alloted to each specific
division. For instance, the two 'easiest’
tracks (The Little Ramp and The

rd place.
N one,
ays
pen to

to take on Brian Blessad!

Humpback) are allocated to the most
pathetic division i.e. division four. Beat
the computer cars on these and
promation takes you to division three -
where you can compete on the Big

Ramp and The Stepping Stones and so
on, If you want to 'have a go' on one of
the tracks that's assigned to a division
higher than yours, that isn’t a problem -
you can just click on the practice option
and choose a course but in this practice
mode there isn't an opponent. Just you,
your car and the promise of three
stomach—churning laps. Mind you, there
is & digital stopwatch at the bottom of
the screen, so you can compete against
your own times {unless you’re so crap
that you never even manage to

complete a lap. In which case you can‘t).

| WHAT'S WHAT

Stunt Car Racer
UL LB MicroStyle
£24.95
ST/Amiga

I oecomier

WHAT’S
THE
DAMAGE
JOHN?

ven though your car is a custom

built buggy with fantastic suspen-

sion, super-dooper bumpers and

roll bars all over the shop, it's best
to avoid hard knocks, though the
courses are designed to supply you with
just that. Each time you take a jump too
quickly and come down with a little bit
of a thump, a hairline crack snakes its
way along the roll bar. When the crack
reaches from one side of the roll bar to
the other, your car then becomes an ‘ex-
car’ and you come to a grinding halt in a
shower of sparks.

If you make a major guff up (such
as coming off the track and smashing
inte the ground or not hitting a take-off
ramp at a high enough speed) then an
‘impact crater’ will appear on the roll
bar. These holes in the metal framework
weaken the car, and the more you get,
the quicker the crack snakes across - in
a breaker's yard version of ‘join the
dots’. The real trouble with the impact
craters is that (unlike the crack) they
aren't reset to zero at the start of each
race — they stay with you throughout the
season. Having eight craters at the
beginning of a race on The High Jump
isn‘t a good idea... you'll be lucky if your
buggy holds out for one lap, let alone
three. (Unlass you drive very slowly and
avoid the bumps - but then you aren’t
going to win the race anyway).

*1I'N give you thirty sovs, guvner™

“Come bock hars, Mr. Johany-
Hotpanti-Rocing- Driver! ™

M d

L] B Y= HEN
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“YARGH! That was a fllppin" bempy
londing! A hit of right on ths siear
wheel sheuld solve 1™

“Um... Maybe a litte loas right would

have bsan batler,..”




unc: Well jipper me scarpies
D (Eh? Ed. ), | really love these car

games, They give me a chance
to drive the way | normally do so I'm
usually quite good at them, and this is a
car game and a half. In fact it's five car
games! (Just stick with the ‘car game
and a half’. Ed.}

Having gone through the options
sequence, a crane hoisted my buggy up
and over the track and then ‘plop’,
dropped me onto it. All of a sudden, my
opponent zoomed out ahead of me and
started to diminish in size. Why was he
getting smaller, | wondered? So |
popped to the library and quickly read a
book called Perspective And Distance by
Professor Arnold Sweetcorn. Apparently
the computer car was becoming smaller
because it was

HASSLE
FACTOR: 1
The crash

sequences and

subsequent
winching back
onto the track
can take what
seems like a

trillion years, by
which time your

opponent has
very probably

put in half a lap

(or more).

getting further
away from me
which meant |
was losing the
race. Confound
it! | rushed back
to the monitor to
see the words
‘Race Lost’ on-
screen. So
Professor
Sweetcorn was
right. Curse him.
Time for race
two. This time |
was ready. As
SO0N as my car
landed on the
track, | snapped
the joystick firmly
forward and

heard the engine pitch rise. Yahoo | was
moving but the computer car was still
tearing ahead. On squeezing the fire
button | discovered it was for turbo-
boost. Phew, {crunching noises) just
made it round the corner and oh no,
what's that? It looks like a ramp of some
sort. Boing. Up in the air. Still up in the
air. STILL up in the air {maybe | was
going too fast). Crunch, bounce, back in
the air, snap... CRUUUNCH. Whoops.

You know the feeling you get when
watching a televised roller coaster ride?
Yeah? Well, that's the feeling you get
when racing around these circuits -
especially the one called, erm, The
Roller Coaster. The difference is

k}:] ZERO

howewver, that your car isn't on rails, it's
up to your joystick skills to keep it from
making a large mess on the ground.

The suspension on the car ‘works'
too - when you land after a jump the
springs compress and then recoil. Even
on a straight piece of track, if you hit the
brakes the nose of the car drops and the
scenery responds as in real life by going
up a smidgin. Actually, when | said ‘the
brakes', it was a bit misleading as there
aren't any. Pulling back on the stick
simply slows the engine down, rather
than acting directly on the wheels. Pull
it back for long enough and not only will
you stop, but you'll actually start to go
backwards. | tried to complete a couple
of the courses in reverse, but it's a bit
tricky without a rear-view mirror.

There's something you won't be
able to see by just looking at the
screenshots though, and that's the
impression of speed involved. You'll
have to take my word for this — but it's
fantastic. The animation of the other car
is pretty ‘'brill’ too. It's best to zoom
ahead and overtake as soon as possible
and put some distance between the
cars. There — a little tip!

What more can | say? Stunt Car
Racer is brilliant. The sound could have
been a tad better, there might hawve
been a teensy-weensy bit of ground
detail during the crash sequences, and it
would have been nice if you could have
saved the game in the middle of each
set of races rather than only at the end
but other than that | can’t fault it.
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A stupendously fast,
action-packed, solid 3-D

racing game. If it were in the
arcades it would "clean up’,
Vomit inducing stuff. Brilliamt!

SOME MILDLY
INTERESTING

FACTS ABOUT
DRIVING...

MILDLY INTERESTING FACT
ONE

Stunt Car Racer was
actvally conceptualised
and coded by Geoff
Crammond, the same
geezer who designed and
wrote The Sentinel. What
a clever chap he is. Um,
that's it - end of Mildly
Interesting Fact One.
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MILDLY INTERESTING FACT
WO

It is quite dangerous to
drive a car at a very high
speed (in reverse), the
wrong way down a
motorway with your eyes
closed and all the doors
open. Um, end of Mildly
Interesting Fact Two.

MILDLY INTERESTING FACT
THREE

Ford Anglias are not the
world’s most desired cars.
Nor are Reliant Robins.
Nor are Awustin Allegros
(especially the estate
version). Erm, end of
Mildly Interesting Fact
Three. (Hang on, I've got
a Reliant Robin... Ed.)

M

technically
¥ known as “a
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1. Oh Innll a
erane. | wonder
t. what iv's for?
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ean: First of all, let's get all the
s usual superlatives out of the

way. Stunt Car Racer is flippin’
brrrrrrilliant. There's no other word for
it. Well, there's brrrilliant with slightly
fewer ‘t's in it. It's a very simple idea -
racing another car round a bumpy track
- and it's perfectly executed. There.
This reviewing lark's easy. (Another
paragraph please. Ed.) Oh... erm

The first thing that strikes you about

Stunt Car Racer is the way the perspec-
tives work to create an excellent
emulation of reality. (ER? Ed.) What |
mean is, that when you go crashing off
the side of the track, you will literally
lurch forward and brace yourself for the
impact. That's how invoived you will
get. The speed and smoothness of the
scrolling is largely to thank for this,
along with the solid and realistic nature
of the graphics.

Ll Beb
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A special mention must also go to
the sonics. Forget about music - that's
for shandy drinkers — what you get here
are incredibly realistic ('cos they's
sampled) gut-wrenching, bending metal
sounds as you swerve around a corner
with your frame shot to pieces. And sick
making crunchy noises as you hit the
ground having fallen silently through
about a hundred feet of fresh air. But
that's only two major noises, in addition
there are loads of other screechy,
clangy, bendy effects that are guaran-
teed to have you clenching your teeth
and praying your ‘buggy’ won't fall to
pieces halfway through an accurately
executed jump.

And that's another thing. The tracks
are all cleverly designed so that it's not
just a matter of belting round like
Duncan when he's given the honour of

parking the Publisher's car, {although
the sounds are the same) each track is a
mix of Dunc's driving, and more consid-
ered and ‘intelligent’ driving. For
example, it's better to take some bumps
slowly and accelerate on the down side,
rather than hit them at two thousand
miles an hour and spend the next 10
seconds gliding through the air before
landing nose first
with your suspension
knackered. | would
have liked more spe-
cial features however,
along the lines of The
Drawbridge. It has a
section of track that
rises and falls as you
race, forcing you to
reach It at just the
right time, ‘cos if you
don't, you either go
plunging over the
edge, damaging your
suspension, or smash
into it with a resound-
ing... er... crash, bang, wallop.

For many people one thing that will
add to the game’'s lasting appeal is the
option which allows you to connect two
computers together (even an Amiga to
an 5T} and race head to head. In the
future this will doubtless give me the
chance to take on Duncan and whip his
ass, but for the moment racing against
Brian Blessed and Co is keeping me
fully occupied.

As it stands, Stunt Car Raceris a
fantastic mix of Microprose simulation -
style graphics and fantastic arcade-style
addictiveness. It's a well thought out
very playable game which must rate as
one of the best games
of the year. Stunt Car
Racer proves that Mi-
croStyle can really cut
the mustard. Actually
it doesn't, it proves
they can produce a
pretty, damn brilliant
racing sim thingy and it 2.
who cares about kgfldsh)
mustard anyway?

HASSLE
FACTOR: 1
Waiting to get
winched onto the
track whilst
knowing the other

car is getting

anyway.
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Brilliantly executed and
programmed, a brilliant car

racey simmy thingy. In short
{ Let me guess— brilliant? Ed |
Er... yes. Brilliant.
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closer and closer,
takes an eternity.
Well, it seems to,



TINTIN ON THE MOON
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conciousness. Everything seems OK, we are now taking over the controls of the rocket.” SUR LA LUNE
Aboard the rocket, you will relive with Tintin and his friends the most exciting adventure the
world has ever known. The first trip to the Moon!

Will you succeed in piloting the red and white rocket through space and achieve a flawless landing ? Will you
capture Colonel Boris, the traitor, who wants to make the expedition fail ? Will you be able to find the extin-
quishers to put out the fires, even while floating in zero-gravity (which ins't everybody ‘s idea of fun) ? Will you
succeed in finding and disarming the bombs and freeing your companions in order to get out of the rocket to make
the first step on the Moon ? You will discover all this by playing “TINTIN ON THE MOON”, the first computer game
based on the comic books by Hergeé...

Before Armstrong there was Tintin and... may be you!

Available on : AMIGA, AMSTRAD, ATARI ST, SPECTRUM,

I N F O G R A M E S ‘---"‘}}w:!ik Mitre House - Abbey Boad - Enfield SMiddss - EN 2 RE)




mirror — signal —

this bit is for ‘pedestrians’ only.

Still reading? Good. We'll assume you want to learn to drive. Well, thanks to the
merry folk at Domark you can - FOR FREE! They're so chuffed with their new arcade
conversion Hard Drivin’ that they're letting us offer you 15 complete (and
unabridged) driving lessons with the British School Of Motoring. Each lesson lasts a
whole hour, and you'll learn how to reverse round corners and carve up flashy ‘G
reg’ motors - and all those sorts of handy tips! And don't feel left out if you don't
win. There are two flashy, Ferrari F4 remote control cars for the two runners up.
They're worth over £60 each and really annoy old wrinklies when you race them on
pavements! Skip to the ‘How To Win' bit to find out how to, erm, win...

1 Passed your test already have you? Well ‘rack off’ to the next paragraph then,

forgotten everything you were ever taught, and now drive in your own

‘inimitable style’ (i.e. probably very dangerously!). Ho hum. So what do
you want with driving lessons then? Nothing, that’s what. What you COULD
do with are some car accessories — we bet! A flashy new radio/cassette
player? Speakers? Some furry dice? Seat covers? A sun-strip that proudly
proclaims “Shaz and Baz"? A couple of halogen headlight bulbs? Yes, all these
things (and more) could be yours if you walk into a Halfords store armed with
the £200 voucher we're giving away. How you win it is another matter though
- skip to the How To Win bit to find out.

ﬁ Hello. You're obviously a snoot car-driver. You've passed your test,

Oh dear, you're not a ‘minority person’ who's passed the driving test but
hasn’t got a car? You are? Blimey, what use is a Halfords voucher to you
then? Well here’s a hint...

Halfords sell bicycles. And a rather good mountain bike can be picked up for 200
quid (and pedal-power is ecologically 'sound’ after all). What a brillo hint that was,
eh? Now go to the How To Win bit...

Ahh, there you are. Right, here's how to win these fabulistic prizes..... by

entering this blinking competition of course, you twerp! Ho ho ho. But what do

you have to do though?
It's a piece of cake actually. Pictured opposite is a mock-up of a driving test
examiner's board (the one he ticks everytime you do something "wrong’}. On the
hoard are several manoeuvres that would ensure failure in a driving test. All you
have to do is place them in order of severity by numbering them from one
[extremely dangerous) to six (just stupid). So, if you think ‘reversing onto a busy
street without looking' is the most dangerous thing you can do, then put a number
one in the box next to it. And so on, till you've done all six. Then fill in your name
and address, cut the whole thing (or a photocopy) out and send it to Hard Drivin?
Il Give You Hard Drivin’ Competition, ZERO, 14 Rathbone Place, London W1P 1DE.
And get into overdrive ‘cos you've only got 28 days to get it here.

A full set of driving lessons
worth around £200

A £200 Halfords gift voucher

{In case you'’ve already passed your tesi!)

Two rattling remote control
Ferrari F4 cars

"

5 bed
The applicat flled 1992
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Photon Paint Il and
Fantavision. Are they really

works of art or just a load of

Jackson Pollocks? Alan

Tomkins susses out whether
they’re worth spending hard
earned Monet on.

FANTAVISION

antavision is a package I've been
Fwaiting to get my hands on for a
long time, so when | found out it
cost under 40 quid, | was a bit suspi-
cious. Surely it can't be so cheap? The
highlight of Fantavision is that you can
create frames for animating and also
bring them to life with sound (the
package comes with a library of 19
samples complete with balance, pitch,
echo, duration and volume controls.) In

fact, | can guarantee you'll spend hours
playing with the sounds alone!
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rt packages come and go all the
A time — each one attempting to

outdo all that have gone before,
but few last the test of time to become
trug masterpieces. One of the few that
has is Microillusion's Photon Paint - a
HAM {hold and modify, not something
you put in a sandwich, clot!) package
for the Amiga. When it was first
released, it set new standards for HAM

painting - not only was it a full-featured,

user friendly package, but it also had
many advanced features — most
notably, the ability to wrap brushes into
geometric shapes. So when | heard
there'd been an update (imaginatively
called Photon Paint Il) | wasted no time
in nabbing a copy to see for myself. So
what's been added and how good is it?

WHAT YOU GET

Well first off you get two disks — one for
the program, the other for demo art and
animation files. There's also a very well
written and easy to follow 68 page
manual which outlines the functions,

WHAT YOU GET

Open the packaging and you find one
disk containing the program, demo
movies and a library of sound effects
along with a 64 page manual plus a four
page quick start card. On booting up,
the desktop displays two programs —
one is Fantavision for creating movies-
the other is Fantaplayer, which if you
hadn't guessed already, is for playing
finished movies.

If you double click on Fantavision
you get the workscreen. The first thing
you'll notice is that all the tools and a
full palette of 32 colours are displayed
around the screen in neat little boxes
(these can be toggled off and on). There

tools and gadgets of each drop down
menu and has some very useful
tutorials. If it had illustrations, it would
really set the standard for manuals, so
Microillusions, if there is a Photon Paint
lll, bung 'em in and show people just
what a manual should look like.

BRUSH STROKES

After booting the program the blank
waork screen comes up = except for the
so-called fast menu which can be
togaled on and off with F10 {it can also
be moved up and down the screen at
will). This contains the main drawing
tools - pen, air brush, fill, zoom, text
and the 64 colour palette.
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Here's a
screen from
Photon 11
showing the
fast menu,
together with
the zoom box
activated on-
sereen that
has been
wrapped in to
a ball.

Photon Paint
Il, comes with
a number of
demo screens
= these have
had the
perspective
treatment.

On hitting Return this menu is
enlarged to include RGB and HSV
controls, not to mention the full colour
selection sgquares that enable you to
select the exact shade you want.

There are six drop down menus -
Project, Preferences, Brush, Special and
two Modes menus. Project includes
lpad, save, remapping, alternate page
and font gadgets. Selecting Preferences
gives you the option of screen mode,
offset, co-ordinates and mouse gadget.
Brush includes resize, rotate, wrap on,
luminosity, bend, stretch, twist, and tilt
while Special has stencil, grid and
shadow and the two Modes menus
have various blending gadgets.

This shows
one of the
animation
demos that
comes with
Fantavision.
It shows a
prehistoric

So much for what you get... let's see
how well it works. For me the make or
break of any art package is its zoom
mode - get this wrong and you can
forget it. Thankfully, Photon Paint Il has
a very flexible zoom which starts off as
a small box and can be moved to any
part of the screen and resized at will.
You can also zoom in and out of the
zoomed image.

To see how well the wrap functions
work, | loaded up a picture. All you do
here is go to the Brush menu, select the
ball gadget and then place a small cross
on the screen which can be dragged to
the required size. The result is spectacu-
lar — a perfect representation of the
original picture in a 3-D ball appears on-
screen. By adding luminosity you can
then bring the image to life. Don't
overdo the brightness, as too much
gpoils the end result.

¥ou can also control the light source
and postion it above, below, either-side,
behind, or in front of the image. These
functions are so good, you'll spend
hours just playing around with shapes
and light sources — | did.

Stencils, which are used to define an
area of the screen, cannot be altered by
any subsequent painting action. Here
you draw a freehand outline around the
image you want to protect. This function
is incredibly useful and easy to use and
can be toggled on and off. Likewise the
airbrush - its size is adjusted by simply
clicking inside the air brush gadget and
dragging it to the required size. The
blend function is very effective — after
you've loaded a picture you can then
load in a brush file (a ghost is provided
on the art disk). (Spook! Ed.) Select the
blend gadget and you're ready to start
blending. Make sure you experiment
first though 'cos it takes a while to get
the effects you want.

| MOVIN' IMAGE |

Now we come to the pay off because
Photon Paint Il has full screen animation
enabling you create up to 10 full screens
iAnim files) and then play them back. To
use this you must draw and save 10
different screens of amimation {in true
Blue Peter style Photon Paint |l has
already done this for you by providing a
10 screen animation of a horse). Next
design and save a background screen
on which to place the animations. Now

are also two other boxes — one is called
Modes and the other is called Film and
it's this one that allows you to actually
make a movie. Across the top of the
screen are four drop down menus -
Project for loading, saving and clearing
maovies and backgrounds and sounds.
Edit for cutting and pasting, and
Options for modifying palette, screen
format plus preferences.

Fantavision differs from most other
art packages because it's object
orientated (in other words you create a
number of objects that can be manipu-
lated by the program). As with Desk Top
Publishing, you set the number of
frames you want to use and the
program then fills in all the missing

an extra page has to be created to place
the background on - this is done by
loading the animation and then hitting
'K.! on the keyboard to take you ahead of
the 10 animation frames. By selecting
Insert Page, you will call up page one of
11 pages .

MNow you've got to merge all the
horse animation frames with the
background. This sounds easy, but care
must be taken when merging to make
sure that the background is transparent.
| had a bit of trouble getting it right, but
soon caught on, and had the horse with
background up and running fairly
quickly. But a word of warning to those
of you who are new to HAM painting -
while painting, and particulary cutting
and pasting, you'll experience a number
of streaks across the screen — ignore
these, the computer plots the image
correctly when your frames are running.

I'm really impressed with Photon Paint |l
because even with the very advanced
functions it's so easy to use. You can
create anything from beginners’
doodles to complicated works of art like
the Mona Lisa. This upgrade is faster in
all its operations (a welcome touch,
because | for one am always moaning
about the slowness of the Amiga
operating system) which proves that the
Amiga can be speeded up if the
programmer knows what he's doing

For the benefit of those of you who
who missed out first time round with
Photon Paint | and are just about to buy
an Amiga, | recommend you
shell out for Photon Paint Il
Don't be put off by HAM
mode or the advanced func-
tions because you'll soon get
the hang of it. Photon Paint ||
is definitely state of the art
and it's going to be a very
hard act to follow.

BETE #oton Paint

TR 3B Microillusions

(-1 T\ Amiga

A 4 Out now!

frames. This whole process is known
as 'tweening'.

So would Fantavision win an Oscar?
And more importantly, is it easy to use?
Well, select Tools on the on-screen
menu and then click on the pen icon
and move to the screen. Then by
clicking on a number of different points
make a box (this is done with K-lines).
Make sure you keep the same pressure
on the mouse button when you start or
it defaults into a time signature for
tweening. You'll find that after drawing
the box, a number of things can be
done to it. Firstly, you can change its
colour by pointing to the one you want

)

| ZEROBK



Brine’-Back The Glory Days, the brief of the newly appointed
PLAYER MANAGER, an International class player, as he takes
charge of a third division club. His success depends on four distinct
aspects of the game.

Hosts of other factors like referees, injuries, disciplinary problems, team morale etc. can lay to waste the best laid
plans of a manager. The PLAYER MANAGER brings everyday realities of a Manager's life, his talents as a manager

and a player into a sharp FOCUS. THE FOCUS IS ON YOU.
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This shows the tool boxes and a circle that has been
stretched to the rouvgh shope of a man, by dragging a
number of the edge boxes - in this case 18.

in the palette box or you can manipulate
it in a number of different ways. By
clicking the arrow icon in the tool menu
{the main editing tool) then clicking on
the box, it can be dragged around the
screen, turned, twisted, squashed or
flipped. This part of the program is very
powerful and impressive.

Once you're happy with your image,
you can then go to the on-screen Film
menu box and by selecting Blank, move

to your next frame. |f
wou then click on the
circle icon from the
Tools menu you can
make a circle and
change its colour,
Then choose the Film
option and click on Go
- the program takes
over and animates the
box into a circle right
before your very eyes.
Well impressive!

An excellent feature

of Fantavision is that
gach object has a box
at each point {the
default for a circle is
18). These can be used to drag the
object into a new shape while you can
also drag a circle into a man for
instance. Text is added by dragging a
box DTP fashion and typing it in. This
can then be positioned anywhere on
screen simply by dragging. You can
also import backgrounds from other art
packages as well as objects to be
animated if you like.

Fantavision not only lives up to

expectations but it"s a package you can
hawve a lot of fun with whilst you create
amazing animations. It's well laid out
and is very user friendly, (as long as
you're careful with the first mouse
click). The sound section is also very
easy to use and is mind-blowing when
you're playing
back a movie.
Allin all it's a
very powerful
package that's
worth a full price
tag. At under 40 quid
it's a steal. So | have ab-
solutely no hesitation in
recomending it.

WHAT'S WHAT

Fantavision

(110 [ Domark

1144 £39.95

.11 1.\ Amiga

BETTER BY DESIGN

picture and found that the text

font used in the package just
doesn't do it justice? Well, your days
of frustration are over - follow this
step-by-step guide and your text
styles will be limitless.

But, if you produced your picture
in16 colours you won't be able to
produce psychedelic multi-coloured
texts. If you have an ST, port it into a
Quantom Paintor Spectrum 512
{Amiga owners have no problem -
just up the mode).

1) First thing to do when thinking
of adding text is to find a good
looking style. The best way to do this
is to pop down to your local art shop
and buy a copy of the Letraset

E ver felt let down after finishing a

Far oy ¥ SF I Ser

Graphic Design Handbook for just
under a fiver. It's got a 100 or so text
styles to play with (remember
Backfash? A Letraset font called
Calypso was used on the title screen).

2} Having chosen your text, draw it
in free-hand and fill it in with the
transparent colour of your palette.

3) Now put a box around each
letter, using another colour, and flood-
fill the-surrounding spaces inside the

boxes. You have now finished the first
stage in creating a multi-use textfont, so
save them to disk for use in other
pictures, The reason the letters are filled
in with transparent is to allow you to
use them over and over again with
different fill patterns — so here's how
you make a few...

4} If you have only 16 colours, select
white and two or three shades of
another two colours. Then draw a line in
white near the bottom of the screen.

5) Using the lighter of the other two
colours, place one or two lines above
the white and repeat with the darker
shades of the same colour, placing
them above. Repeat this process with
the darker colour below the white line. If
you have more colours to play with then
you can add them for greater effect. You
can also create patterns with diagonal
lines or even use the spray can to
produce a mottled pattern.

6) Once you're happy with your fill
pattern, cut and paste the letters into
the words you want to use, then fill the
area around the edges of the letters
with the box colour. You're now ready
to produce a shadow effect.

7} Select the box tool of your art
package and make a black box. Then cut
and paste the text font over the black
box. Now flood fill the black area
outside the text. And then repeat with
the transparent colour - you'll
now have your text in black - so
cut and paste to the depth of
the shadow you want and cut
and paste your textured text
aver. You're now ready to
place the whole thing into
position on your picture!

ZERO GRAPHICS OF THE
MONTH AWARD

Every month I'll be picking a
game that | think has the best
graphics. To kick off I've
chosen Shadow Of The Beast
from Psygnosis. The country-
side level is stunning featur-
ing 13 levels of parallax and
real depth. The other levels,
while not as strong, still
feature wild graphics - the
only thing that lets the side
down are the sprites which
like other Psygnosis games,
just aren't fluid enough, but
no one can deny the guality of
the backgrounds.

m AND NOW THE GALLERY...

We'll be publishing the
best of your pictures and the
best of your tips for creating
pictures every month. But the
only way we can do that is i
you send them in. So get "em
rolling in (I need the stamps), to
Alan Tomkins, ZERO, Artifacts,
14 Rathbone Place, London W1P
1DE. And remember every

picture printed wins a prize.

| ZERO ELH
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MEGA '45' PRICES! ~ Amiza

_— 1IGM DC

AN Spectrum

OIS Amstrad
®- ;
o Tede Amiga 57 PC Specrum C64 Amatrad
1~ XENON lI-MEGABLAST ...... (Image Works) £1545 £1545 £1645 adhe sl VAL
2. BATMAN THE MOVIE................. (Ocean) £1645 £1345 ™P8E= £ 645 £ 645 £ 645
3. BLOODWYCH.................... (Image Works) £1645 £1645 £1645 € 645 £ 645 £ 645
4. GEMINI WING................... (Virgin Games) £1345 £1345 A% £ 645 £ 645 £ 645
5. LIFE & DERTH........,............. {Hindmpe} E 1745 Au:fPATaLE aADBLE  avARBLE AVAILABLE AVAIABLE
6- STUNTCAR...................... (Micro Status) £1345 £1645 £1645 £ 945 £ 945 £ 945
2 SHINOBL...cnisiniiniss (Virgin) £1345 £1345 £1645 £ 645 £ 65 € 0.45
8 APB. e ”EI‘IQEH} £ 13.45 £13.45 £1645 liShe AVAICABLE AVAILABLE
9. XENOPHOBE sorersesnenenenneness (Micro Style) £1645 £1345 £1645 £ 645 £645 ¢ 0.45
10- ROBOCOP......coveeererrrrrerenerennnn. (Ocean) £1645 £1345 £1645 £ 6465 £645 ¢ 6.45
71 BEACH VOLLEY oo, (Ocean) £1645 E£1B45 M £ 645 £645 £ 645
12- INFESTATION Seessnsssscssensnnsrare {PR’ﬂI‘IﬂEi!} £1645 £1645 AVALABLE  AVAICABLE AVAIABLE AVAABLE
13- MR, HELl ..o (Firebird) £1645 £1645 % £ 645 € 645 € 6.45
14. F-16 COMBAT PILOT............. (Digital Int.) £1645 £1645 £1645 WAk mARBLE  avAIBE
15 VIGILANTE.....veeeererrennne.. (USGold) £1345 £1345 £1345 £ 645 £ 645 ¢ 6.45
r6- DYNAMITE DUX .................... (Activision) £1645 £1345 e £ 645 £ 645 £ 645
7. PAPERBOY.oveeererrrrrrrrrenre.... (Elite) £1B45 £145 wl¥e alBoe  alShie  alhe
rs. RICK DANGEROUS................... (Firebird) £1645 £8B45 £1645 £ 645 £ 645 £ 645
19 POPULOUS-PROMISED LANDS....... (E/A) £ 645 £ 645 e adShr S adChe
20. UGHT FORCE ... {DEHI'I} £ 16.45 £ 1545 AJMBLE  AVANABLE AVAIABLE AVAIABLE
21 HONDA RVF750.................. (Micro Style) £1545 £1345 wl%e ad%e  ad%he  alShie
22. RED llGHTHlHG ...................... [US GDH] £16.45 AVAIABLE 21845  awiiShe AVAILABLE AVARABLE
23. RAINBOW ISLAND................. (Firebird) £1645 £1645 MIEKS" £ 645 £ 645 £ 645
24. INDIANAJONES / LC............. (Lucasilm) £1345 £1345 £1345 £ 645 € 645 £ 645
25. THE NEW ZEALAND STORY ......... (Ocean) £1645 € 1345 e £ 645 £ 645 £ 645
26 WWAMHOE......ccnicinini {ﬂcnn] £ 16.45 £ 13.45 NAATE  AVAIABLE AVAIABLE AVAIABLE
27- FALCON MISSION DISK voL !.(Mirrnrsuﬁ} £134 £B84H AVAABLE  avAIRBLE AVANABLE AVAIABLE
2s. HIGHWAY PATROL............... (Infogrames) £1645 £1645 £1645 wWAhe  al%e ol
29. QUARTERBACK........................ (Virgin) £1345 £1B45 £1645 £ 645 £ 645 £ 645

J. 36 GABAL L i sereeassis e (Ocean) £1645 £1345 iSe £ 645 € 645 £ 645 :

Xenon Technology, 71 Wadham Road, North End, Portsmouth, Hampshire. PO2 9ED,
Telephone (0705) 670878.
Please make all cheques or postal orders payable to Xenon Technology',
All prices include VAT, postage, packaging and a full guarantee (please add £1.35 per item overseas).
All goods are dispatched within 24 hours (subject to availability). by FIRST CLASS post.
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under wraps

GHOULS‘N" -~
GHOSTS "~

Ghouls ‘N’ Ghosts is possibly the only arcade game with

between-the-legs joke potential. David McCandless grabbed

his latex vampire cape, day-glo fangs, a jar of focl-your-
friends fake blood and went, like a bat out of hell, to the "'."“'.c
depths of Abbadon (well Manchester actually) to see the -
horrifyingly good work being done on the 16-bit conversion,
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Vapourised creatures often leave chests behind. These
can conceal vseful items (extra life, armour, weapons
etc) or not so useful items (sorcerers, more creatures,

betamax videos efc).
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Here's the same area in the arcade version. W's on a
much larger scale on the coin-op with three levels of
parallax serolling, a resolution of 308 x 248 in 256
colours, and about three 68000 processors and a I80A
co-processors. Well, whaddya expect for £12007




Vive la France! Here | am, caught
between some guilloiines and a large
tree infested with vultures. Beware

of descending head-choppers!

mother, a whopping great robet whe
thrusts his head sut at you, in the
process glving yov a continvous dose
of its igneous halistosis.

anchester is a strange place. It rains
M almost continuously and all the

buildings seem to be either brown,
black or grey. People wander about saying
"Aye chuck" and "Appen it was" quite a lot.
Software Creations' offices are parked quite
conveniently (and some might say, ironically)

above a computer shop which, in turn, is almost directly opposite
a pompously white-washed building signposted as The National
Computer Centre. Yep, this is computer country all right.

Creations shares a hallway with a libel solicitors and an Italian
hairdressers, but the modesty of its offices is no reflection on the
quality of its output. Titles like The Sentinel, Bubble Bobble, and
Bionic Commandos have surfaced from these backrooms and its
reputation has enabled Richard Kay, its young Managing Director,
to nab what has to be one of the juiciest coin-op licenses for some
time, Capcom’'s Ghouls ‘N’ Ghosts. The 16-bit incarnations have
been constructed by David Broadhurst, artworked by Andrew
Threlfall and maestroed by Tim Follin.

oftware Creations is one of those
s companies whose name rings a

bell, but vou can’t actually match
the name with a game, “"That's because
the company has something of a split
personality,” explains Richard Kay.
“There's Software Creations and then
there's Software Creations Ltd.”

Huh? "The former is the home-micro
software development department. It
deals with all the arcade conversions
and other stuff in Europe.” Whereas the
limited company is a banner for all the
ROM (Read Only Memory) development
the company now does. ROM develop-
ments seems a bit of an obscure term.
What exactly does it mean?

Richard waves a few important
looking papers in my direction, but |
only catch the words 'CONFIDENTIAL’
and ‘NINTENDO" stamped across them
tin blood for all | know). These clandes-
tine papers are so hot Richard has to
wear asbestos gloves to handle them,.

“We're offical developers on the
console.” He grins proudly. Not only
because he managed to remove the
asbestos gloves without ripping his
cuticles off, but because there are only
three other official Nintendo developers
in the UK. The others are Elite, Ocean
and Rare (formerly the legendary
Ultimate - Play The Game). His grin is
also widened by the fact that 1in 4

families in America own a Nintendo ™%,

—that's 80 million units, 80 million
potential sales, 80 million possible
Software Creations logos adorning 80
million possible US television sets...

| hear the distinct ringing of cash
registers in the background. Richard
disagrees. He describes the long weary
route from the game to the daosh.

“If we have a game finished now, it
won't even be looked at until the end of
the month, And then it won't be
allocated until the second quarter of
1990. So you won't get paid until
several months after that.” Without
doubt, a bit of a bummer.

Rizhard, previously a mere program-
mer and hexadecimal dogsbody,
formed the company in (nostalgic tone)
the Spring of "86. The sister ROM firm
started in February last year. They've
been working on Ghouls since January.,

ou play Arthur, King of the
Y Britons, chivalrous knight and all

round nice guy, as he careers
across five landscapes in an effort to
rescue some bint who's been kidnapped
and imprisoned in the most hellish of
cells, Hell itself in fact. The path of the
game takes you across deceptively calm
countryside, through deceptively
deserted countryside, up to Mount
Clympus and down into the echelons of
Hell {not your average Bank Holiday day
out by any standards).

On the first level Arthur lopes
through a graveyard and then out into
the great green outhack, Grim reapers
are coughed up out of the ground, while
vultures and skull-spitting vegetation
perch in awkward places. Arthur fights
these with a combination of dexterity
and projectile weapons. He starts by
bunging swords about, then prograsses
to daggers and axes by shooting chests
and collecting the booty within, On the
inanimate side, there are guillotines and
disappearing bridges to cope with. At
the end of the level, an amour-plated
cross between Patrick Moore and a
green chicken awaits, guarding the
portal to the next level...

Mext a rotten festering ghost town
conceals bouncing skulls and mutant
flies, as well as hyperactive red gar-

goyles and blue serpent jobbies.

.. And just in case that little me
T iy ) nagerig wasn't
R enough,




THE PROGRAMMER
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I've also got

’ icky series of

sby trapped

formsand

red hot lava

(o navigate as

Cerebrus (the

canine that

guarws theentrance

to Hades. Mythical

Ed.) awaits, stand-

ing guard attheend
of this level,

Maore beast and
behemoths popu-
late level three. Tha
whole style of the game changes here into
a vertically scrolling shoot "em up. A plat-
formcarries you inexorably upwards while
packs of knights and statues ‘have a go'.
Then you have to high-tail it across some
demons’ tongues (euchh!) to confront the
bulbous eye at the end.

Level four is the gooey descent to Hell,
taking place across a slimey vista packed
with oversized vegetables and man-eat-
ing flora. Caterpillars and more grim reap-
€rs are your enemies here; some serious
reflexes are needed if you want to survive
the dreaded slippery tubules and sinking
sunflowers. The final mother is a great
big massive green boil, protected by some
creepy beetles and spitting pores.

Level five is hell (literally), culminat-
ing in a confrontation with Beelzebub
himself. By this time you should have
acculumlated a few 'super-weapons' to
aid you in your fight. These are quite
inventive: ane ignites the platforms in
front of you, nicely oxidising all the
creaturas within range; another
conjures a mirror image of yourself,
who follows in your wake, doubling
your fire power; another mega weapon
attracts massive lightning bolts to your
armour, electrocuting everything else.

hat does programmer David
w Broadhurst have nightmares
about? What would he happily

wire up to the National Grid and
electrocute? Just what makes him tear
out his hair and jump up and down in
pure white frustration?

“That bloody ST serolling!”

David has several other adjectives he
uses to describe the ST's scrolling
ability, but printing them here would
require profuse use of asterisks. We
settled for describing it as “the pits”.

Ghouls ‘N' Ghosts is an all-action, all-
scrolling game, and that scrolling was
probably the most daunting task in
converting it to the ST. Unlike the
Amiga, the Atari has no inbuilt hard-
ware for shifting the screen at speed, so

Andrew vses a map editor, written
by David, to design the levels.
There are 120 pre-designed blocks
per level, which are stored in four
preset definitions to provide a
decent screll.

programimers have
to write dedicated
routines to scroll the
ST display. These
are often horribly
inadequate. How did
David solve this
“bloody” problem?
"With great
difficulty,” he hisses
through his teeth. "l
have to have all the
background blocks
ithe scenery etc)
shifted in memory
four times per block
to achieve a reasonable scroll. There are
120 blocks per level which take 32K, and
then they're shifted four times so that's
128K. It's the only way you can
possibly get a decent scroll.”

houls is going to be tried out
G under the company's new

internal games-testing policy.
Richard confesses that their 16-bit work
has been a little weak in the past, and
now a group of people sit and play the
game through for bugs and complaints.
As an incentive Richard offers a pound
for every bug found. So, it's two hours
of extensive games playing and then off
to the pub for a few jars of well earned
bug-money. Richard spent 37 quid on
level one alone, but compared to a
riotously happy public and warmly
smiling US Gold, it's a “minor cost”,

This game is likely to suffer from
‘Last Ninja syndrome’, a celebrated
disorder, whereby the sequel preceeds
the original game. This game's original,
Ghost ‘N’ Goblins, is being programmed
by Elite Systems and won't be seen
until early 1990,

The sequel is out at Christmas. It's
taken a year of hard slog and blurred
vision, and is as visually close to the
arcade original as anyone could hape;
the.gameplay is accurate to the arcade,
rignt down to the way Arthur sticks his
bottormn out when he climbs a ladder.

Ghouls ‘N* Ghosts is one Hell of a
good game! (and that's one Hell of a
bad pun. Unamused Ed.)

Ghouls 'N' Ghosts
US Gold
£19.99/£24.99
ST/Amiga

December

iEEEErs e

The basic layout is designed without sprites or moving objects.
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Here's Cerebrus at the end of level 2. A mean little pup by all accounts.

TE =
Some paris of the background have remained, namely this roHen windmill
from level two.
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Now we're deep inte the game, in ‘veggie” country to be exact. These
poles are dripping with gooey blue slime which acts as a kind of conveyor

belt s0 you can’t actually stop as the bugs attack you.
N RN RN

b |

Now we getting really deep (perhaps we should all sit down in a circle and
meditate, yah?) into the game, right into the ‘bones’ of the play. Hah-hah.

Bones = geddit? (No. Ed.}
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This section invelves you dancing across these gargoyles’ fleshy muscular
organs (that's “tongues’ to you). If you stay on them toc long they drag
you into these gaping maws, and it's gulp! Goodbye cruel world.

THE GRAPHICS MAN




Outnumbered, outgunned — human cunning and mgenuity are vour
only chance!

Mankind is prosperous, unthreatened and therefore militanly weak,
vet through technical supremacy has spread throughout the galaxy.
The unthinkable has happened - thousands of armed alien vessels
pass unchallenged through the occupied quadrants of the galaxy. The
first violation has occurred. Alien forces penetrate the station 9W/4
vital to human inter-galactic communication. Your cunning and
ingenuity in controlling and programming the maintenance droid on
the station is the last hope of mankind.

@ Strategic gameplay giving months of enjovment.

@ Fast paced action.

@ Superb graphics.

® Immense play area with four decks and entire alien vessel.

@ Attention to detall gives total enjovment.

I\ ' 5 . i FIRST CONTACT . .. A MEETING OF SPECIES @ Choice of action orientation or deep strategic play.

o : ~BUT NO MEETING OF MINDS. "> G — \ . ANQTHER RAINBIRD CLASSIC

™
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MASTERS OF STRATEGY

Unit 1, Hampton Road Industrial Estate, Tetbury, Glos. GLB 8LD. Tel: 0666 504326/504412




LASER
SQUAD

David McCandless knows a thing or two about the current

music scene and all things street-cred so who better to play

Blade's new sci-fi strategy Laser Squad which, er... has really

got nothing to do with trendiness or sounds.

game” conjures up the image of a

dull, terrifyingly boring game and
middle-aged gents with long, curly
moustaches mobilising around a table
coated with lots of little hexagons, Well,
if you're like most people then be
prepared to change your views, because
Laser Sguad is an example of how
strateqgy games can be fun, fun, fun
leven when your father has gone and
repossessed the T-bird).

Laser Sguad is interesting and
different for three reasons:
al because it has five intricate sci-fi
scenarios to choose frOI'"I'I.I
bl because it actually has a suspense
alement; and
¢l ... er, because | say so0.

The first thing to do in this game is
delegate weaponry and armaour to your
sguad members. You have a certain
amount of ‘credits’ to do this with. The
difficulty level determines the numbers
of creds you start with, ranging from
fabulously rich to Mational Health.
[Dooh! Bit of politics there! Nice anel.
Top of the range in the artillery
department is the heavy cannon {a huge
industrial laser gun) to the Marsec pistol
|a weedy domestic handgun). ¥You can
also get yvour fair share of grenades,
mines, ammo, machine guns, rocket
launchers and light sabres. Once yvour
squad is all ‘gunned up’ then it's well
and truly mission time.

THE ASSASSINS - Target: mega
corporate, high-rank, big director type
person, Sterner Regnix. This man has
embezzelement and espionage for
breakfast, and then moves on to
government manipulation and drug-

F or most people the title "strategy-

dealing for lunch. Tea-time could spell
the end of the galaxy. Laser Squad is
deployed to pop Regnix's corporate
cork. But he is extremely well protected
by his planet fortress and an elite
squadron of combat droids.
MOOMNBASE ASSAULT - Target: the
omni-corporation’s moonbase on a far-
away planet, concealed right in the
bowels of the galaxy. The moonbase
cheekily houses the movements and
secrets of rebel groups like Laser
Squad. . Laser Squad values its privacy
(and has some rather unsavoury
connections with the planet Soixante
Meuf) and so deploys itself to put the
nosey corporation’s conk out of joint
RESCUE FROM THE MINES - ~
jumped-up group of ‘amats’ (Laser
Squad jargon for ‘amateurs’) have
fluffed up an important mine-
installation blow-up job. Luckily {or
unluckily depending on how annoyed
you are at the amats), three members
of the squad have been imprisoned.
They have vital information about the
rest of the mine complex. Laser Squad
miss their tea-break to boldly go and
free the prisoners.

THE CYBER HORDERS - A rebel
planet installation is being attacked by
a squad of frumpy combat droids,
intent on disrupting the seismic
equilibrium {that's valcanic activity to
you) of the planet. Laser Squad must
‘dig in" and give "Jerry’ a damn good
British whippinag.

PARADISE VALLEY = This scenario's
title is deceptively wrong... it's not set
in a valley at all. It's more of an alien
infested quagmire, fraught with pit
falls, rivers and tunnels and about as
Garden of Eden-like as Cyril Smith's
back passage. Laser Squad must
‘penetrate’ this paradise to succeed.

review

.. EIGHT . . NINE ,,
TEN .. ELEVEN —
THAT DOES IT /
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Thiz may loak like something more at
home under o microscope, but it's
actvally frem your strotegic scanner.

" Prepore for war men = it's the batte of
the green baize.”

ZERO 53
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You get a God's eye view of the level
which slices away all the roofs of
buildings, detailing all the flera and

fauna, tunnels, corridors, objects,
toilets, doors and computers, In fact it
shows everything except your enemies’
positions. Those you never get to see
(the screen blanks while the computer
moves them} remain invisible until one
of your teams has eye contact.

Laser Squad is quite a civilised
game. You and your opponents actually
take turns. Each member is allocated a
number of movement points - the intial
number is governed by how much the
character is carrying, how agile he is,
and whether he's a pencil-necked
shandy man or not.

Rotating on the spot costs one point
per direction, moving across normal
terrain {corridors, space etc) costs four
points, while more ‘arable’ terrain
itrees, grass, dead bodies etc) costs
even more. If you come across an
enemy {or 20) then you have the choice
of firing. This changes the on-screen
map. Gone are the vegetation and
fascinating wall murals, here are the
most tangible (i.e. shootable) objects,
represented by blobs and bigger blobs
ifor trees). You have to direct a
crosshair over your intended target and
then choose a shot type.

AUTO gives you a raking machine
gun effect but is very inaccurate while
AlIM is more precise but costly on the
old movement points; SMNAP is a sort of
compromise between the two. The last
option, THROW, is an option to throw
your weapon at an aggressor. This,
unfortunately, is all very stupid.

And so the game continues... lots of
sneaking around corridors, educated
guesses as 1o the whereabouts of
enemy locations, lip-biting during fire-
fights in narrow corridors, lots of sweaty
trigger fingers and swearing when your
men get caught in ambushes. Laser
Squad avoids tumbling into the pitfall
which 90% of all strategy games have
fallen into - that is, having too much
“strategy” and not enough “game.”

54 1]

aser Squad is intially quite hard to
Lgﬂt into, There are a few menus to

wade through, a few title screens to
go "Cor!” at, and a few key decisions to
be made before you're ‘dug in’ on the
battlefield. Even then the first two or
three ‘'moves’ are quite turgid really,
with menial tasks like arming to carry
out. But as soon as your first enemy
pops out of the metal work, your blood
boils and your kettle runs cold (if vou
know what | mean).

The graphics are fairly diagrammatic
but detailed - they wouldn't stand on
their own but they do look quite good all
together. However, Laser Squad’s lasting
appeal is not in guestion. With game
lengths ranging from half an hour {for a
good massacre) to two hours {a good
balanced conflict), seven skill levels, five
scenarios and the option to plot your
strategies against an unwitting chum,
Laser Squad should keep you computer-
maotivated for at least two months.

The soundtrack is excellent - sort of
Pet Shop Boys meet some sampled
farmyard grunts. Although, it's a jangly,
jolly sort of tune, things start to become
pretty annoying when you miss the
music-off option, and you're committed
to having it blaring out continuously
throughout the game.

My vast (hem!) experience with the 8-
hit version of Laser Squad set me in
good salivating stead for this review. If
the game was brilliant on the Spectrum,
the 16-bit incarnation had to be out of
this world. And it was... and, er, it
wasn't. (Pardon? Ed.). The 16 bitter has
everything its predecessor had — the
araphics, the gameplay, the suspense,
the skill, the challenge, the characters

Laser Squad

PUBLISHER [J:II'T-[°
£19.95
ST/Amiga/PC

Out now

even = but that's the point. | kept
getting the impression that | was
playing a Spectrum game on an
Amiga monitor. Nothing's been
changed. Okay, so there's a dab of
colour here and there, and the odd
sampled clash of thunder in the
background but | couldn't help
thinking, "Where's the Amiga?"”.

However, Laser Sqguad still remains
a brilliant game, even though the
Amiga could probably sit back, have a
cigarette and clean out the fluffy bits
between its toes while running the
game. | think half the attraction of the
game is the suspense element (What's
awaiting round the next corner? Will
the enemy find me? Where's Keith
Chegwin?) and the intellectual ego-
massage you can give yourself when
you do finally defeat the computer
(who plays a mean game). Laser
Squad has that elusive blend of
exciterment, challenge and addictive-
ness all mashed into one, Definitely on
the short list for all time classics and
definitely the best strategy game you'll
find in the shops today.

ek

Sci-fi strategy game
with a surprising

amount of ‘game’in it.
A sure-fire winner.

THAT SUN IN THERE WILL BE
EXPANDING WOW.' THE WORLD
OF RHAAM IS DOOMED- BUT

THEY ALL GOT away -

YES ’
THAMK THE
STARS THEY




STORYBOARD

“Right my little lads, my little cherubs, mes petits onions. We are out here (in the
vacuum); they are in there (in the warm). They’re defending the shield generators!”
said the Sarge, choking on the cigar-smoke slowly filling up inside his space helment.

“Right lads. Two-four-six-eight who do we completely hate?” ALIENS!!!
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It took us several hours to get through the airlock. The
Sarge said we should blast our way in like true commandas.
We used up 4000 rounds trying to destroy the door when
Private Jonlan pressed a button labelled “OPEN AIRLOCK”
and the portal opened. Who says the army is full of
vegetable heads?

BHITH

Our first sight of the enemy! The scum crept up on us from
behind. The Sarge went ape with his laze-cannon and fired
thousands of rounds down the corridor. When the smoke and
ozone had cleared, we saw that the Sarge had disintergrated
two flower-pots, a wardrobe, matching chest of drawers,
and Jenkins and Andersen, our rear guards. He missed the
enemy completely,
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We found a prisoner at last. The Sarge primed and planted
the grenades outside the cell door. | said that perhaps we
should warn the prisoner to stand back. The Sarge mumbled
something about “joking” and “blackmailers and “sheep”
again. We detonated the grenade but unfortunately it killed
the prisoner and the five squad-members, left behind to “check
it went off properly”. The Sarge said it didn’t matter because
they were shandy-drinkers anyway. | respect the Sarge.

CHIJECT)
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| forgot to go before | left so when | spotted a toilet, | nearly

peed myself with glee. “Can | go to the toilet?” | asked the

Sarge. He exploded, “Anymore of that ‘bladder’ talk from you

and you're in trouble my lad!"” | was quite frightened by this

and suddenly realised | wouldn’t need the toilet after all.

“Besides,” Sarge added, “it's just a useless piece of scenery.”
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Our next mission was to rescue three squad-ettes wheo had
been coptured and imprisoned in @ mine. Apparently, they
were “close friends” of the Sarge, and he kept muttering on
about “photographs” and “sheep”. His idea was to plant a
thermo-ynuclear charge and blow the whele mine into the
next galaxy, but | knew we could use grenades to break the
prisoners free.

Despite the annihilation of three-quarters of the squad, not
to mention the demise of the three prisoners we were meant
to rescue, the Sarge declared the mission a complete success.
But now we have to cross Paradise Valley, infested with
aliens and venomous splurges. The Sarge has tied me up and
told me to walk ahead so | can fall into the poisonous
swamps before he does. I'm so proud... eek! Splash!



IS SHORTS

STORMLORD

Hewson/ST & Amiga/£19.99

Sean: Badh the Crone has
imprisoned all the fairies in
Fairyland and is draining all
their life energy in order to
prolong his (her? its?) own
life. You, Stormlord, being a good chum
of Rose the Fairy and a founder member
of the F.F.F. (Free Faries Forever| peace
movement intend to release the said
fairies and so destroy Badh,

The fairies have been imprisoned in
different areas of Fairyland, and not
suprisingly, many varied obstacles and
puzzles stand between you and the
ultimate aim of the F.F.F. For example
you're going to come across giant bees,
vicious goblins armed with daggers,
skeletons with bouncing heads and
horrible creepy crawly things.

Getting past some of these is often
simply a matter of chucking an energy
balt or dagger at them, whilst others
need more thought. Take the bees on
level one, for instance, which stand
between you and a fairy. The pot of
honey about 300 screens along will
probably be of some use, but how to get
it close enough to the bees to distract
them is the problem. You also have an
eagle to call upon for assistance, which
will carry you to places which would
otherwise be inaccessible, As usual there
i5 a sub-game - this time it involves

XENOPHOBE

Microstyle/ST & Amiga/£24.99

s - Paul: “It's just like the
Sinclair version,” said
Jackie of Your Sinclair,
poking her head round the
door. Well, I've nothing
against Speccies but that's hardly a
great introduétion to a 16-bit game. But
it's about the kindest thing that can be
said about this little number,

The action takes place on a variety of
different locations {see if vou can spot
the difference between them} in a future
universe. You have to purge these
places of nasty slimey aliens before
they completely take over.

Unfortunately the Exterminators —
the good guys — are about as exciting to
watch as Arsenal at home. The most
distinctive character looks like a reject
from Dynamite Dux and the rest
resemble the sort of faceless blurrs
normally found in football sims,
Graphically it's also a let down.

The monsters work guite well and
have a nasty habit of changing form
during the battle. The Critters were the
ones that | loved to hate — horrid, crawly
things that follow you around like
yesterday’s garlic bread. In fact, there
are rather too many monsters at one

1.} ZERO

throwing hearts at fairies to make them
fall in love with you and then catching
the tears that fall, like dew, from their sad
eves.Yeuch! | feel sick.

Stormiord is actually a conversion of a
Hewson eight-bit smash from earlier this
year, and is typical of Hewson's slick
arcade adventure style games. One
problem games like this face, | suspect, is
that the ‘left, right, pick up, drop” whilst
perfectly suitable for the B-bits, seems a
little old and staid on 16-bit computers. In
addition, Stormiord has the added
disadvantage of seemingly dodgy
collision detection at points. Both these
facts meant that in the short term | found
the game fairly boring and frustrating.
But, being a persevering type, however,
l.. er... persevered, and after a while |
must admit that | was rather getting into
Stormlord,

The most attractive aspect of the
game is the atmospheric background
graphics which look exactly like the most
stonking set you could imagine for A
Midsummer Night's Dream, or Spencer's
The Faerie Queen. Tons of strange
flowers, warped, gnarled trees, and
striking thunder and lightning abound.
The main sprite however, lets the game
down a little. Although it is suitably
coloured and complements the
atmosphere well, the animation is a little

time. The screen is of-
ten cluttered with Dr
Whaorejects. Justkeep
firing and you're
bound to hit some-
thing, though you can't always tell what
you've hit or what's hitting you. Skill is
certainly less of a premium in this game
than a strong trigger finger,

The other preblem is that you can
blast one of the oncoming Rollerbabies
with enough hardware to put the wind up
Gaddafi, and still end up poiishing the
floor with your brand new 501s. Not all
are so persistent. If there is a nama for
fear of doorways then the Critters have
got it. You go through a door with an
entire family of the things hanging off
your testes and then there you are on the
other side without so much as an
embarrassing itch.

The game does have some nice
graphical touches. For example, you can
angle your gun instead of always firing in
straight lines from the hip. This is fairly
useful, to say nothing of satisfying, when
those wretched Critters start nibbling
round your ankles and cast wistful
glances upwards. But to be honest, |
spant most of this game on my knees,

“1 say | say | say, 'W"'Il.l."l
"Flue?”™ “No, | came by teleporter - BOOM BOOM!"
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"It's like this officer, | was standing on
this floating lump of seil, when all of o
sudden two dragons attacked me..."

stilted and rigid at points, like when
Stormlord jumps or is carried by the
eagle. The sound consists of an averagely
attractive ditty and wind howling through
the trees. It's in the gameplay league
where Stormlord scores the points - after
initial unfriendliness, it develops into an
addictive arcade adventure. The
problems are well thought out, and give
the game an element of challenge which
will keep you coming back to it as you
suss each problem.

All in all (he said, introducing the final
paragraph with a typical summary
statement) Stormlord is a flawed but
addictive game and to my surprise, |
found myself returning to it again and
again. Definitely the type of game which
will bring back many a happy memary for
anyone who, like me, has moved up to a
16-bit computer fram an 8-bitter.

Amiga score = 5T out now

The only incentive stopping me from
grovelling about on my knees were the
various objects | kept being told to pick
up and even these often seemed more
trouble than they were worth

My final grouse is that | never knew
how well | was doing. Failure to kill
enough aliens within the time limit
means the destruction of a planet or
spaceship. Whenever | was dema-
terialised at the end of a mission, | was
never sure if | was going to get a medal
or be melted.

Well, there it is. A rather irritating
shoot 'em up in which the good ideas
never guite come off. Instead the screen
becomes cluttered with confusing
monsters and faceless heroes. In the end
I couldn't give a monkey's who waon,

ST Score - Amiga out now
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 to the racing world that you have e
juts and determination to become a

wala One Driver. Take the challenge
of the CONTINENTAL CIRCUS,
consisting of eight races in eight different
countries. YOU MUST NOT FAIL!
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DOSH
EATERS

'
/

Deep in the darkest
depths of London lies a
place more secret than
the Batcave and more
taxing on your wallet
than a night ovut at
Stringfellows! ZERO’s
Alan Tomkins and Maftt
Bielby went ‘pockets-a-
bulgin’ to the
Electrocoin warehouse
to turn on, tune in and
freak ovut at the latest
and greatest dosh
eaters in town.

You’'ll be pleased to know
we’'ve kept the ratings pretty
simple here in Dosh Eaters.
The overall mark out of five
stars (well Space Invaders
actually) shows our general
response to the game - it's not
just a reflection of the game’s
graphics or playability. For
example five Space Invaders
indicate a mega game, while
a single alien - well, er, a bit
of a duffer...

58 FA1Te)

SPECIAL PROJECT

Konami/50p a go

atch your back 007 ‘cos
someone’s been checking out
your movies. Yes folks,

Special Project Y begins with the same
spotlight sequence you see at the
beginning of all the Bond films.

Once the game gets started you find
yvourself flying across the sea Space
Harrier style towards an island, but
don’t let that deceive yvou. Just when
vou think it's safe to zoom across the
water, a huge mother of a transport
plane drops in from the top of the
screen for a cuppa and belches out an
‘orrible shower of nasties - it's at this
point that you discover what the fire
button is for!

Wipe out the first wave and there's a
few Black Hawk type helicopters waiting
to unleash yet more baddies; if you
survive those, it's onto the second level
for yat more mayhem.

Having landed on the island the
action changes to a horizontal scroll.
Here you have to fight your way
towards a rock-topped building (this

SN w-g :
Hey, what’s all this? | didn"t ask for

an escort. Wonder if there are any
sharks below?

involves fighting a whole load of new
meanies, Kung Fu-style) jumping up to
gangways platform-fashion and kicking
the sh.... (Smip....Ed) out of even more
thugs.

As you progress you get the chance
to pick up a selection of fire arms
including grenades thold onto these
‘'cos you'll need them later to kill the
end-of-level fat thug). If you survive to
the third level {you jammy sod) you've
made it into the building. Now you have
to fight your way through room after

- — - -

Look behind you! You maybe able to
walk on water, but these jokers can
teo and the one with the hang glider's
abeut te knock your block off.

room of even more highly antisocial

individuals until you reach level four,
where you find yourself outside once
again with more platform-type balco-
nies to negotiate.

If you're a real hot-shot you'll end up
outside a fenced-off mansion wheare
vou'll confront a real bad mother in a
black overcoat. Beat this guy to a pulp,

Y. \ﬂ N
Gl - = .

There | was bobbin’ along, then all of
a sudden Mike Smith drops in - gets
everywhere doesn't he?

run up the path toward the mansion
and you'll find yourself face to face
with... er, I'm not telling, you’ll have to
go and play it!

Special Project ¥ has excellant
graphics, great gameplay and it's sure to
keep you entertained for many a wet
weekend. Konami has designed this
with very well defined sprites and
enough colours to keep you glued.
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SAGAIA

Taito/50p a go

hat's all this ‘sagaia’ stuff then? Unfortunately my (rather non-existent)
erasp of Japanese means it's all Greek to me (or something). Apparently,

though, a 'sagaia’ involves flying a little space ship along and shooting
things. Ho hum. So much for originality.

5till, as hopelessly unimaginative shoot ‘em ups go, Sagaia isn't half bad. It lives

in an impressively big (and painfully difficult to photograph) cabinet with two (yes,
two!l) screens lodged side by side inside. You fly in from the left of one screen as the
waves of baddies zoom in from the far right of the other - then the fun begins. It all
seems quite easy at first — the bad guys have to cross two screens to get to you
{which means there's plenty of time to blast them) and power-up icons are plentiful.

i1up

Taito/30p a go

This multi-level hovercraft extravaganza
plays along vaguely Op Wolfish lines,
with you controlling an an-screen
crosshair cursor and your little red craft
just bumping along after it. You get two
weapons (ordinary bullets and super
missiles) and a jump function, allowing
you to clear logs and floating mines etc,
Pretty graphics, an easily animated
central sprite [it's just a big red lump,
really} and the normal range of tank,
helicopter and gunboat adversaries make
it a playable variation on the theme.

el
OMEGA ALPHA

UDL/20p a go

This is a bog standard vertical scroller,
with little else to recommend about it.
The honeycomb backdrops are vaguely
attractive, while your ship makes a
pretty catherine wheel explosion when
it dies and, urn, that's it. There are the
usual number of power-ups {though
they all seem to do the same thing) and
I can't be bothered to write anything
else about it, Next!
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SKY ADVENTURE

Alpha/20p a go

As cheapo vertical scrollers go (there
seem to be a fair number of them about
at the moment) this ain't half bad. Fram
the ‘30s air race title screens to the
spooky mad-dictator-crossed-with-the-
land-that-time-forgot storyline, it's all
vaguely charming - and slightly more
than vaguely well executed too. You get
a choice of four old fighter planes to fly
in, each equipped with twin machine
guns and an extra special weapon
lbombs and a flock of mini aeroplanes

Then suddenly it all gets very tricky. Solar flares rip your ship to shreds, giant fish
sneaky — entering from behind (Lordy! Ed.). The screen flips over and scrolls the
other way occasionally too, which is trés confusing.
surface of the sun, but later goes to Mercury, Venus and successive planets out to
Jupiter {but | didn't get that far.) Ahem. Basically this two screen business is a fairly
down the crack between them for the brief-
est of pico seconds) but | doubt the game'll
Taito/£1 a go
Big Run , like most racing games, does come in a hydraulic cabinet if you

want one, but most arcades don’t ‘cos: a) they cost more and: b} they're too heavy to
linked up with loads of other Big Run cabinets — so everyone playing is racing
against each other-but no arcades outside
machines to do it. Shame,

Still, even in 'boring’ non-hydraulic,
be a surprisingly jaunty little bash. Your
motor — in this case a rally-going Porsche
gears, abrake and a throttle pedal) to keep
it vaguely under control, plus a neat horn
other cars out of the way. All would be
hunky dory, but there are some of the

leap out of the flames beneath you and even the ordinary aliens become extra
The first level (which I've just been blathering on about) takes place over the
playable gimmick (sprites only disappear
go down as a real coin-op classic. ﬂﬁﬂ
hat's the point of a sit-down driving game without a hydraulic cabinet, eh?
WNG answer to that one — have you, Taita? Oh, um, you have? Ah, it seems
lug about. Even more of a disappointment is the fact that the game is designed to be
Japan(and perhaps the USA) have enough
non-linked up mode Big Aun turns out to
Turbo - has all the usual controls {two
gimmick which, when honked, clears
twistiest, turniest mountain paths around

etcl while the baddies range from fire-
breathing dinos to boomerang-chucking
natives, with the enemy squadrons of
the evil General Claude himself, in
between. Not too bad at all - give it a go!

ke

helping to send you spinning off. Which |
did - a lot!

I've a few complaints though, Chiefly
thatthe graphics seem a touch blocky and
crude, but it all runs fast and while Big Run
won't break any barriers it will win a fair
few friends, | think. It's certainly more
playable than Outrun, Give ita go anyway.,

Big Run is based on the Paris-Dakar
rally. There are numerous stages,
each one a nightmare of twisty
mountain passes, bumpy surfaces and
skiddy bends. Yikes!

ek

| ZERO 1Y



CRIME CITY

Talsumi/50p a go

ere's yet another clone from the
H people who brought you Bad

Dudes, with just a touch of
Operation Welf thrown in for good
measure. Yes, what we have here is a
two player, horizontal-scrolling Kung
Fu-pick-up-a-gun-and-blow-the-suckers-
away job. Then just when you're getting
inta it, the action suddenly changes to a
3D shoot- out.

The game starts, as you've already
guessed, on the city streets. Scrolling
along you're given the chance to beat
up assorted thugs, then pick up a
selection of firearms and blow away a
bleomin’ great black doberman. Level
two is a hoot, Here you jump across the
top of speeding cars and trucks and
onto hanging platforms to progress oh

¥ b e il S
There | was with my fistiul of dellars
when these dudes started coming at
me from all directions. Suddenly It
was Gunfight At The OK Corral for me
and curtains for these punks!

your way. | loved the Hell's Angels, who
roar in with their choppers. After the fun
comes some real hard fighting in an
underground car park, where the action
keeps switching between 3D and
horizontal scrolling.

Survive all this and you find yourself
in a bank. Your job here is two-fold -
first you have to blow away the baddies,
then rescue the hostages. Once you're
outside again, you move from a scrap-
yard to a seafront setting, rescuing
more hostages on the way. If you're a
glutton for punishment you find
yourself back on the city streets again,
but this time the urban guerrillas have
flame throwers and petrol bombs, plus
more bloody dobermans!

The sprites in Crime City are medium
sized and well drawn. The colour choice
is good and though not an earth-
stopper, it's fun to play and should end
up in most arcades.

60 E3]

Isn’t there something vp with the
scale here or is this the biggest T72
assauvlt tank in the world?

UN SQUADRON

Capcom/50p a go

he latest in a long line of gamaes

T from Capcom is a bit of a let-

down, I'm afraid. The presentation
graphics are well laid out and detailed,
with the first screen giving you all the
usual crap about your all important
mission to save the world. Then you get
a screen with three youthful pilots and
you have to choose between a Tomcat
and an A10. Having made your selection
your pilot disappears and your plane
zooms off to do battle.

It's when the game screen comes on
that the graphics go downhill and
poorly-drawn planes and backgrounds
abound. If this one ever makes it onto
home computers, some graphic artist's
going to have a field day improving on
them. Thankfully the gameplay is better
than the graphics, even if it is a cross
between Defender and Sifkworm. It's a
harizontal shoot ‘em up and all the
usuals are there including extra
weapons. Level one sees you blastin’
the hell out of an oil refinery complex.
Enemies include Hind 24 helicopters
and T72 tanks so you could almost call
this Commie Bashing Squadron. This
two-player game is not up to Capcom's
usual standard.
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Come hers little one = I've got
something for you. How about a
bazooka or a nauiron bomb?

CONVERSION
CRAZY

It's becoming the rule in home
computers that in order to get the
Christmas No 1, you have to
convert an arcade giant. This year is
no exception. Domark has Hard
Drivin’ (you know the driving game
where all those stupid heads look
down on you as you screw up).
Ocean has a double-barrelled
attack with Chase HQ where you
drive a black Porsche and Opera-
tion Thunderbolt - the spy rescue
shoot ‘em up.

Meanwhile, Activision is firing a
broadside with Altered Beast, Super
Wonder Boy and Dynamite Dux,
plus Power Drift and then early in
1990 it's giving us Galaxy Force.

Who'll get the jackpot this year?
Only you have the answer to that
one, so go out and vote with your
nickers. (For the benefit of the Ed -
that’s not sexist - it's cockney slang
for money) (What? Ed.)

TOP OF
THE “OPs!

We at ZERO want to
E know your favourite

arcade - so no
matter where you live, whether
it be Lands End or Llandudno, let
us know about it and its games.
For instance - did you know that
the arcade at Pontin’s Holiday
Camp at Brean Sands
{Apparently it's somewhere in
yokel land out West, Ed.) has
Outrun Turbo and Continental
Circus plus another two dozen
rave games?

But for the most ‘up front
and street cred” arcade in the
land | recommend Casino
Entertainment in London’s
Tottenham Court Road near
Goodge Street tube station.
They’ve got games in there you
ain’t never gonna see anywhere
else and they get all the big
ones first. From your replies
we’'ll print a Top Ten Arcade
Chart each month. And don’t
forget to send in your high
scores and see your name up in

e md i AT EE=T

lights on our High Score Table,
plus any hints and tips. So put
pen to paper and send them to
Dosh Eaters, ZERO, 14 Rathbone
Place, London WI1P 1DE.



feld of interactive strategy, this
amust for fans of this style.r
COMMODORE USER.

lifks excellent product... Great
iz-depth game play.m

Wil keep you enthralled for
weeks, M
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review

We sellotaped Duncan
MacDonald and Sean Kelly
onto an ‘X particle’,
accelerated them to 97 per
cent the speed of light, and
shot them into the Dream-
track Corporation's Security
Computer to have a loock at
Interphase. It was a tricky
process, (Sean bruised his
little finger) but we’ll go to
any lengths for you lot!

Set in the
not too
distant
future, the
world of
Interphase
comes at a
time when
everyone
has a lot
of spare
time on
their hands, due to the total
automation of most industries. As
a result, the leisure industry has
expanded beyond all recognition,
and one particular form of
entertainment has come to
dominate: the science of Dream
Recording and DreamTrachks.

DreamTracks (recorded patterns
of imagination) which are produced
by multi-national corporations but
the ‘Dreamers’ are being
subliminally brainwashed by the
power classes who are peppering
the DreamTracks with pro-
government propoganda. Quite
frankly, this isn"t cricket. And one
Dreamer swears to do something
about it.
Chadd (the
Dreamer in
guestion)
builds
something
called the
Interphase,
which
sproings
his mind
inside the
Security
Computer - where he can basically
bugger up the whole caboodle. It's
a bit like a cross between Tron,
Max Headroom, Joe 90 and Lassie
Finds Yet Another Boy Stuck In A
Dangerous Mineshafi.
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PHASE

unc: Right. You have 12 floor-
D plans (the different levels) to

study and you have to allow
your ‘girlfriend’ to pass from one end of
each floor to the other without walking
into any hazards. For instance, there are
video cameras, which, if they spot her,
will relay the information to security
droids who will then track her down and
kill her. Turning a camera off, then, is a
good idea, but to do it you have to go
into the other bit of the game - the 3D
world ‘inside the computer’. You can
summon up info on what the camera
‘off-switch’ looks like and fire up the
navigation computer (which will show
you the way to go) before you plunge
into this weird world.

Aha! There's the doofer that launches
the aeroplane thingies. It's ripe for a
homing missile, 1'll be bound.

It's really like being inside a rather
bizarre computer. All you need to know
is that the animation is absolutely first
class. Oh, and your ‘ship’ is controlled
entirely by mouse, so get a ZERO
mouse mat. (Out scon!) Once you've
tracked down the camera switch, shoot
it, and the camera is turned off. Time to
go back to the map screen to plot your
chick’'s assault further.

As you progress through the levels,
yvou'll encounter all manner of hazards
to interact with in the 3D environment:
locked doors (er, you need to open
them); turntables {they send guards off
in directions of your choosing); pressure
pads (you need to avoid them. Um, and
sometimes you don't); electrified floor
ifrazzles the guards, unless your chick

touches them first in which case they
frazzle her); workshop systems (where
you can manufacture itemns you have
accidentally blasted and then realised
you need). And there's more, but this is
a mission of discovery, so | won't spoil
it for you. Basically it's a case of looking
at the map, thinking “how on earth can |
do that?" then sussing it out and going
inside the computer to carry the plan
out in shoot "em-up style.

So how does the mix of brain-power
and razor-sharp reactions match up? Is
it a perfect blend or are you |eft wanting
to jump out of your top window? Um,
no actually. To my way of thinking it
comes down too heavily on the cerebral
with not enough thought to the zapping.

The shoot "em-up element isn't de-
manding enough to satisfy someone
who wants to ‘get things before they get
him’. Maybe it gets a lot harder on the
later levels, but the trickiness of the

Uh-oh! Under attack from a futuristic
cabbage crate {ie: a plane).

strategy element can bog down the
most ardent shoot ‘em-up fan until he
(or she) just gives up. Maybe | haven't
applied enough ‘thought’ to the
problem at hand, but there you are -
that's how | feel in 1Q tests. On the other
hand, the dedicated strategy buff might
well find the ‘arcade’ sequences
iregardless of the impressive graphics
and sound) something of a bind,

Howewver, there's a "sub-set'of people
with the IQ of Sir Clive Sinclair, the
reflexes of Roadrunner and the patience
of a lighthouse keeper, who will love
this game. It's a blinkin® clever little idea
and though difficult, it's implemented
with sheer class. .
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A fiendishly canny strategy/
shoot "em up with outstanding
graphics and brilliant sound.
BUT... it gets too hard FAR too
quickly.
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1. The starting point for your
chick %

2. The first locked door. But
don’t unlock it until you've
dealt with the first camera

3. The first camera. This
needs to be switched off by
Chadd.

4, The second camera. Leave
this on. As your ‘babe’
passes, it’ll set a defence
droid into motion on its pre-
set path - which means

it won't be ‘in the way’ a bit
later on.
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5. Another locked door.
6. Another one. (Yawn).

7. The lift. “Going wp to
level two!”

8. This shows the power of
magnification available. It's
crucial that you zoom in and
theck things out = what looks
like a full stop might actually
be a picture of the
programmers (or something).

WHAT'S WHAT

111" N Interphase

IR B Mirrorsoft

2 (48 £24.95

ST/Amiga

ean: Let's face it, the chances
s of getting the brain of a
technical genius and the brain of

a mega game designer squodged into
the same skull are practically nil. So,
when a game like this comes along,
pushing back the graphics barriers in
huge chunks, fun-wise they're generally
about as exciting as playing tiddlywinks
with your auntie who died last year.

ImageWorks, doubtless aware of this
problemette, got round it by getting one
person to design it, and another person
to work on the actual gameplay. Two
brains, two specialists and two skulls.

Well, almost. It's the fastest solid 3D
ever but to be honest, this fact doesn’t
impress me too much. The graphics will
be improved on eventually, or maybe
within months, and excellent games
have certainly been created without
stretching limits, so barrier-breaking is
no real indication of playability. The

Here's the berk with the elecirical

cable sellotaped to the back of his
‘leathers’. Bleeeeegh! What a gimp!

only way to judge any game is by
comparing it to others currently
available on the market.

Fortunately, Interphase manages to
create a believable, imaginative 3D
wortld, and pack in an addictive chal-
lenge to boot. You will be able to tell
from the screenshots that interphase
has truly astounding graphics, but what
you won't be able to glean, is the
smoothness and speed with which the
screen updates - scrolling is too simple
a word to describe what happens. This
smoothness, which | would put on a par
with some animated films, really does
create the feeling of ‘being there’ more
than any other computer game I've
played. Basically, the graphics are
superlative. In addition the sounds are
very ‘science fictiony', and again
contribute greatly to the overall atmos-

review

phere of the game,

The actual game, once past the
cyberpunk scenario, is a sort of strategic
shoot "em up. Each level begins with a
thorough examination of the map, and a
route must be planned ahead for the
girlie if she's going to avoid getting
fried on an electric pressure pad or
mashed by some defence droid. Even
the map section is impressively
presented, an indication that attention
has been paid to perfecting every aspect
of the game. Needless to say, the shoot
‘em up sections of each floor are
brilliant, and you can either go straight
for your objective as fast as possible, or
stroll around taking pot shots at
anything that strays within range. It's
brilliant fun either way.

All is not sweetness and light, how-
ever. At the end of each level is a section
which involves guid-
ing your craft thro-
ugh a red and white
stripey tunnel. Maybe
I'm just crap at steer-
ing or something, but
| found this to be
pretty difficult, Even
if | finished a level
without losing too
much energy, | gen-
aerally lost loads inthe
tunnel. Personally | think it was all rather
distracting, as it seemed to be tacked onto
the end of each level for the sake of it, and
it added nothing to the game. Mayhe
that's just me, though.

| also wonder about the actual
‘learning curve’, and whether it gets too
difficult too guickly, thus forcing some
people to reach an impasse and give up.
This said, | suppose some smart arse is
bound to write in within about two days
with the complete solution.

Still, chucking my personal gripes
through the round window, | am certain
that no one who buys Inferphase can
fail to be impressed by the mix of
astounding graphics and addictive
gameplay. It's a thoroughly fab game
and | wouldn't hesitate recommending it
to anybody.

HASSLE FACTOR: 1
The tackiest, most
awful ‘start of

game’ sequence
ever. Has to be
seen to be beleived,
but once is enough.
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Excellent blend of
breathtaking graphics and

addictive gameplay. Yet
another impressive game
courtesy of Imageworks

| ZERO [LX



HURIKAN / LM&A HURIKAN UK SALES OFFICE

17, RUE DES PETITS CHAMPS BROOKLANDS

PARIS FRANCE NEW ROAD, ST IVES
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TEL : 0480.49.64.97




Vouchers - FREE

Yes, with every MICROMEDIA PC Engine purchased you’ll receive vouchers worth up
to £100, which can be exchanged for further products in the MICROMEDIA range.

MICROMEDIA PC Engines are available from Virgin Megastores, Hamleys of Regent
Street and most quality computer stores. So buy with confidence.

And that’s not all:

® MICROMEDIA is an established
company with a vast experience of the PC
Engine, being the first to offer the machine
for sale.

® Only our machines offer guaranteed
compatability with British TV Systems,
perfect picture quality and hardware
reliability with a twelve month
MICROMEDIA warranty.

® Beware of cheap imports. You WILL
be disappointed with the results of
inferior modified machines and it is not
worth it. The PC Engine is a machine
with wonderful capabilities. USE THEM!

® Only MICROMEDIA offer a repair
service. In fact right up to full replacement
internals.

® The PC Engine user club is only available
to MICROMEDIA owners (who are
automatically logged onto our computer)
and is FREE. You will get a quarterly
magazine and access to our telephone
hotline. Only vou will have access to
our exclusive games tips (and cheats!)
and information to help you enjoy your
machine to the full.

For further information and location of your nearest stockist, ring 0743 271792

or write to:

_ AAUMIR) MEDIA

MICROMEDIA SALES AND MARKETING LTD., (
83a Wyle Cop, Shrewsbury, Shropshire SY1 1UT
Fax: 0743 272168.

Tel: 0743 271792,




SHORTS

NORTH AND

Infogrames/ST & Amiga/£24.99

Sean: Now before you get
confused, let me just explain
something. North And South
is the British version of a
French game based on a
Belgian comic about the American Civil
War, Everybody got that? Good. Now
let's begin, but first, for all those of you
dismayed at the thought of one of those
strange strategy games that people with
beards and letters after their name find
so appealing, fear not. It isn't one of
those games. Um, well it is, but not if
you don't want it to be. (ER? Ed.)

Firstly, as it's based on the American
Civil War, it can be played as a fairly
straightforward but prettily presented
strategy game. Moving your forces
round the map, you must dé&feat the
enemy, and victory is largely dependent

‘Ere we go, ‘ere we go, ‘ere we go,
half a leagve, half a league, half a
league... You get the idea.

upon protecting your rail network and
the ports. Random elements can be
integrated into the game, such as
rainstorms (these prevent batallions
from moving) and the arrival of boats at
the port carrying soldiers (whose
soldiers depends upon who is oCeupy-
ing the port at the time).

In addition, it can be played as a
strategy game where victory depends
on you defeating the enemy in various
arcade sections. There are three of
these, the first and most important
being the battlefield sequence, in which
you must fight the opposition. Obvious,
really. In the next one, you get the
chance to steal money from the
enemy’s trains, by boarding at the back
and working your way to the front.

Finally, there’'s a section where you
must capture the opposition’s fort. This
is a race against the clock to reach the
flagpole. Between you and victory stand
enemy soldiers, booby traps, broken
paths and dogs who attack you. Eeeek!

The one thing everyone in the ZERQ
office said about North And South was
‘Cor... Dunnit look good’ and there's no
doubt that it's an incredibly slick game.
From start to finish, the cartoony
graphics and animation are brilliant,
Even the opening sequence, where the
options are set, is inventively designed

I love a story with a happy ending.

and superbly presented. The sound is
likewise unusual, but excellent, and
perfectly complements the cartoony
graphics. The arcade sequences are
impressively presented and great fun, if
a little difficult, and do actually play
pretty well. North And South has also
got some very original and very funny
sound effects. For instance, you start
the game by poking your cursor at a
cameraman's derriére,

Allin all, a pretty good mix of arcade
sequences and strategy. | doubt if it will
appeal to hardened strategists, but it
does introduce an element of planning
and organisation for those who are
normally rabid joystick wagglers.
However, I'm not sure that it will stay in
many people’s drives for long, as it
seemed fairly straightforward after a
while. 5till, it's really good fun and well
worth a look, but give it the once-over
befare you buy.

Amiga Score - 5T out now

2 LEAGUES: 16 PLAYERS EACH LEAGUE: 30 MATCH SEASON: UK
CHARMPIONSHIF; WORLD CHAMPIONSHIF: INDIVIDUAL PRACTISE -
SAFETY, POSITIOMAL POTTING: ADVERTISING : BUY/SELL SHARES

SAVELOAD GAME: STOCK MARKET: MORALE: PW.LF.APTS: 5 SKI
LEVELS: MANAGERIAL RATING: PROMOTION: RELEGATION: TOURS

™ SHOWS: STRATEGY QUESTIONS: PERSOMNAL APFEARANCES: (U

BREAK: PLAYER/MANAGER NAME EDITOR: FIXTURES: WATCH
FLAYER: WIN POOLS: LOANS: BANKRUPTCY: SACKINGS: PLAYER

OFFERS: ILLNESS: LEAGUE MATCHES BEST OF &5 FRAMES: STATIC 3
MATCH GRAPHICS: ALL ROUND PRACTISE: VIEW LEAGUE TABLES
FRIZE MONEY: IMPROVE PRACTISE TABLES: COUNTDOWRMN: END (¥

SEASON EARNINGS: FULL RESULTS
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£7.95 SPECTRUM  Coming soon:
48K/128K SNOOKER MANAGER 2

Make cheque/PO  For Spectrum 128K,
payable to: Atari ST,

Image Software,
Trevol Business Park,
Trevol, Torpoint,

Commodore, Amiga

Tel: (0752) 812148
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(And here’s the second part)

WIN £ 50,000 WORTH OF PRIZES!!!
| FIRST PRIZES

50 Sega Super Systems (Each with the Sega
console, two control pads, a light-gun, 3-D glasses
and a free 3-D game to get you started)...

50 Goodmans’ ‘Yuppie Blaster’ CD/radios (each
with 16 track programmable memory, 5-band
graphic equaliser, turbo bass boost and loads loads
more)

25,000 quids worth of Virgin Mastertronic
software (i.e. about three squillion gougol trillion*
totally brilliant games).

*roughly

10,000 quids worth of money-saving vouchers
(allowing you to save heaps of your hard-earned
spondies).

AND THAT, AS WE SAID, ADDS UP TO £50,000.
QUITE A WAD REALLY.

You'll want to know what to do this month though, won't you? Well, we’'re not
going to tell you (ho ho ho). Oh, okay then but first a word from our sponsors:
Part two of this amazing competition is being brought to you by...

1) The grand old folk at Virgin Mastertronic 2) The sterling people from
Goodmans 3) Us, the spiffing ZERO team and 4) An extremely whiffy ‘salty
sea-dog’ fishing trawler captain from Norway called Jurgen Jugennson. (Are
you sure about number four? Ed ).
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extremely
long list of
prizes???

Well, here




IT"S
A
STIFFY...

And you're
holding it. Yes,
it’s here - the
second part of
the most
fabulistic
competition in
the history of
the known uni-
verse (and
beyond). If
you’ve still got
last month’s
map then
you're two
thirds of the
way home (pre-
suming you get
all the ‘direc-
tions’ right that
is). If you
haven’t got last
month’s map
then you’re...
er... well
you're
buggered
really.YOU
NEED THE MAP!
Nab a back
issve!

THE ZERO/VIRGIN MASTERTRONIC COMPETITION

| THE STIFFY CONTINUES

If you worked out the starting place last month (let’s face it, it wasn't such a
stiffy after all) then you're laughing. Why are you laughing? Because you
start from the same point this month as well - that's why! Mind you, those of
you who didn’t work out where last month’s starting point was are going to
be a bit miffed (serves you right for being thick though - so don’t blame us.
Go and buy an encyclopedia). Anyway, here are this month’s clues...

Go back to where you started last month.
Right, now go back up the ‘sausagey’ road, but
at the top turn left, not right. Walk down this
road and take the third right (opposite ‘crappy
green spiky leaf you get at Christmas’ Lodge
Gardens). This third right will take you through
to a lane which goes down and up. Head up, and
bear right. Keep going for a few yards and take
a note of the name of the Close to starboard (be-
fore the “six sided road’). Now turn round, head
back down again and swim across the pond -
there only seems to be one that you’re allowed
in, so be lawful. Do a little dance on the band-
stand (if you feel in a ‘get down and boogie’ sort
of mood) and chug on up and over the brow of
the hill. This will bring you onto a road (well, it's
called a hill, but it’'s a road as well). Carry on
down to the station and get on a train. Go to the
next station and get out on the main road. Locate
Monnery Road and take the QUICKEST route
there. This will take you through a road with a
rather crap Welsh sounding name. Jot it down.

What ‘Bob’ is trying to say is that we’re not

V'm afraid there’s no time to going to give you the final clues and the entry
ﬂm':m,::::;‘::’ A e coupon here: we’ll be doing it next month - in the
the b:g;n“i“g _ | final part of the competition - with details of
of the next M what to do with the information gleaned so far
| show. (so you can actually fill the entry coupon in!) And
| Goodbye. Lﬁ* with the chance to get your hands on some of the
| See you then. = | £50,000 worth of prizes. You'd be rather stupid

(Grovel grovel). {#ﬁ &1 NOT to fill it in. Goodbye. See you next month.
4| (Grovel grovel).
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Hold onto your
bladders, chums!
David McCandless

is here with a
huge deluge* of
tips, hints, maps,
cheats and... um...
that's it, really.

[*more of a trickle, actually.)

SLOW THINGS OF THE UNIVERSE

Ne.1: THE THREE-TOED SLOTH
The sluggardly three-toed sloth only

‘goes to the toilet’ when it rains. This is

because the pathetic creature is so

useless ot running away that it daren‘t
risk blowing its cover by accidentally

‘wee weeing’' on a foe's head whilst
dithering through the treetops. Hah!

Here in Gutless Gully is where all
you spineless wonders who are a
bit rubbish find solace by using a

cheat mode. Ugh! A cheat mode!
The mere thought of using a... a
cheat mode makes us skilful
players want to reassert our
manhood by drinking five tanker-
loads of mega-strong bum-roasting
special-brew (for breakfast).

Thanks go to bronzed PR supremo,

Danielle Woodyatt, for the

following tips.

VIGILANTE

A rather perplexing little ches
mode-ette, this. Get a high

score (simplicity in itself) and
then enter your name as aithe
POOKY IS MY PAL" on the §1
or ‘GREEN CRYSTAL" if vou're

using an Amiga. Remember to include
the spaces in both cases. Then, when
you restart, F1 will give you a life and Ft
will advance you to the next level,
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LAST DUEL

On the ST and Amiga, use
the game with F9 and

hold the HELP key down with
left shift and ‘1". Unpause
and the function keys will take
you through the levels while
F8 gives you five extra lives.
For multiple P€ cheats type
'STRIDER’ on the game
screen. Then F9 will teleport

you to the next level, FB will give player
one five lives, and F7 will do the same
for player two (the snivelling sneak).
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INDIANA
JONES

Cor, you've got to be a
shandy-man if you can't
complete this game. On the
title screen type IEHOVA (the
Latin spelling of Jehowvah -
intelfectual Ed.) and the screen will flash
grey if you've done it right. Then '2* will
teleport you to the pre-fixed points in
the level, 'L’ will advance you to the
next level, and ‘I’ will give you an icon,.

STRIDER

Pause the game with F9 then

hold down the HELP key with
left shift and "1°. After unpausing, keys
1,2,3.4,5 will take you to the respective
level, while F1, F2, F3, F4 will take you
to the flash-points of the levels.

SPHERICAL

Type 'BLADERUNNER' on
the menu screen for a variety
of pathetically gutless effects.

crystal tips*

*and Alistair
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DENARIS

Dkay, this is a hard game but that's no excuse. To receive infinite lives,
hold down “Z" when the ‘insert data disk” prompt appears, then put the
mouse in the joystick port and hold down the right mouse button while it loads.




crystal tips*
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STEEL

hen | reviewed this game |

complained that it was o

mite too simple, but now VIl have
to retract that rather over-ambitious
statement. At the time | thought, “Easy-
peasy-japaneasy. I'll complete it no
hassle.” And it seemed no hassle until I'd
collected all the cartridges and was about
to unjam signal six. Ah. Deing this proved
far more difficult than I'd anticipated. Still,
using my utterly phantasmagorical games
playing skills (hem), I've managed to map
it and below, to generously path the way
for you to complete it too.
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® Keep firing as much as possible.
® Most of the scenery is just decoration
don't spend hours trying to pick it up or
shoot it.
® f you fancy a breather then find a
room with a wall on one side and stand
(or float in this case) at the opposite
edge of the screen. No robots will enter
@ After killing a squillion robots don't *'q
go, reeking with confidence, to the
nearest power-up with the intention of
recharging all your energy. If you fill up
to 999 you will explode

The most ideal fill-up stations are at
A2 and C6 on the map. They are screaens
completely enclosed by walls so no
androids can force their way in.
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= Computer Terminal ® = Cartridge E = Energy I = Wall -5~ = Door
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his is a very tough little number, particularly if
you’‘ve never played Dungeon Master. So if you're
still standing blubbing at the starting post, like a

complete medieval moron, study the map of the First
Hall up above, then read on...

GENERAL TIPS

# Use the quick start option. Wandering about recruiting no-
hopers to your ‘merry’ band takes too long if you want to get
down to some serious annihilation.

# Cowardice is the better part of valour. Standing up to an
assailant is rarely successful, especially if he, she (or it) is a
mean bitch-mutha. Make sure you know the layout of the
dungeon you're in, and use the old 'dodge as quick as
ightning’ ploy to avoid your enemy. Alternatively, retreat
steadily, firing missiles and spells from a distance, so that he
doen't get a chance to gut you.

crystal tips*

*and Alistair

Masties can't open portcullises so use these as a final
escape if all is not going well.

If you have a choice use an offensive spell such as Missile
or Terror to chop away some of the reserves of your enemy.

Characters you try and communicate with are the ones who
don't attack you straightaway.

Always give your fighters the best armour,

Always have your mage ready with a spell (or three).

Here are the prices for the shop. Make sure you visit here
before entering the keep. DAGGER (5), LEATHER SHIELD (6],
SWORDS (10}, STAVES (B), LEATHER (7), CHAIN MAIL (12},
SHIELD {10). Buy armour first.

To buy supplies - face the shop keeper, click on PURCHASE
and wait for his offer. If he offers something you don’t want,
click on PURCHASE again. If you want to buy something, put
the appropriate amount of cash in the transfer slot and click
on OFFER, If the price is right, the item will be exchanged for

the money in true Leslie Crowther fashion.



Special R

Club Pri vﬂeges

membership £5.00

= Bi-manthly Buyer's Guide each with details of 40 games.
* Membership card, Release Schedule and a folder for the Buyer's Guides.
* 24-hour despatch of stock items. Most lines in stock

* Games sent individually by 1st class post. Most fit
weekdays, 10 to 5.30 Saturdays, 11 to 5 Sundays

= 7-day hotline, until 8pm

through your letter-box,

* Written notification of delays and instant refunds on request,

APE
AFTERBURMER

ALTERED BEAST
ARCHIPELAGOS .

ARTHLUR (INFOCOM)
ASTAROTH

BAAL

BALAKCE OF POWER 1950
BALANCE OF POWER 15990 (1 MEG)
BALLISTIX

BALLYHOO [INFOCOM)
BAMGHOK KNIGHTS
BARBARIAN 2 (PALACE)
BARBARIAN 2 (PSYGNOSIS)
BARDS TALE 1

BARDS TALE 2

BATMAN - THE CAPED CRUSADER
BATMAN THE MOVIE

BATTLE SOUADRON
BATTLECHESS

BATTLETECH [INFOCOM)
BEACH VOLLEY

BEYOMND DARK CASTLE
BEYOND ZORK (INFOCOM)
BLADE WARRIOR

BLOOD WMONEY

BLOODWYCH

BOMEER

BOMBLZAL

ERIDGE PLAYER 2000
GLIGHT (3-0 ANIMATION « DRAW)
CABAL

CAPTAIN BLOOD

CHAMBERS OF SHACLIN
CHAMPIONSHIP BASEBALL
CHAMPIONSHIP BASKETEALL
CHAMPIONSHIP FOOTBALL (USA|
CHADS STRIKES BACK

(D.M. SCENARIO DISK,
CHESS PLAYER 2150
CHESSMASTER 2000
CHROND CLIEST

COLLOSUS CHESS X
CONFLICT EUACEE
CONTINENTAL CIRCLES
CORRUPTION (MAG SCROLLS)
DAMOCLES

DATA STORAM

DAY OF THE VIPER
DEFENDEA OF THE CROWM
DEGAS

DEJA VU

DEJa VU 2

DELUXE MUSIC COMSTR SET
DELUNE PAINT 11

DEMONS TOMB

DEMONS WINTER (551
DRAGON NINJA

ORAGON SEIRIT

DRAGONS LAIR [1 MEG)
DRAGONS OF FLAME (S51)
DFRAKKHEN

DUMGEOM MASTER
LUNGEDON MASTER {1 MEG)
DLINGEON MASTER EDITOR
DYNAMI DEBUGGER
DYNAMITE QUX

ELIMIMATCH

ELITE

EMPEADH OF THE MINES
EXCLOM

EYE OF HORLIS

F16 COMBAT PILOT

F16 FALCON

F18 FALCON MISSION DiSK
FAERAY TALE

FAST BREAK

FEDERATION OF FREE TRADERS
FERMARI FORMULA 1
FIEMDMSH FRED'S BAG TOP OF FUN
FIRE BRIGADE (1 MEG)

FIRST WORD PLLS

l'DISKS

.S_CINV
DsD0D
35"

To order please write, or complate the coupon, or telephane us on 0279 600204, Ple

e

D PO 15.4% 1549
13

4%
2.9% 1299
16.49 Bag
1580 12490
1549 5.40
18,45
1498 1459
6.99 659
15,598
ik
1599
1845
14.95 {
7.80 T84
16.45
1549 1299
1599 1593
15.89
1648 1649
16,48 1649
1509 1299
15849
1396 999
155960 1569
T, &5 1449
543 1549
1849 1B49
4908
1449 1440
31.40
1546 1349
.44 B9
14,551 1240
8.69 1]
5.99 8.9%
489 4.9%

19.49
1643
18 25

58,29

79p

FISH! {MAG SCROLLS) 125 13.98
FLIGHT SIMUALATOR 2 2546 2549
FLIGHT SIMULATOR 2

WEST ELUROPE SCENERY DISK 393 1389
FOOTBALL MANAGER 2 a49 Ba9
FM 2 EXPANSION KIT 569 G40
FUM SCHO0L 2 {2-6, 5-8 OF 8+) 1249 12,409
FUTURE WARS 16,49 16,48
FUTURES®ORAT 12.59
GETTYSBURG (551 15,95

GOLD RLISH! {SIEFRRA) 9.59 1248
GRIDIACH (LS FODTBALL) 1480 1498
GUILD OF THIEVES (MAG SCAOLLS13

GUNSHIP
HARD DAIVIN
HELLFIRE ATTACH

HEWSON PREMIER COLL VoLt 16.98 18589
HEWSOMN PREMIER COiLL wOL2 1749 1740
HILLSFAR (551} 1749 1740
HIT DISKS WILUME 2 049 940
HITCH HIKERS GUIDE {INFOCOM) 4,5
HOMDA RYF 750 1549 15.49
HOSTAGES 840  BJ9
HOUND OF SHADOW 165,95 1689
HYBRES 11.49
INDIANA JOMES [ACTION GAME 18 1198
INDANA JONES [ADWENTLURE 1689 1499
INFESTATIOMN 14949 14
NFIDEL {INFOCOM) s 964
INGRILYS BACK LEVEL i 1248 1245
IROM LOARD 16.49 1649
JACK MICKLALNS GOLF (CGA & EGA}I5 89
JINKTER (MAG SCROLLS) 1389 359
SULRMNEY {INFOCOM 1540
KAMPFGAUFPE {55 4999
KARTIMNG GRAND PRIX 4 df

Annual Membership costs £22 (UK)
including:

M}Fth by Magnetic Scrolls
Gnome Ranger by Levelg
& issues of Confidential
Adventure HE'[J-"F‘I'E

Special Reserve mem bership

Please write for full details or enter £22
as the membership fee instead of the

| normal £5 fee for Special Reserve. Or

join Special Reserve and upgrade later
tor £17. You may request a surprise
alternative instead of Grome Ranger.

[ Mythis exclusive to members of

| Official Secrets and is not available in

the shops.
MEEF THE 'H_II:= 16.89
EICK OFF 89 11,99
KICK OFF EXPANSION DISK 48 7.49

KIND WOADS 2.0 (WF)
KING OF CHICAGD 5
KINGS QUEST 4 |SIERFA)

KINGS QUEST 1,2 & 3 (SIERRA| 2149 2248
KMNIGHT ORC (LEVEL ) f.40
EMIGHTFORCE 14489 14939
HRISTAL Bon 1749
BLILT P40 1249
LAMNCASTER ... 13,44
LANCELOT [LEVEL %) 13,48
LAZER S0LAD 1289
LEADERBOARD BeHDIE 16.49

LEATHER GODDESSES [INFOCOM)
LEATHERNECKS

'5-1.4

LEGEMD OF THE SWORD LE: ]
LEISUAE SUIT LARARY 1 (SIERAA] . 1800 1898
LEISLIAE SLIT LARRY 2 (SIEAAA) . 1859 1599

Name
Address

Post Code
Computer

Phone Mao.

[tem

Item

— T2.257*3,5°"3.0""TAPE

ltem

It's expensive not to join

* Mo commitment, no obligation to buy anything and no “minimum purchase”,
« The best games, carefully selected, available at extraordinary prices,

We're miles cheaper than elsewhere. Below are a selection

of offers at prices

you might not believe. You can buy games at the same time as joining - or

join now and salect from our full catalogue, All items

advertised are only for

sale o members and are subject to availability.
Note: Upgrade to Official Secrets is offered to members of Special Aeserve

LECNARDO
LEFE AND DEATH
LIGHT FORCE (COMPILATIING
LIVERPCOL

LOMBARD AAC RALLY

LORDS OF THE RISING SUN
LUAKING HORROR (INFOCOM
MANHUNTER NEW Y OAK [SIERAA)
MEMNACE

MECKEY MOLISE

MICAOPROSE SOCCER
MILEMNILIM 2.2

MOMOPOLY

MHA HEL

NEBLLLS

NEUROMANCER

NEVER MND 1

MIGEL MAMNSELL'S GRAND PRIX
MNOATH AND SOUTH
CBLITERATOR

s

OMSLALIGHT

QOZE

PACLAND

PACKAMIA

FAFERBOY

PASSING SHOT ;

PALIL GASGOIME SUPER SOCCER
PAWR (MAG SCROLLS)
PEASOMAL MIGHTMARE
PHOTON PAINT

PHOTON PAINT 2.0 {1 MEG)
FIRATES

POLICE QUEST 1 (SIERRA)
POLICE QUEST 2 (SIERRA)
POPULOUS

POPULOLIS PROMISED LaNDS
POWER DRIFT

FOWERDROME %
PRECIOIUS METAL COLLECTION
PREDATOR. .., f
PROTEXT WORD PROCESSOH
FUBLISHERS CHOIGE OTP | MEG)

| PLAPLE SATURN DAY

CUARTERBACK
R-TYPE

WARRIOA
CROSS CHALLENGE
GHOETBLUSTERS
AED HEAT

AEAL

|
RED LIGHTHING {S51)

RED STORM ASING
RICK DANGEROLIS

RIGK :
ROBOCOR

AOCKET RANGER

FALIN THE GALNTLET
SAINT AND GREAVSIE
SCAPEGHOST (LEVEL 9] .
SCRABBLE DE LUXE

SO0 (ACTIVISION)
SEASTALKER [INFOCOM)
SENTIMEL

SHADOW OF THE BEAST
SHADDWGATE

SHILOH (551

SHIMOEI

SHOGUN [INFOCOM)
SHOOT EM-UP CONSTRUCTION KIT
SILICON DREAMS (LEVEL 3)
SLEWOAM

SIM CITY

SORACEREA (IMFOOOR)
SPACE ACE

SPACE QUEST 1 (SIERFAA)
SPALE QUEST 2 |SIEARA)
SPACE QUEST 3 |SIERAA)
SFEEDBALL I

ST ADVENTLARE CREATOR
STAR COMMAMND (551)
STAR WARS

STAA WARS TRILOGY
STARGLIDER
STARGLIDER #

STEEL i

STEVE DAVIS SNODKES
STOS GAMES CAEATOR
STOS COMPILER

STOS MAESTRO

AMI

GA

13,98
12.4%

5.5
13.49
1599
15.99
13.49
15.99

12.45

11.49
19,59
12499
19,49
18,45
=] d'q
1289

17.49

27 48
9.99
12.49

15.449

.45
15,98
6,49
13.89
12.49
1249

S

1599
11.98
14.99

B.84a
12.49
E99
5.99
15.99
15.88
13,43
158.99
5489

12,49
2,64
15,55

749
1499
1599
11.9%

5.09
12,53
15.99
11.99
13.88
1889

15.89
1589
16.45
16.49

7.89
13,48
16,449
15.49

4799

L]
7.49

12.89

18.49
£.49

Special Reserve membership £5 UK, £6 EEC or £7 Warld

STOS MAESTRO PLUS (INC, HARDWARE) 47 .49
STOS SPAITES 600 : 9.59
STRIDER . .. : 1348 1348
STRIKE FORCE HARRIER 4D 545
STAYX . 1245 1249
STUNT CAR AACER . 1599 15499
SUPER HANG ON B 48
SLIPER WOMDERBOY 1589 1298
SWORD OF S0DAN 13899

SWORDS OF TWILIGHT Rl

TALESPIN ADVENTURE CREATOR & 1095
TALESP® ADV CREATOA (1 MEG) |, 18.09
TEENAGE QUEEN 848 ]
TESTORIVE B.49
TETRIS ... 449  §49
THE LOST PATROL 1649 1259
THE NEW ZEALAND STORY 1598 12838
THE STORY S0 FAR VOL. 3 . 1284
THREE STOOGES (CIMEMAWARE)
THUMDERBIRDS : B 40
TIME & MAGIK (LEVEL §) 1349
TIME BANDIT ... .49
TIMES OF LOAE 1E.49
TIMEWDRKS DTP 7489
TRIAD VOL1 (COMPILATION) 940 045
TRIAD VOL2 (COMPILATICON] T4 14 9%
TRIVIAL PURSLIT , 12.99 B 45
TURBO ... 1289

TV SPORTS FOOTBALL [USA) 1349 1549
UNINVITED y . 1248 508
UNTOUCHABLES 1596 1208
WVERMNATOR : 1598
VETTE (CORVETTE) ta.49
VINDICATORS 11,88 10.48
VIRLIS 1243 &89
VINEN 449 448
VOYAGER 16,48 1345
WiAR IN MIDDLE EARTH 1540 1544
WaR SHIF [550) 1699
WATERLOO S 16.68 1589
WAYNE GRETZKY HOCKEY 15.99
WHIRLIGIG . ; 48 558
WHO FRMD ROGER RABBIT (1 MEG) %49
WICKED 9.99 599
WORKBENCH 1.3 13.49
XENOMORPH 1549 15449
KEMOM I, MEGABLAST 1549 1549
KENOPHOBE 1 1699 1589
LORAK ZERD (INFOCOM). . 1840

~

The PC Engine Plu

“The secrel’s out! NEC's blockbusting PC
Engine has been re-enginesred by a British |
company o produce a fully-operational UK
version. Classic arcade aclion is now only
198 pounds away.”
ACE Magazine Movember '85

PC Engine Plus (TV)  £179.99 |
PC Engine Plus (Scart) £179.99

Complate with TV or Scart cable, jovpad, one
Irae game and 12-maonth warranty
[Frice includes VAT and delivery)

S

Software

All software is subject 1o availability. Many |

more tiles will ba availabde soon. |
CHAM & CHAN 2348 CYBERCROSS 2349 l
SPACE HARRIER 2349  YAKKSA 23.49
DRAGON SPIRIT 2343 FINAL LAP TWIN 3349 |
SON & SOM N 2348  ROCK O 2349
WINNING GOLF SHOT 23,49 BLOODY WOLF 3349
DUNGEDHN EXPLORERZ3.4%  ORYDENE X345 |
XEEF BLUE 2349 ALTERED BEAST 33.49
PACLAND 2349  DALNKENMASTER 2340 |

Peripherals, including the CD Rom unit, |
available soon. The PC Engine is
manutactured in Japan by NEC. The PC
Engine Plus includes a buili-in PAL board
and is compatible with all NEC peripharals. |

ase note that there is a surcharge of 50p per game for orders placed by telephone,

Payable to: Special Reserve
P.O. Box 847, Harlow, CM21 9PH

Special Reserve is a trading names of Inter-Mediates Lid
Reg. Office: 2 Sauth Block, The Maltings Sawbridgeworth, Herts CM21 9PG.
Registered in England Number 2054713, VAT reg. no. 424 8532 51

zero L |
F )

£

o - E
| TOTAL [¢

C‘.redi-t card expiry date

* Delete where apphcable

"CHEQUE"POSTAL ORDERACCESS VISA
(Including Connect, Mastercard and Eurocard)

- Overseas orders must be paid by cradit card
Prices include UK Postage and Packing
EEC orders please add 70p per itam
World orders please add £1.50 per item
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Helplessly stuck in the middle of a
game? Got a tip? Then step into
Marcus ‘Binky’ Berkmann's
| Strategic Air Command Centre for
 oeuiog e Woe " IMPROVE YOUR HEX LIFE!
ally ho and chocks away, it's nearly @
tﬂkﬂ*nﬁ;jﬂﬂ;ﬂ aﬂair'; flﬂ‘le wizard ; Blimey! It's that time of the month again, which can
crate's fired up and I've got a strafing a - ’
run over Hamburg on the cards), but first I'll anl:l:neu" s 'hmg Jon North's back to PERES the
read some of your letters. (Rrriiip!) worth of a damn good POKE.

J. Whiting from St Albans wants to elcome back to all you wise folk who took the ZERO Challenge
know about the "shop’ in Xenon Il. “What are WIast month and discovered what a unique POKEs section this is,
the last three items you can buy?” he asks. You see, we're the only mag to offer you 16-bitters the kind of
Well, I'll just thumb through the ‘classified’ hacks and POKEs B-bitters have been used to for years... and what's more,
drawer in my Strategic Air Command filing you get a strong dose of hex from us every single bloomin’ month.
cabinet: hold tight. Plan X Flight-Plan Details... . -

X-Ray Photos Of The Stuka Factory In Berlin... PAPERBOY [.ﬂl‘ﬂlgﬂ} FRIGHT NIGHT (Amiga)
Aha, here it is: Xenon II. Righto - number 18 is This was one of the first games | One of the strange things I've

the Drone, number 19 js the Flamer and hacked when it came out on the noticed about hackers is that they all
number 20 is so classified I'm afraid I'm not at Speccy, but it's Andy The hang out in huge crowds. | saw this
liberty to reveal its name. Hard luck, old man. Arfling (that's what T.A. stands routine at September’s PC Show

Mark Hammeond of Redhill has written for, apparently) who's cracked it on  when the spokesman for Freestyle
in with a bally good tip concerning Stunt Car the Amiga. This one gives infinite UK, one Mr. Frosthyte Esq.,

Racer from MicroStyle. “A ‘suction pad’ lives and papers. appeared in the middle of a group of

joystick with a large shaft is better for this
game than a tiddly hand-held one.” | say,

about 15 others. 5till, | don't suppose

10 R P by And v X :
VEIEIA Papeshiy: hack: by Andy it's for me to judge, simply to write a

{ ; he Arfli i, . :
that's a good show. He continues, “When tEDEFDrg{llgfﬁ- FOR F=521472 TO column... {This gives immortality, by
racing on The Drawbridge it's a good idea to 521619 STEF.’ 2 the way.}
stay right on the tail of the computer- 30 READ AS: POKEW F : :
controlled car until you're over the moving i"&H"+A$#$. ORE AL g?uzf;:tinght Night hack by
;arn; T tlg; fu:]al 1aﬁ. Then nve!:tt?kiat and go 40 C=C+VAL("&H"+AS): NEXT F 20 C=0: FOR F=768 TO 888 STEP 2

or broke. On the other cc_ruraasl s bast to 50 IF CALL 558730 THEN END 30 READ AS: POKEW F VAL
overtake as soon as possible. Oh, and 60 CALL 521546 (“&H" +AS) !
Zpandmg too m::ch time ‘in the alr’:}nws 'iuu 70 DATA 41 FA E,23C8,3,B6,4EF9,3, 40 C=C+VAL(n&H"+AS): NEXT F
it R R "”“LW'“; i t-,:_. ML C.41 FA,E,23C8,4,F1 AO 50 IF CALL 528590 THEN END
5 . i Wa*ﬁ L "‘;‘{"‘? AN, “"""'t' 80 DATA 4EF9,4,F01 C,33FC,5350, 60 CALL 768
dward Barret of Warrington next, 4E71 ,3C68,33FC,4E71,0 70 DATA 33F9,DF,F006,0F,F1 80,839,

with some tips on Kick Ofr, that spiffing soccer g0 pATA 3920,33FC,4€71,0,21 7C,  6,BF,E001 B6EC,2C79.0.4

game from Anco. “When in two-player mode, 33FC,41 FA,0,3588,6100 80 DATA 43FA,52,4EAF FE68,2C40,

taking the ball straight up the middle of the 100 DATA 3A,4EF9,0,800,2C78,4, 41 FA,3C,2208,343C,3ED,4EAE

field from any kick-off, followed by a quick 2E3C,3,0,207C,FE,88CO 90 DATA FFE2,2200,243C,6,0,363C,

punt just outside the araa gets a goal about 110 DATA 43 FA, FFA4 ,43 ES, 892,4EAE,FFD6,41 FA,E,23C8

80% of the time. In any njmda. rlf the uppus;tm!': FEBA,303C, 145, 12 D8, 51 C8, FFFC 1 Dé DAT;&\ ! o

attempts a simmgrtackla in their own area, a 120 DATA 23FC,2007,4E71,7,F3FC, 6,73E,4EF9,6,24,23FC, 4E71

quick jog over their outstretched legs will 4EF9.7 F3D0,323C,10,303C 6000,5,D5EA, 4EF9,5,801 4

res_ult in a penalty fulr you. Wher_l you get aj'ue, 130 DATA FFFF,33CO,DF,F180, 110 DATA 4446,303A 4652,4947,

:‘;ﬁr:“::;:zg;“tx?;’;ﬂ‘;ﬂg'::g:"I‘;;':t; 51C8,FFF8,51C9,FFF0,4E75 4854,0,646F,732E,6C69,6272

taking & cormer. Go for the Bation comer 140 DATA 5A45,524F. 3839 120 DATA 61 72,7900,6A45,624F 3839

corresponding with the net end (i.e. if the net Yikes, I've run out of space again. Sorry it was so short, but perhaps Il

is to the left of the ball, go for the bottom left have some more room next month. (Not 8 chance. Ed.) In the meantime, if

hand corner). This will beat the goalie, and you've had enough of Freestyle taking all the fame, why not have a go

leave it for you to stroll one of your men into yourself? Send any POKEs you've done (listings are fine, but disks are

the ball and score a goal.” better) for ST, Amiga or PC to Jon North, Improve Your Hex Life,
Corking good show, you chaps, that's the ZERO, 14 Rathbone Place, London WIP 1DE. Send a suitable

spirit. Anyone else stuck in a game? Or got a sae if you want a reply, or your disk back (hint hint).

wizard tip? Well, just

send them to me, CRMNMN ;H-f:-l‘lﬁ— ACE BEREMAMNN

Wing Commander rCumNiNaw DONS A LUFTWAFFE IDIOT'S G“IDE

‘Binky’ Berkmann, | “N'FORM N HIS QUEST To
14 Rathbone Hm |SINGLE HANDEDLY Wi THE WAR .-

Bit of a hacking ‘virgin’? Then simply
Lendon W1P 1DE.

use the handy chat-up lines provided

There's a ZERO t-shirt YOU M8 Y HAVE DolwNED my 7 g
for anything printed. | K/TE, BUT YOU LuoN'T Down heln\u:r, and you’ll soon have ih'e chicks
Well chums, that's \ ME-You STuR/D NAZI SWINE ! quevuing up. Erm... well, you might be

all for this month then. 0
I'm off to Hamburg, and
I'm going to leave Johnny
Bosch a ‘souvenir’ he'll
not forget for a long time,
Where's my flying
helmet? Ah, there it is.
Tally ho! {(Sound of
Spitfire taking offl.

able to POKE your computer, anyway.

ﬁ.MlGﬁ. Boot I||..« the machine with yvour Workbench
oy you have

ing in t T 'u"”'|1.' then put the game |1|~|r in
the drive i !
ST& PC: T o point in giving you instructions
because there's no POKEs for you this month... sorry!

Ed) 73




........

iet’s take on th .
Your team travels the globe from London to
Sydney challenging all comers in the latest craze

SPECTRUM AMSTRAD that's sweeping the beaches.
o a8 Fantastic action with variable service and play
8 ¢99 F e T controls as you lob the defences, try a lightning A ' ; 1 I
SPECTRUM COMMODORI reflex short smash to win back your service, jump - el

. block to defend your match winner.

This is Beach Yolley you may even catch a tan! Ocean Software Limited - 6 Central Street - Manchester - M

Telephone: 061 832 6633 - Telex: 669977 OCEANS G - Fax: 06133




‘and Alistair

Got an old rave that you're still stuck on? You shandy drinker, you! Well, as luck would

have it, I've delved deep into the past for a few hints and tips on some golden oldies.

INTERCEPTOR

Many aeons may have passed since it was released, but Electronic Art's
Interceptor is still one of the best ‘plays’ around today. And who better to
give us some really ‘ace’ flying tips than those ever-smiling PR people,
namely John Roberts, Paul Grace and Lesley Mansford.

WHEN QUALIFYING

Always approach from the south. The other compass directions are wrong and
besides, the conning towers tend to get in the way. The easy way to qualify: take off
and apply afterburner without banking left or right. Instead just pull straight back
until you're flying upside-down. Fly inverted past the carrier for about five miles,
then push forward until you're upright, with the carrier in sight. You'll be aligned for
a perfect approach and landing. And don't forget to drop your arrester hook.

COMEAT

Never get too close to your enemy. In hard-turning dogfights your plane will lose
more speed and altitude, leaving it more vulnerable to faster moving 'bogies’. Try to
use the AMRAAMs at maximum range, forcing your target enemy to break, making
him an easy hit if your missile fails.

THE MISSION®

On the rescue mission, you must drop the pack very close to the pilot. The pilot is
likely to die of hypothermia if you start faffing about with the MiGs. Fly very slow
and low, timing the drop well. As for the sub-mission — this is a killer and no mistake
Fly to the carrier at a height of under 10011, situated at about 320 degrees from it.
You must pump all six missiles into the conning tower of the sub. Each hit will
produce a smoke trail. After six shots it's a case of ‘hi-ho silver’ and you can zip back
to the mess for a bit of ‘slap and tickle’ with the lads in the showers. (Eh? Ed.)

¥
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BARGAIN SOFTWARE 60 Boston Road, London W7 3TR

Other branches — 309 Goldhawk Road, London W12 8EZ
18 Market Square, Leighton Buzzard, Beds
* Unit 33/34, Rumford Shopping Hall, Romford
* 675 Holloway Road, Archway, London N19
OPEN TO THE PUBLIC 10am-8pm 6 DAYS

PRICE PROMISE
BUY BY PHONE £ : x s ENQUIRIES
YOU wish 10 purchase any product from our lis
.n- D 1 i ?4 ? 1 222 same produc r tram another mail 0 B [} H 1im G HI N G
D 1 s B 95 3652 lower amount the name of the othe ¥ anc ] D ;B 56 ?‘ ? 62 1
advart. (It mus the current issue. ) i ] .
0525 371884 companies *'Special Offers” office hﬂurﬁ ﬂnl‘f
1 CHART TOPPERS FANTASTIC OFFERS
5T AMIGA 1) &T AMIGA 5T AMIGA
G I sz
APB 12.89 Strider 14849 Actian Service 439 8 | | De JaWu
Balance of Power 1990 15.89 Stryx | 1209 Barbarian ' Dr.ag.'un Scape
Batman Caped Crusaderf| | 11.99 Super Wonderboy 17.99 Billiard Simulation E:;:’:"‘“‘“’
Batman The Maovie 11.99 Targhan 15.09 Bismark Emgire Strikes Back
Beach Volley 11.89 Thunderbirds 10.99 Bubble Bobble Garfield
Black Cauldron 17.99 Timestanner 14.89 Captian Blood Garfield Winters Tale
Casthe Warrior 12.99 Verminator 15.98 Casino Roulstte ﬁ:‘: e
slapges
Continemtal Cincus 12.99 Weird Dreams 15.99 Chariats of Wrath Kings uﬂznﬂ W
Diragon Spirit 1299 Xenon |1-Megablasi 15.99 Crazy Cars Il M-Caché
Drakkhen 71.99 M Disc Plus
Dynamite Dux 17.89 ' : . :Ia:umm
F-29 Retaliator 11.99 BEST OF THE REST T
; 2 Operation Neptune
F15 Strike Eagle I 15.98 5T AMIGA ST AMIGA P. Beardsleys Int. Soc.
—_— Archipelagos................. 15,99 15.99 Out Bun..oooneeie, 6.99 8.99
Fiendish Freddy 15.99 gia,na-gjngu 1899 1599 Out Run Eurepa. 10,99 10.99 iu'w' .
ood Money............ 2 16.99 Pirates . ireanssnsssnesrensrs 16599 15,99 acmania
Pt st T g | 190 Bloodwych....................15.99 15.99  Populous . 1789 1799 | prision
Ghastbusters I 14.99 Chase HQO........ ,..11.89 14.99 Populous Promised Lands.. 7.99  7.99
Contact .. Hity .. 16.99 15.9%9 Powerdrifi_....... e 14,98 1799 Purple Saturn Days
. Jones + Last Crusade 14,99 Days of The Pharao 17.99 1744 Fad Heat........ . 11,88 14,89 Return of the Jedi
Dowble Dragon................ 12.89 12,99 Renegade II1.... 11,89 14,99
Interphase 1593 Or. Dncirr's RRvroh.. ... 12,68 1588 Aunning Mon... ..12.99 12.99 Space Quest Ii
Kult 15.89 Dungeon Mastar.............. 14,99 14.99 Silk Worm.......ocooiomninnnns 12.99 12.99 Spidertronic
- F-16 Combat Filot.... 15.99 15.99 Stunt Cars............ ..15.99 16.99 Star Wars
Laser Squad 12.99 Gemini Wing...................12.99 12.99 SwitchBlade..........c........ 14.99 17.99 :
h Grand Prix Circuit. ..., 17.88 17.99 The Real Ghostbustars...... 14.99 17.99 Starglider Il
Lzst Minija Il 17.99 AT R RN 12.99 12.99 Tintin on the Moon...........12.99 12.99 TNT
. Master Grand Prix....., ..12.99 12.89 Toobin.. i snaisae 12.99 12.89 :
Lords of The Rising Sun § | 15.99 Micro Prose Socos. ... 15.99 15.99 Untouehables ... 1188 1499 Teanage Queen
Midwinter.................., 1599 15.9%9 Vigilanmte .....ccoeeeeneannnnn,.s 11.99 11.88 Y Foothall
e a— iy 1 Millenium 2.2, 17.98 17.99 'u‘q:glr?:tﬁe Middle Earth.....12.98 12,99 W ﬁ;[ll'.:ls- -
(il imperium 17.99 Moonwalker................... 14,99 17.99 World Class Leaderboard., 14,99 17,98 ot
Pare B 12.89 Navy Moves. e 14,89 17,99 Zak mcKracken e 21,99 21,99 Warlocks OQuest
aper Bay - s - Iynaps
Player Manager 1299 COMPUTER HITS TWO only £9.8¢ [ TRIAD I
.. all 15, ST — Tetris, AMIGA — Tetris, STE15.99 Amiga £15.99
St ATy ; ;’9 Tracker, Joe Blade, |Joo Blade, Golden Path, : Tetris, 3% " DISC
:Hv Cross : , .B; Tau Cati ] Black Shadaw | Basl, Menace 2 for 1 lifetime guarantee
phocop = B 102 3%" DS DO Descs...... i e T
Rium The Gauntet 11.98 PREMIER COLLECTION b o L 205 35" 08 00 DISES..ooo, 1499
STE12.99 STE15.99 Amiga £15.99
Shinobs 1299 p lkari Warriors, Battleships, 50x3%" DS DD Discs + 1 Free Storage Box....37.50
e i 1200 Exolon, Hehulus..NEitharwnrld, 2ynags Beyond The Ice Palace, Buggy Boy 100 x 3% S 0O Dises + 1 Free Storage Bos. 69,98
Silpheed 17.99 — 200 x 3% " 0S D0 Discs + 1 Friee Storage Bax120.99
' TRIAD STORY SO FAR 3 500 1 3% " D5 DO Discs + 1 Free Stovage Box304.99
Star Wars Triokogy 15.89 STE12.99 Amiga £12.99 ey ke Al Discs offred are supgiied with labels
Starglider, Dafender of the Crown, Barbarnian Thundercats, Bombjack, Live and let Die, | :
Steed 12.89 (Psymosis) Space Harries and sdmiduslly seeved

*_—...______.._.._.._____-________._,.______.__..______..________._______._.__

BARGAIN ORDER FORM ZERO DECEMBER

Please send me the following titles. Block capitals please.

NBITIB. ..o e ettt e
Type of computer: B
Title l Amount AdraBR s ke s aubaEe
[ ' ] Postcode........oooeeeiiinn. ..
* Personal Callers Only Totalenclosed £ | T NG L e e e senn
Please make cheques and postal orders payable to BARGAIN SOFTWARE B
Orders under £5 please add 50p per tape P&P: Over £5 is FREE, Europe please add £1.00 per tape. EEEEERE
Elsewhere please add £1.50 per tape. _W’SA

These are mail order prices only. Shop prices may vary.




ver fancied staying uvp half the night playing with
your ghoulies? Well, now you can "cos US Gold's
spook arcade conversion, Ghouls "N’ Ghosts is here!
Not only that, we've got these pretty spiffo prizes

to boogie on down to - a Sony Discman, 10 CDs of your
choice and 10 spine-chilling copies of the game.

Yus indeed. How does a well cool top of the range Sony D 250 Compact Discrman grab
you? It's got the lot - random memory search, repeat play, remote control capability and
a terrifying retail value of £300!!! But what are you going to play on yer Discman? Well,
we're also giving away 10 single album chart CD's of your choice!!!

And as if that isn't enough, the 10 runners-up will be getting copies of the blood-
curdling Ghouls ‘N’ Ghosts (Eeeek!). Reckon you don't stand a ghost of a chance? Wrong.

WHAT TO DOOOO! (Woooooo!)

The above five pictures are all of famous horror merchants.
All you have to do is match the correct picture number with
the correct film or TV programme on the coupon. So if you
think that No. 2 looks remarkably like Elvira (easily
mistaken) then you put the number ‘2’ next to Elvira,
Mistress of the Dark. And so on... but beware - you should
have one film or TV title left over.

Once you've filled in the coupon, boil it up in a cauldron
with a dead cat, two frogs and your pet gerbil. (You won't
win but the RSPCA wil be down on you like a ton of bricks!)
On the other hand - if you de want to win, then send your
entries to Ghoulies Competition, ZERO, 14 Rathbone Place,
London W1P 1DE. Don't worry about listing the CDs you
want - we'll get back to you for that. Oh, and remember to
answer the tie-breaker 'cos we're expecting an
avalanche of entries!

if they do Il have to
eyard with Peter Cushing.
[~
31 st will be
*The Editor’s dec
arguing will get a kick in the [That's enough
ghoulie jokes. Ed)
Frankenstein is No.:i..
Dracvla is No.....
Elvira, Mistress Of The Dark is Ne.....
The Munsters is No..«.
Nightmare On Elm Street is No.....
Spitting Image is No.in.
TIE BREAK: What's the name of Herman

Munster's sponking niece?
Name

Address

Postcode

This incredibly hip
Sony Discman!




n seeing the crumbling estotes, out-dated roods and rusty bridges
o-.*.1 you city, how many fimes have you said “Put me in charge for
o doy ond I'll moke this weerched thing work I
Mo, with Sim City, toke the desting of the werld's greatest cities in hand
Or 1oke chorge of 0 new evolving and growing cty. Become both mayor
ond city plonner of o dynamic real-time simulation

| S j!m =
| -

&

Build houses, streets, foctories, oirports, o stodium, or even nuclear power
plonts, Orgonise urban transport, hire police, firemen, bulldoze entire
neighbourhonds,

Raise ond collect taxes, halence your budget, manipulate property values
Sim City is olive. It's loaded with onimotion ond detailed sound effects
Build ronds, cars nppears. Loy tracks, trains go. Build on airport, plones fly
Neighbourhoods go upper-closs, Areas deteriorate infa slums. Small idus-
tries grow infio huge foctories. Everything is maneged ond ammated in real
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What you
should know
about the game
of the year.

time. Every decsion instantly influences the Iite of your town.

In 0 special mode, you con even couse tomadoes, Hoods, fires and alhe
disasters ot your whim. Save Son Frondsco from the great eorthquake s
1906. Or sove Tokyo of pollution ond from his fomous B-movie manster. |
Sim City is on oll-obsorbng unique gome which contains 8 pre-defined se |
narios ; e.g Son Froncisco, Tokyo, Rio de Joneira... With it's exceptiond §
depth of play, it's still simple to play with icens and graphics, without fee
commands.

Design and build the city of your dreams. Sim City gives you the keys. The
rest 15 up to you

INFOWORLD Valume 1l lssue 20 - “People playing Sim City ore completely plugges
inter the weald they cente, diseppearing for howrs.”

NEW YK TIAES - “The model s very sophisticated, yel understandoble. And
i mmpartant, 1's fun, 100"

4/
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FUTURE WAR

A man's gotta to what a man's gotta do, particularly when
an anti-social load of aliens are threatening to wipe out the
entire human race. David McCandless is, er... a man, and got
straight down to it when he tried to save the world in
Palace's latest arcade adventure Future Wars.

ime travelling and the future seem
to be in ‘vogue’ with computer
games these days. In Future Wars,
obnoxious aliens want to live on Earth.
They don't mean to live in the quiet
suburban way, inviting their human
neighbours for a quick natter and a cup
of tea. No - they mean to annihilate
every homo sapien, burn every vestige
of mankind from the surface of the
planet and extinguish every... (We get
the message. Ed.).

Luckily, old Ronald ‘'The Robot’
Reagan did have a use after all. His SD|
system still exists in the future, and
that's precisely what thwarts the aliens.
5o the extra-terrestials take the obvious
course of action - they go back in time
and plant bombs at crucial points in the
Earth’s history, hoping to nip mankind
inthe ‘bud’ (as it were).

The game starts with you, a jolly
window cleaner, merrily, er, cleaning
windows on a massive metropolitan
fagade. Your boss pokes his grizzly head
out of one window, and gives you a fair
old blasting for no apparent reason,
Slightly peeved by this, you decide to
7ip back and forth in time to become the
sole saviour of the planet (as ong does
in these situations),

Mouse skills are essential when you
want to mowve your character about the

T

HEXAMINE_scaffoldi

This is the skyscraper where you start off cleaning
windews only to be insulted by your hoss.

screen - clicking on the required
destination makes happy-go-lucky you
wander across the screen. If any objects
{like chairs, tables, dead bodies etc)
block the way then you simply have to
rapidly click around the object and your
man will follow the route,

The right-hand mouse button is the
key to the interaction/adventure
element. It activates a menu which
holds a variety of commands, allowing
you o manipulate objects (Examine,
Take, Inventory, Go to the toilet ete).
This is when your keen eye comes in.
More often than not, important items
like locked cupboards are hidden in out
of the way places.

The Examine command allows you
to, er, examine these things. If the

T WO, Stranger I am
d of the Prowvince of the
M m@n to e of gour

Now it's aver to a great hall where
you'll meet Torin, Lord of the
Province. He'll have some handy tHps.

object is important a ‘blow-up’ will
appear in the corner of the screen for
you to scrutinize in more detail. The Use
command deals with things you have in
your hand, whereas Operate is
concerned with doors, handles, buttons
and all those fiddly things. Speak is a bit
of a one-sided command, since it
doesn’t allow you to specify what's to
be said. Instead yor man just blurts out
whatever he feels to be appropriate
(usually an insult).

Characters wander in and out of the
game. Most say
things, either
prompting you or
talking around you
(a quick ‘eaves
drop’ is probably in
arder here for
gleaning extra
information). Extra
fun can be had in
the arcade
interludes, where
guick reflexes play
a hand. There's
one sequence
wihere you have to
be incredibly swift
indeed to type in a

This is the Close Encounters lockalike opening
scene where a giant UFO swoops down and has
te weather attacks from us mere humaonoids.
code = or pop your cork.

It’s the graphics that make Future
Wars brilliant, with an incredible
amount of attention being paid to detail,
colour and realism. For instance, maost
screens are brought to life with a small
piece of animation {chimney smoke,
birds in the distance, pecking hens).The
different screens blend well, and each
time zone is characterised by its own
style, graphics and colours,

The problems and puzzles are hard.
and | can see non-purists becoming
easily frustrated with this game, where
a few pixels can mean the difference
between success or failure.

The look and gameplay of Future
Wars owes a lot to the Sierra On-Line
style of arcade adventure. But, where
the Sierra games
are simple and
quite accessible,
Future Wars is
complex and
hard to get into -
but does have an
atmosphere
that's lacking in the other games.

I'd say curiosity is probably the main
motivating force when playing this
game — curiosity about the later screens,
curiosity about the solutions to the
problems and curiosity about what the
objects do... Brilliant.

souno (D execumon () ,

HASSLE FACTOR: 1
Maybe a little too hard
for beginners. Something

for hardened arcade
adventurers to bite into.

Future Wars

Palace/Delphine
£24.95
5T/Amiga

Out now
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Top Quality 2nd Drives for the Amiga

and Atari ST at low, low prices EVESham

ATARI ST VERSION ONLY

£79.95

AMIGA VERSION ONLY

$£74.95

including VAT and delivery

v Full compatibility with all Atari ST
models, Amiga 500 & Amiga 1000

v Top quality drive mechanism =
v One megabyte unformatted capacity > =
v External plug in PSU (Atari ST)
v Throughport (Amiga)

v Very quiet

# Slimline design

¢ Colour matched to computer

' Long cable for location
either side of computer

+ Full 12 months guarantee

J\ATARI Hordware Offers|  Eragead=-cc o/ 2

Don't forgef~all prices shown
include VAT and delivery

Video/Audio input and head-

520 STFM POWER PACK TV/MONITOR [feraii vt

Amazing value, all-new special ST package from Atar | Includes S20STFM with 1Mb internal : connector and loop aenal. Sup- § and computer
driva, games joystick, mousa, user guide, 5 disks of public domain software, plus an {NIDDEL 2325} pliad with cable (please state §connection lead
Incredible selection of chan-lopping software (over £500 total RAP) | Sofware Includes: computar lype when ordaring).

R-Typo Pacmania  Oul Run  Nebulus
iy, Sw, 2ue swe A OQAQ g9 AMIGA ACCESSORIES

Supor Hangon  Eliminator Gaurtlet | First Basic
Spmg Hamar  Predator Black Lamp Oeganiser m’y Inc VAT & dellv 512K RAM/CLOCK UPGRADE UNIT, ultra-neat design, low cosat ... E79.00
Ovarlandar Bomblack  Stamay ery External 5.25° 40/80 track switchable floppy drive ..o, £114.95

Omega Projects MIDI Interface including 30" serial connection lead ..., £29.95
520 S FM S U P E R P A‘ :K Vortex ‘Sysiem 2000° 40Mb hard disk, with interface & softwaro ..... £529.00
B 16.5" TV/Monitor with full rem/ctd & SCART cable ....... £229.00
Great value package, comprising of a S205TFM with 1Mb inlemial drive, mouse and games Philli CMBB33 i i £229
joysick, ser guids, pus 21 exa software tles (2450 total RRP) | AL S0 Ll O e
Martie Madnass Tes! Driva Chopper X |
Beyond Ice Palace Bupgy Boy Aanarama
e G- oz on £319,00 -
=01}
Eﬁm.&ﬂm Skl Seconds Cut mtm .
Eddle Ecwan s s Bt e inc VAT & delivery All priceg Al AT delive ey
1040 STFM 1040 STFM 1040 STFM . f IL
i L d;m HYPER PACK SUPER PACK = i
: . S Paint’, ‘Hyper Draw’, : g
buit-in TV moduiator | . RS S SIa oo for | (2 it abowe SS0ST paciaga) C — s
£399.00 £429.00 £429.00
520STFM EXPLORER PACK Package includes 520STFM with 1 : -
512K RAM, 1Mb Drive and built in TV modulator ................. £269.00 : F
5205TFM 1MEG internal drive upgrade kit with full instructions ............. E74.95 0 PR i :
ggﬂ g:II'IF:M ‘Imgg mamory uprade Kit, requires soldeding ....................... E89.00 3 H HE
0 M 1 memaory upgrade fitted by Us ... e eenan e £113:00 Hugely successml 9 pin printer, the Star
1040 STFM Hyper-Super Pack: combines extras suppliad with LC10 provides 4 NLO Pants (26 print 'Dl'll‘y’ £169.00
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Lucasfilm/ST, Amiga & PC/£24.99

Mike: What's going on?

The evil Dr Fred has kid-

napped Sandy and is

threatening to remove her

brains? One glimpse of her
pert pixelations and | could think of
better things to remove... (Wash your
mouth out with Listerine, Gerrard! Ed.)
Time to round up your buddies and
break into his maniacal mansion, the
one with the chainsaw in the kitchen
and a purple slime geek on the loose.
Yep, sounds like my kinda game!

Hero of the hour is Dave, Sandy's
boyfriend.You have to choose two
chums to go in there with him and save
the scintillating Sandy. But who? Razor,
lead singer with Razor and the Seum-
mettes? Or maybe Jeff the surfer dude,
who hangs out around the beach. Let's
hope the police don’t catch him at it.

Maniac Mansion is a Lucasfilm
game, in the vein of Zak McKracken,
and owes a lot to the Sierra On-Line
style. But it's a lot better executed than
Sierra games, with speedy sprites and
good use of your micro’s memory to
store screens, rather than loading them
from disk every time.

KNIGHT

Titus/ST, Amiga & PC/£24.99

Paul: One look at Knight
Force sent me a quiverin'

( in my chain mail. { Yuk. Ed.)
Oh goody goody, I'm going
to enjoy this, | thought.

Three years on | was still trying to load

it... but more of that later.

Set on Earth thousands of years ago,
the Knight of Thunder's quest is to
rescue the beautiful Princess Tanya, and
save the kingdom of Belloth along the
way. To do so, he must pursue the evil
Red Sabbath across five different lands
and assorted ages (shades of
Highlander here, methinks). Timescales

You travel 5,000 Rk
years into the el
future and who's L2
the first person '
you meet?

Bloomin' Twiggy!

Inside the house your three charac-
ters can split up. Choose the New Kid
option from the list at the foot of the
screen and you can switch from one to
another. All your choices are listed for
vou and yvou flick around them with the
cursor, so theare’s no typed input at all
{(or 'at all, at all' for our Irish readers!)

. o NAetroiiin to
Fick up "‘EI'H' hid
" hat if lse
“We've got just enough time for a
spook tange...” Dave doesn’t seam te

be taking things seriowsly...

Choose from the likes of Pick Up, Open,
Turn On, Use etc. A great inclusion is
the What Is option which lets you move
the pointer all over the place and tells
you what all the objects are. Hidden
around are various goodies... and some
not-so-goodies, like the ketchup
dripping from the fridge.

ORCE

range from Prehistoric right up to the
future. No sooner have you finished
exchanging blows with a Cro-Magnon
man (whose sense of fair play is as
dodgy as his taste in fur coats) than you
find yourself in Royal France. There you
are standing outside the beautiful
palace of Versailles being clubbed on
the head by a Paris street urchin. The
graphics complement the settings well
whilst the backdrops and figures are
also top hole.

That's the good news - now lets start
the hatchet job. The delay between the
Knight leaving the side of a frame and

S o

SHORTS [0

'MANIAC MANSION

Meanwhile Jeff's been dumped in a
dungeon and brave Dave has discov-
ered a nuclear reactor in the basement,
and a pool of radioactive slime. Yuk.
Assorted locked doors are scattered
about, some of them yield to hidden
keys, others need a push here and
there. But how do you get the radio
from the middle of the swimming pool,
when none of the wimps will go in after
it? Where's Jeff, the surfer king? He
should be able to... rats, he's been
chucked in the cellar with nowt but a
skeleton for company. Crikey. So
where's Razor? She's talking to Chuck
the plant in the library. And as for Dave
- why are you fiddling with that keypad
which says Danger on it? You know if
you press the wrong code the whole
house is liable to... KABOOOOMMM!II

MNew game? Yes, please. This ain't
half bad, slime lovers and you won't see
such an oddball set of characters again!

ST Score - Amiga and PC out now
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the picture catching up, leaves him with
plenty of time to plummet over a cliff or
roast his chestnuts in a cavernan's fire.

But that's a minor problem com-
pared to loading the game... First put in
a disk — the one marked '1° seems like a
good bet doesn’t it? Good, that's OK.
MNow what does it say on the screen? Ah
yves, 'Load Other Disk Then Press Space
Bar To Continue." Easy. Ooops! |'ve
fallen into a river. Oh dear, | appear to
be dead. A real case of Game Over.
What's this? “Load Other Disk Then
Press Space Bar To Continue.” Ho hum,
here we go again.

After repeating this routine a few
times, this reviewer was fast doing his
nut. Then | completed a level. At least |
seemed to have done, everything was
dead but | wasn't getting anywhere fast,
Let's go back the way we came. What's
this? ‘Load Other..." | think you can
guess the rest. So | loaded another disk.
Did | get to another level, did | get lots
of bonus points for being a hero, and a
pretty good looking one at that? Na |
didn't. What | got was a Game Over
followed by a you know what.

As you may have guessed, | got
pretty frustrated by this little number. It
sounded such a good game - perhaps it
was, but I'm afraid | never got a chance
to find out. Nice looking game, shame
about the hassle.

PC Score - 5T and Amiga out now
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Strap on your exclusive GrenoVision™
goggles (included) and get set for the
most spectacular visual effect you'll ever
see on a computer screen! Beyond The
Black Hole, the world's premier full-col-
our-True Stereoscopic3-D computer
game. Hold on for the wildest ride you've
ever had

BEYOND TH

BLACK HOLE

And if you ever want to get back.you'll
have to deal with the bizzare creatures of
The BLACK HOLE: Skulls that spin,
chatter and taunt, Cheshire Cats that
pop up then disappear, Lips that entice
and kill with a smile, nets that exert
an eerie pull, Eyeballs that follow your
every move and dozens more.

oscomic 3-0  finally hernl S

Truds Stere

L

L-ND S C A P B

For further information on Mindscape Praducts and your local dealer contact:
Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN8 4DW. Tel. (044 4864) 545/547




It's here - the Amiga version of Ocean’s stunner has emerged
from the Batcave! Sean Kelly threw on his batcape and cut
through the bat-hype with his batarang to bring you the
Batman review all you Amigans have been waiting for...

""" THEizSe00R="
T RS 2800 B—

s

Oh would you like to swing on a batrope, carry

moonbeams around in a jar. (ER? Ed)

ight, no faffing about with a
erzall'g|-r predictable 'Holy

something or other’ start — let's
just launch straight into the gullet of
Ocean's latest little number, squidge
about in the giblets a bit, and pass a
verdict as we emerge, refreshed, at the
other end. (Not sure [ like the sound of
this one. Ed.)

The first section is set in the Axis
Chemical Plant, and to secure victory
the ol’ guano maker must use the
batrope to work his way up and down
the levels of the factory. Along the way
Jack Napier's henchmen must be
disposed of - the most effective method
being the batarang in the belly. (Heuch!)
Victory in the final confrontation on this
level will result in Jack being dumped in

|

Batman The Movie
110101 8 Ocean Software
£24.99

Amiga (ST to follow)

Out Now!

a mixture of O Dogturd’s Original Pale
Ale, Sellafield sludge and mineral water
an experience which will result in his

becoming The Joker. (Wooooooh!)

In the next section Batman jumps in
his trusty batmobile and makes good
his escape from The Joker through the
streets of Gotham, avoiding both police
roadblocks and the smiling one's
minions Outrun style. Corners are
negaotiated by a timely chuck of the
grapnel hook to twang
round using lamp posts.
The middle section will
find you back in the
batcave attempting to
Isolate three substances
which have been
impregnated with The
Joker's lethal smilex
chemical. Yikes!

For the penultimate
section it's back to the
mean streets of Gotham
City, this time flying in the
Batwing. Balloons have
been filled with smilex
gas (boo!) by The Joker
{hiss!) and you must fly
the Batwing through the
maooring ropes of the balloons, causing
them to float harmlessly away (hurrah!).

And finally Cyril... and finally Esther,
it's the big showdown with The Joker,
set against the backdrop of the Gotham
City Cathedral. Similar to the first
section, this time crumbling floors and
vicious rats must be avoided before an
even more final confrontation with The
Joker on the roof of the
cathredral. 5o that's that.
Did Ocean belt out a pile
of guano, or did the wily
ol' dogs have an eye on
the licence for Batman Il
and hence produce a
decent game?

Batman is, fortunately,
anexcellentgame. The first
and fifth sections are ex-
cellent examples of how to

produce a brilliant arcade ([ vores: EYS—
adventure, whilst the driv- [p._“-,q. T

ing and flying sequences
are almost games in their
own right. Where most
games attempting to pack
in several sections tend to leave out

playability in order to squeeze all the

code in, Batman doesn't, and manages

review

SPLAAASH!!!
Come on in = the
01" Dogturd’s
love-a-lae!

A batarang wp the
bot sends Jack
Napier heading for
an early bath...

to be both fantastically addictive and
slickly programmed.

Each section is colourfully designed
and it's obwvious that someone has taken
a lot of pride in getting the details just
right. All the figures are well animated -
watching our hero chuck out the
batrope and climb it,
is still visually satis-
fying several hours
into playing the
game. Similarly the
gloomy, brooding
streets of Gotham
City are well portra-
yedinthedriving and
flying sequences.
Sound comes court-
esy of a neat little tune and the usual
thuddy noises and sampled gunshots.

There's a bit of time wasted in
pointless disk accessing, but this
doesn’t affect the playability of the
actual game, though, and this is where
Batman is outstanding. A well thought
out adaptation of the movie, and
brilliantly programmed to boot. Every
batfan should have a copy. Actually,
everybody with an Amiga should have
one. Go and invest in a copy this instant
or the jokers on you. ]

HASSLE FACTOR:1
A chunk of
pointless picture

loading happens
each time a game
ends. Annoying.

EETo0s
e R a2

What kind of idiet would stick a building next te a
landing strip? That's what | want to know.

crapuics (B) aovicriveness ()

execurion (D)
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SCAPEGHOST

Level 9/5T, Amiga & PC/£19.95

Mike: In most games you
end up dead but in
Scapeghost you start off
that way, actually standing
next to your own grave,
watching your own funeral. Yikes!... it's
enough to give you the creeps. Level 9's
latest is also the last in the line of their
traditional text ‘'n" piccies style games.
You play the part of Alan Chance (the
late Alan Chance}. In fact - and I'll get
this one over with - you're a ghost of a
chance! The wreath on your grave says:
"For Alan Chance, a much loved man
and long-serving police officer, mur-
dered in the line of duty. His family and
friends shall miss him dearly.” Um,
that's nice to know. But cock your
ghostly lug-hole in the direction of the

You're a blinking stiffy.

detective standing round your grave
and you'll find that some of your so-
called "friends’ are very glad you've
popped your clogs.

The fact that no one knows you're
eavesdropping is the advantage of
being a ghost, along with the fact that
you can get in to see Cambridge United
for free! (Who? Ed.} The bad news
though, is that you can't pick anything
up - everything just slips through your
fingers. But if you're particularly light-
fingered, you might get the hang of it.

It's a great idea for a game and no
gravestone is left unturned in the search
for a merry jest... a tomb with a view,
spirit levels — they're all there! | like the
one about the ghost in the next grave to
yvou. He's called Joe Danby and used to
be the landlord of the Pig and Whistle,
but can’'t go back to haunt it 'cos they
don't serve spirits. Laugh? | nearly died!
Joe takes you on a tour of the cemetery
where you must meet the other
inhabitants — a cheery lot of ghosts and
ghouls. The first part mainly has you
helping out these creatures as you
struggle to clear your name and the
mystery surrounding your own death,

The puzzles are all nicely done,

“if I'd known | was invisible 1I'd
never have put on this stupid French
detective disguise!”

though with some of them there's a
feeling that you've been there before
(he means déja vu. Ed.) in earlier games
like Knight Orc and Gnome Ranger. It
could all have done with a lot more
play-testing too.

Fart two gets you out of the grave
yard into a gloomy house whilst part
three begins with a priest about to
sprinkle your grave with holy water. The
graphics are great, though so far |'ve
only seen the ST version. The others
will have to wait ‘cos the editor's
screaming at me for this review. At least
| think it was the editor... hang on while
| look round... Aaarrrgh!!

What a shame Level 9 are bowing
out of text 'n" piccies style adventures
with this good, but not brilliant game.

5T Score - PC and Amiga out now

DAY OF THE PHARAOH

Rainbow Arts/ST, Amiga & F£/£24.99

Sean: Now forgive me if
I'm wrong, but the scenario
for Pharaoh is probably the
first to ever borrow a story
from The Bible. Try and
guess where this story was blagged from
- Seth, King of the Desert and God of
Evil, is planning a coup d'état, and so
when the Pharach pops his papyrus, he
decides to tép all the possible ascen-
dants to the throne by drowning them.
Fortunately, a good God decides to save
one sprog from drowning, and takes him
to the Egyptians who dwell on the bank
of the Nile, where the young prince is
brought up as a peasant... well here's a
clue - it's not the story of Noah.
Anyway, the sprog who has been
saved, by some amazing coincidence, is
you. You are granted a bit of cash and a
boat, and given the task of rising through
the social ranks until you've proved
yourself worthy of the Pharaoh’s throne.
You do this by travelling up and down
the Nile, trading at the various towns on
the riverbank, and by using your cash to
build monuments to various gods and, of
course, yourself. I'm aware that it takes
all kinds to make a world, but | must
admit that at the moment, I'm having
trouble thinking of anyone who might
enjoy this arcade strategy trading game
maore than any other. It's simplistic,

-2 ZERO

rudimentary and
boring, to say the
least. Indeed, as any
Egyptian trader will
tell you, a life based
solely on trading is
fairly boring, and
he'd pack in his job
and become a pyra-
mid designer if it
weren't for the ar-
cade sections. Ah,
yves. What's the point
inbringing out a trad-
ing game if it isn't
spiced up with pretty graphics and hasn’t
the odd arcade section thrown in?
Unfortunately, that's what they are. Odd
and thrown in.

There are three major arcade — and |
use the word very loosely — sections in
Pharaoh. One is a daft affair where you
attempt to stop people boarding your
ship by giving them a quick slap across
the head with a paddle. Another involves
throwing arrows at attacking (stationary)
enemies while you pootle along on your
chariot. There's also a section in which

you guide your ship through rocky waters

by moving the joystick left and right. All
are lacking totally when it comes to
gameplay and fun, and a simple joystick
error can end two hours worth of empire

Row, row, row your
merrily, merrily, merrily, i | crash again I’ll scream.

boaot, gently down the stream, merrily,

building on two of these sections.

‘Frustrated’ does not accurately describe

the seething mass | turned into, when-
ever this happened.,

In addition to boring gameplay on all
fronts, Day of the Pharaoh wins my vote
for this year's prize as the most un-
friendly disk juggler. Sometimes you
even have to swap disks to learn you've
been killed. It's a pity that what could
have been a fine game has been ruined
by sloppy design and a lack of thought.

Amiga score - ST and PC out now
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The Bearded
Wonder of
Adventure-
land is back!
Yes, Mike
Gerrard
spills the
beans from the depths
of hippy Huntingdon
on what he’s been up
to (adventure-wise of
course!) during the
last month.

This, fellow adventurers, was history
in the making - Infocom's first aver
game to have graphics... even if it
was just the loading screen!

1. ZERO |

hile | was checking out the
Infocom info this month and
feeling despondent ('cos due

to wretched company take-overs the
regular flow of adventures that | love -
the truly Interactive Fiction type - may
cease), | perked up considerably when |
realised that there are still dozens of
Infocom games that I've never really
even got my teeth into. Yay, | thought,
let's get one of those golden oldies out
and give it another bash.

Beyond Zork was actually released
yonks ago and when it first appeared |
was so rushed off my feet (That's a
feeble excuse. Ed.) that | didn't get
much time to play it. So, the other day |
decided to “Stuff work” and get the
game out again.

First thoughts? A reminder that this
was the first Infocom game to have any
type of graphics at all, even if it was just
the loading screen. Little did we know
what that would lead to!

Wink, wink, nod, ned...

Mext thought came as | read the
introductory screen's text. (Newcomers
note that ‘text’ means loadsawords on
the screen). Anyway, | read the intro,
which had superb Infocom-type lines
like ‘The coconut is our only hope' and
‘The shrill voice of a newt rose above
the cheering.” ‘Blimey!", | thought,
completely enraptured, ‘There's a whole
game ‘ere!” Even typing ‘I’ for Inventory
produced: ‘You have one Zorkmid'. A
financial nymph appears on your
keyboard: '‘By the way, you can check
the amount of cash you're holding at
any time with the Cash command or
just type '$’ followed by RETURN. Bye!"
And she disappeared with a wink.

Right, | thought, how can you
possibly get all that on an icon? And
how can an icon compete with the
simple remarks that
happen to tickle my
fancy, like entering
a room and
discovering that
‘There's a giant
onion here'? On
examining the
onion you learn
that "This onion is
twice the diameter
of the Frobozz
Magic Beachball
Company beach-
balll" | don't know
about you but |
revel in all that kind
of stuff. Even being bitten on the ankle
by a rat-ant as you go down into the
cellar. If you try to attack the rat-ant with
your shillelagh, each response from the
program is slightly different, though
somehow you always just manage to
miss the creature!

And lo and behold then it happened.

| went north from the cellar in Ye Rusty
Lantern public house, and forgot to light
the rusty lantern before | moved. The
result? Why naturally | was in imminent
danger of being eaten by a grue! Eeek!
Luckily, | survived that time, but it did
make me wonder whether graphics based
games will mean that someone,
somewhere is going to make the fatal
mistake of trying to depict a grue. Even
The Lore And Legends Of Quendor
booklet that comes with Beyond Zork
doesn’t make that mistake. On the very
first page, beneath the drawing depicting
a few human remains, we read that 'No
grue has ever been seen by the light of
day: few have survived its fearsormne jaws
to tell the tale.’

Phew, Phew, Barney McGrue

And long may that be the case. A
graphical grue? Mo way, José. There are
some things, I'm sure you'll agree, that
only words can do - and thank goodness
for the Infocom back catalogue. Now
what should | do with the fishcake?

As the ZERO editor is so strict (Qoooh
I like it really!} and insists that writers
write their writings {Cut the alliteration.
Ed.) about three years before deadline,
I'm forced upon pain of death to write this
second issue before the first one's even
out! So the flood of letters that'll no dout
swamp this page in the future... well, they
er, haven't arrived yet. This can only
mean one thing = I'll have to write it
myself! Drat and triple drat!

So this month I'm gonna give all you
adroit adventurers an Infocom exclusive,
revealinig its case history, latest news and
tithits.

Infocom... Infoge...

The adventure world was once a reliable
place. You could, for instance, rely on
Infocom to release about four sparkling
games a year like Bureaucracy, Trinity,
Leather Goddesses, Lurking Horror,
Stationfall and so on... At least a dozen
ace games were released from "B6-"88,
and that's not counting the brilliant earlier
classics like Zork, Deadline, Hitchhiker's,
Planetfall and Suspended.

But then things started to change.
Quality seemed to suffer a tad. Some
thought Plundered Hearts was scraping
the bottom of the barrel, that Border Zone
was teetering on the average, and others
simply couldn't fathom Nord And Bert
Couldn’t Make Head Nor Tail Of It.

There was also doubt about which
machines were being supported. Amstrad
owners found that Lurking Horror and
Stationfall were the last two games to be
made available for their machine, and
then Atari 5T users had the screaming ab
dabs when Sherlock Holmes And The
Crown Jewels failed to appear in their
format. It was withdrawn soon after on
the ST and though some have been
promised, will they actually appear?
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In the midst of all this, the company was
taken over by Mediagenic/Activision
due to financial difficulties. | reckon that
if you're producing award-winning
games selling by the hundred thousand,
(Hitchiker's, Zork and Leather
Goddesses Of Phobos certainly did for
one) and not making any dosh, then
there’s been a cock-up by management.
In 1987 and 1988 there was also the
rather weird idea of the Infocomics
series of... well, what were thay?
Games? Comics? Every Infocom fan |
knew sussed they were doomed to
failure as soon as they heard about
them. A pity Infocom didn't realise it
too. So they died a death.

Did Infocom lose its way in about
1987, when releases like Plundered
Hearts and Nord And Bert showed they
were looking round for differentldeas?
Adventure players like me would have
been quite happy to carry on playing
new Infocom games till the cows came
home but it seems that they had to turn
their hand to something new — guick.

Leather Goddesses of Phobos

Amongst all the wranglings and
uncertainties, late in 1988 the Infocom
President and long standing member of
the team, Joel Berez, resigned.

Followed by the closure of the Infocom
offices in Cambridge, Massachusetts. To
find out the latest hot gossip, | spoke to
Activision in England, though even
they're not always 100 per cent tuned
into what's happening in America,

They were kind enough to disclose
that management had moved into
Mediagenic offices, and are hoping, that
the programmers who were left behind
will continue to produce the same sort
of super stuff for Infocom.

Infocom’s main problem was
probably over-staffing but let's keep our
fingers crossed that they get themselves
sorted soon. Do not despair ‘cos there's
a glimmer of hope regarding rumours
that some renowned Infocom names
are actually setting up their own
company! On the other hand, this was
actually one of the rumours that
Activision refused to confirm or deny.
Maybe we'll see an adventure company
centred around the likes of Dave Lebling
and Steve Meretsky. Between the two of
themn they've produced Lurking Horror,
Planetfall, Sorcerer, A Mind Forever
Voyaging, Leather Goddesses of
Phobos, Hitchiker's Guide to the Galaxy,
Shogun, Zork, Enchanter, g
Suspect, Spellbreaker
and Stationfall. | for one
would like to see more
Inter-active Fiction from
the guys whao did all
thase graphics-
dominated, rather than
icon-based, RPG-type
games. What about you?

This is where | keep my side of the bargain and let you know
all about my adventures - the ones I've been grappling with
over the last month!

DOMES OF SHA

River Software has been running successfully for a few years now, with a
stream of 8-bit releases and a flow of good reviews. Yes, you can really
bank on a River Software adventure but can they bridge the gap between
8-bit and 16-bit? And can | think of any more river-type puns? (Hopefully
not. Ed). I'll just get on and lock at their current (whoops!) release.

If you’ve had an 8-bit machine you're probably already familiar with
some of River’s releases like Mutant, Hammer Of Grimmold and The Domes
Of Sha. Well blow me down with Hurricaine Hilda if those very same three
titles haven’t been converted to the 5T by author Jack Lockerby using
Incentive's STAC and published on one disk at under a tenner. It gets full
marks for value from me! They're all text-only so there's no attempt to use
STAC and the 5T's extra memory to jazz them up with some pictures. No
fancy packaging either, unless you rate a jiffy bag. As there’'s no room to
review all three, | thought I’d look in detail at the most recent, Domes Of
Sha which I liked in its Spectrum incarnation, giving it 80 in the mega-
wonderful Your Sinclair adventure pages.

omes is set on the planet of
DDIaxas which is where the Sha

tribe live in their own little valley.
All around them the planet is dying, but
can they quit their valley to go in search
of better prospects? Can they heckers.
The Cold Fear stops them. Till now, of
course. Enter one brave (i.e. too dumb
to know better) adventurar. You find an
ancient scroll early on, and although it's
written in a long forgotten language, the
programmer kindly provides a
translation. The gist of this is to get in
there and lead the people out of the
valley. But first you have to find the
village elder. {What's wrong with a
sycamore? Ed). No, not that kind of
elder but the oldest and wisest chap in
town. He's certainly got his head
screwed on, ‘cos he's staying put and
letting you sort out the problems!

The problems are good. Right from
the start they've got you puzzling, and
the size of the game (each one's nigh-on
90K) means there's plenty of them. Like
how to get the Sunowl's egg down from
the tree when mummy bird attacks you
if you take it? How to get the black
object resting on thin ice on Lake Sha?
Beneath the valley there's a large
underground cave network, a bit like
Colossal Caves. There’'s a beam in there
which comaes in very handy, so don't
break it - so far I've used it in three
different problems and I've a feeling |
might be needing it again. If you get
stuck you can always type HELP - that
gives you the phone number and
address of River Software!

So far so good. The bad news is that
this has been a pretty hasty conversion
job: missing comas, typing mistakes
{e.g. southest for south-east), the
Sunowl suddenly becomes Sun Owl,
that kind of thing. Nothing drastic but
still sloppy. There's also a little bug, If
you enter a multiple movement
command (like SOUTH, WEST, NORTH)
in one input, then the status line at the

top and the screen description
underneath disagree with each other,
Typing LOOK gets them to agree.
Despite the increase in size, | don't
think these games convert well to the
ST (only available on 5T at the moment)
= why buy a 16-bit machine to play 8-bit
adventures on? And that's what it felt
like. If you've played them on the
Spectrum or Commodore you won't
want to play them again, and if you're
used to 16-bit adventures you may be
disappointed by the simple presentation
and little mistakes. But they do only cost
about three quid each, so recom-
mended for the paupers among us!

Domes of Sha/Mutant/
Hammer of Grimmeold

JT]:T0E 01 1 8 River Software

111333 44 Hyde Place,
Aylesham, Kent.
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Adventure Health Warning:

Reading the following may

seriously damage your adventure fun -
unless you’re completely crap anyway.

THE PAWN

Getting Started:

Go east, say “Hello"” to
Kronos, listen to what he
says and then say to him
“What is the wristband?"
What Te Do In The
Palace Gardens:

Look in the fountains
and under the mat. Examine the bushes.
Use the metal key fron your jeans to get
into the shed, and look under and on
the workbench,

How To Stop The Guru Laughing At
You:

Hide the wristband with your shirt,
How To Get Past The Boulder:

Use your shirt to tie the hoe and rake
{from the shed) together, and lever the
boulder.

How To Get The Guru What He
Wants:

Melt the snow to produce the water.

To Lift The Floorbeards:

Close the door behind you.

JINXTER

What To Do With The
B Plastic Dragon:

" ¥You can play with it in
the bath but otherwise
it's useless.

Early Red Herrings:
Your mailbox, the book
on the bathroom floor,
the dragon.

Whui To Do When The Phone Rings
In Your House:

Answer it, you fool! It's on the desk in
the library.

What To Do When The Postman
Calls At Xam’s House:

Read the note he leaves in the mailbox
and then dial the number using the
phone in Xam's house.

How To Get Past The Bull:

Get the table cloth from the
conservatory table, wave it at the bull,
then throw it at the bull,

What To Do With The Spectacles
From The Magpie:

Wear them to see in the dark.

1] ZERO |

CLUES-EAU

well here’s the page where | (alias Inspector Clues-eau) willbe giving

you what you want - no, not that, or free fivers but loads of hints

and tips on all the best 16-bit games. Maybe even a full solution

now and then. There'll be hints from my archives, or if you've got selutiens

or tips you think might interest other readers, send ‘em in.
Now it's hard to know the best way to go about handing eut hints - do
you give the full answer? Do you write it backwards or upside down? Do

you put the answers in code or give a hint that's so subtle every clothead in

the land will write in and say “Er, | didn’t understand that... what does
‘subtle’ mean?” I've decided to say “To hell with it” and just print the
answers to the problems straight. So if you don’t want to know the
answers, it's quite simple, just don’t read the questions. And if you think
the system needs changing, write and let me know. I'm one writer who

actually listens to his readers.

To launch the page on its way, here’s a Special devoted to the
adventures of one company who've done a lot for the 16-bit scene,
Magnetic Scrolls. Just in case you hate me giving the answers away like
this, I've concentrated on the early stages of each game.

CORRUP‘I‘IOH

Getting Started:

Take the share certificate
and amended ledger
from the cabinet in your
office, and put them in
your office for safekeep-
ing. Then go into the
corridor and listen at the
wooden door.

What To Do In The Toilet:

Apart from the obvious responses, you
should look in the cistern but don’t take
what you find.

How To Get Into David’s Office:

If you wait until about 10am, then
Theresa will go for a break.

Phone Calls Worth Listening In On:
One at about 11.25 and another about
12.10. Pick up the phone a minute or so
beforehand and just wait till the
conversations begin. Take the first one
in your office, the second in Theresa's.
How To Avoid Winding Up In The
Hospital:

You can't — you need to go there, then
escape.

THE GUILD OF THIEVES

Gefting Started:

Jump west to get on the
jetty, then help the old
man (which gets you
into the castle).

In The Drawing Room:
Examine the settee, get
the cushion and then
open the cushion.
Which Rul‘ To Bet On:

The grey one.

What Te Do In The Junk Room:
Maove the junk.

How To Get Into The Windmill:
Shout and ask the miller to “Please stop
the vanes.”

Hot To Get The Miller’'s Loot:

Buy it with the cheque from the rat race
but be sure to put the lute in your swag
bag and close the bag before you leave.
How To Open The Safe On The Wall
Of The Gallery:

You can't.

FISH!

e How To Make Coffee
For The Producer:
You can't so tell Rod to
do it.. Works every time,
How To Play The
Various Cassettes:
First watch out for the

& bug which means that if

yuu put thE tapes in the player first, you
can’t actually get them out again and
also can’t complete this section. So
PLAY CLEAMNER IN PLAYER first to clean
the heads, then SET FADER TO 3 50 you
can hear the playback. Then play the
ferric cassette, the chrome cassette and
the metal cassette, in that order.
To Avoid The Exploding Parrot:
Open its cage and then go to another
location. It'll fly out after you've left and
explode somewhere in the jungle.
How To Get Past The Hippies:
Make sure you're wearing all the clothes
from the van and also switch off the
torch when carrying the pew.
How To Get The Gargoyle:
Stand on the pew, tie the gargoyle with
the cord from the altar, get down again
and PULL CORD,
When You Arrive In Reach’s
Appartment, Hydropolis:
Check your watch, look behind the
fishton, examine the shelf and the
switch, and to get out you PUT HAND
ON PRINT.

IT'S GOODBYE
FROM HIM

Well, that's it from

me this month folks!

| shall ge away and
prune my beard in excited

anticipation of your hints, tips,
problems, photos, diaries...
(Steady on! Ed.). Speak out on
adventures by writing to me,
The Man With The Beard,
Adventures, ZERO, !4 Rathbone
Place, Londoen W1P 1DE.
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AVAILABLE NOW: ATARI ST (All models)
SOON: AMIGA +PC

£24.95 -

‘A sophisticated space simulation based on our
own solar system in the year 2100’

the multiplayer option.

4. Complex animated objects. n:.ﬂb rates. 1 B g ‘ab

5. Display mode options include 8. Many Ennﬁn -vv.—c .z.
i) Solid graphics. based on an ext ;
ii) Full hidden line vector graphics. technology. =) nr )) nl __l. Hqu.. I“...

6. Players can own a space station, 9. Alternative scenario disks with

.:tu.ln_qn_: Software, Wil Housa, Mids :_-____r...h.n Road, Pilonay.
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"You'd wipe the

bloody thing!"

This month,
ZERO’s Tim
Ponting lays
his sanity on
the line when
he tries some
happy talk
with Captain
'l said WOT?'
Sensible.

HAPPY
TALK

I n a tiny attic office in Notting Hill

Gate, Captain Sensible is glued to

the latest reviews of his new album
Revolution Now.

"Sounds called me one of the
world’s most disgusting slobs,” he
explains genially. "It was a good review
though and | also got a good one in
NME. You must read it.”

“Here's Music Week: ‘This album
should give the Captain the songwriting
credit he deserves...” Aaaargh! ‘Tracks
like A Riot On Eastbourne Pier have
simplistic yet charismatic qualities
about them that makes this a refreshing
set...’” Aaaaaargh! Brilliant!®

He waves another disk, this time
labelled 'Steinburg’, referring to the
German software house of the same
name. Well, nearly anyway. | point out
that it's spelt wrong. “Typical,” mutters
his press officer,
The camera
shutter begins to
click away on
motor-wind..,

It's pretty weird to find an ex-punk
axeman who composes and records his
music with the help of a computer.
Captain Sensible ("Capt’ to his friends)
bought his Atari ST two years ago and.

1] ZERO |
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now finds it indispensable.

"When | started using computers, it
was all totally beyond me. | was just a
humble guitarist who played in a punk
band. 5o | left me computer down the
studio and the other guys learnt to use
it.. When we got thrown out of the
studio, | took the thing back horme and
forced myself to get to grips with it. All
very much trial and error stuff, I'd spend
a good couple of hours putting some-
thing together and then I'd accidently
wipe the bloody thing!”

The Captain uses the Steinberg Pro
24 sequencing program almaost
exclusively. That way he can write
music at home, then for the recording,

take his disks down to the studio, where
they also have an Atari set-up.

“It's a good system. I'm going to a
recording studio tomorrow that's got
the same 16 track tape recorder and
computer as me. All | do is take me
disks down and mix it. But | always do
the drums in the studio live so as to use
all the effects units which | haven't got
at home. In fact, I've just spent the last
four days drum programming for new
songs. I've got an Akai S950 J
sampler and | really like the J
drum page on the Steinberg.

T'rific. I've just discovered the
‘loop function®. If you do a 16
bar passage, you only have



to get two bars together, loop
‘am and then copy ‘em with the
repeat function. Then you go
through and fine tune putting in
fills and stuff like that, It's just so
much quicker to do it that way.”

A fax arrives giving the details
of an important Sensible appoint-
ment. ‘P.5. Don't forget your gui-
tar’ reads a footnote. | begin to
wonder just what makes a punk
strummer turn to the evil God of
the Silicon Chip.

“What do you call someone
who hangs around with musi-
cians?” asks the Captain.

Dunno.

“A drummer,” he laughs.

| make a trite comment. Well,
probably more offensive than trite.

“Are you a drummer?”

Erm, yes.

“Well, that's why | use the
computer. After twelve years
with Rat Scabies (drummer with
The Damned]), anyone would fall
in love with a Steinberg. No,
don't print that, he won't buy me any
more drinks... {Sorry Captain, cowldn’t
resist it. Ed.). | also really like working
on my own,” he explains, “It's a bit
antisocial but | work with a I?Jt of
musicians and if you write the songs
yourself, that way you don't end up with
someone else’s interpretation. I'm a
rubbish keyboard player but the
gquantise function is guite fantastic. (A
function of the sequencer that automati-
cally corrects bad timing). You can slow
the track right down to about 25 beats
per minute and play your keyboard part
in much more slowly. Then you speed it
up and it sounds fab!™”

Meanwhile, the cat has finally
managed to get out onto the ledge and
is investigating the possibility of
abseiling down the side of 14A Notting
Hill Gate without a harness.

“| hate that cat,” adds the Captain
sombrely before returning to the subject
in hand. “Whenever | saw people using
computers in music, | thought that it
was the computer that made it sound
robotic. When | got mine, the first things
| sequenced were totally sixties sound-
ing. Computers don’t make music sound
like a robot, it's just the way you press
the buttons. If you listen to the album,
it's full of old sixties twang. I'll just
briefly play you a snippet.”

The Captain now gets very sensible
as he explains how each track was put
together on the Atari,

“| never use a mouse — | haven't got
room for one. | use all the controls on
the keypad. It's brilliantly quick once
you get used to it = you get this method
together with the up/down and right/left
arrows. ‘Ddlididlidlidddididl’ like that
and it's up at the top, then pull the thing
down here, save and press the return
button. Do you see what | mean?” Erm,
yeah, sure thing Capt....

He reels off all the little bits of gear
he's pulled together to record the album
- mostly ancient and outdated. | ask him
if he uses any other music programs for
the Atari, suggesting he might use it to

program the Akai sampler - a much
simpler option than using the
instrument’s own complex system.

“Blimey, yeah, that's a good idea. |
hawven't got a program for that, I've got
an editor for the Roland D50 (a powerful
synthesiser) which is t'rific. You can put
a load of patches together and store
them on the Atari. | can’t remember the
name of the program but what | really
like about it is the RANDOMIZE
function. You press this button and get
a completely different sound. It tweaks
everything inside the D50, it just goes
beserk. There's a little line thing on the
screen and if you put the arrow at the
very end of it, it completely changes
everything by 100 per cent, goes totally
mega mad. Some of the sounds I've got
out of it are absolutely t'riffic. Some-
times | sit there for a couple of hours
after | come back from the pub, just
pressing the RANDOMIZE button. You
get fifty new sounds that are really quite
strange and off the wall. | got a really
great sitar one actually which goes
bigisowieowisow..."

And now he's off on another tan-
gent, setting up a business importing
sitars. Pakistan is called to find out
prices and 20 sitars are ordered there
and then. My mind begins to wander
and | begin to fantasize about inventing
a MIDI sitar for controlling synthesizers.
"That's a great idea. A MIDI sitar — that's
bloody perfect.” And then for no
apparent reason the Captain suddenly
sends a fax to the office of Benazir
Bhutto, suggesting she check out his
new album. "I get quite excited about
the fax machine, it's good fun,” he
explains. Eventually, | manage to turn
his attention away from world domina-
tion and back to the humble computer.

“What else have | got for the Atari?
Let me see. Oh yeah, I've got a great
game which is like Chinese chequers
where you have to get rid of the titles.”
He laughs." | completely OD'd on com-
puter games. | bought just about every
game in existence when | had the

Commo- J
dore. Mot

having a screen, |

used to use me dad's

TV in his living room. He'd
come downstairs on his way to
work at six in the morning and
I"d still be there playing this
cricket game. Even when he got
back from work I'd still be there
playing it. ‘| want to watch the
television,” he'd say. ‘Let me just
finish this game,’ I'd reply. The
cricket game, like the football
manager one, can go on and on
and on in three day binges. |
just OD'd on them, | hardly play
‘em now. | don't do things by
halves, you know."”

Opening another can, he
takes a gulp and continues, "My
favourite video game | ever had — which
is totally ideoclogically unsound because
it's an American’ Let's knock the
Russians on the head’ game - was
called Beachead. | think it was a
company called
Us Gold who
produced it. Fan-
tastic game it
was totally great,
about seven games in one. It has this
fighter plane near the end - you can sort of
turn from side to side and all that stuff
The screen is almost 3D, it's really clever
Thatwas on the Commodore.” He frowns.
“| got rid of that, a bloody pain in the butt
that machine was. | used to think all
computers were like the Commodore 64 -
having to load them with a cassette, such
a bloody drag. | still can't fathom how
systermns now work with a little disk. All
that information... When you listen to a
cassette, itgoes “eiierghh aarghrgh’, lcan
understand that, but how the little disk
holds it, is totally beyond me.”

Aware that the conversation is about
to plunge even deeper into the wonders
of modern technology, | begin to excuse
myself and slowly wend my towards the
door and the
comparative
sanity of the out-
side world. It's
now that every
one suddenly realises that the Walkman
has been recording every word for the
past hour and a half and has witnessed
some pretty dodgy revelations. (And
we're not talking Ataris but world
issues like Pakistan, international poli-
tics and black market MIDI sitars.) One
Rushdie hostage mix

of the Sensible crew cries frantically
J :I
up? Er, no, | don't
think so somehow.
Come back Rat
Scabies,every-
thing's forgiven.

“That tape might get stolen by some
| ZERO LA

"Benazir Bhutteo,

"Let's knock the

Iranian fanatical group!” Captain
Sensible in Salman

check out his album.”
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‘ Slimline extra low profile unit -
only 6" long!
Top quality drive mechanism. Fully
compatible.
Throughport allows daisy-chaining
other drives (Amiga only).
A superbly styled case finished in
computer colours.
1 meg unformatted capacity.

Good length cable for positioning
on your desk etc,

|, S e J
AL 3.5" DISK DRIVE

AMIGA VERSION SINGLE
DRIVE

ONLY £69.99
ST VERSION

ONLY £89.99 with
FREE OCP ART STUDIO

oy TWIN DISK DRIVE ONLY £129.99
ADD £5 FOR COURIER DELIVERY IF REQUIRED

LTI TS (AMIGA ONLY)

‘ Switeh in/out of external drives.

Save on memory allocated for
drives not currently in use.

AMIGA VIDEO
DIGITISER

256 x 256 display with 16 grey
levels.

Realtime frame grab 1,/50th
second,

Takes standard composite Video
input frem camera or Video
recorder.

' Screen update 1 frame per sccond,
single, continuous or buffered
display.

Load. Save facilities including [FF
Sawve.
‘ Edit picture, cut, copy, paste and

‘ Special effects, reverse, negative,
mirror, compress, ete.

W Increase the width of the display
te 320 x 256 automatically or
manually,

! Flugs into the parallel port of your
Amiga 10007500/ 2000,

v Comes complete with its own

power pack.
ONLY £89.99

ST TIMEKEEPER
CARTRIDGE

‘ The correct time/date every time
you switch on your ST,

¥ Works with most GEM type
applications.

v Battery backed Clock/Calender,
‘, On board Lithium battery for extra

long life.
* Displays in 12 or 24 Hr. format.

g Comes complete with set-up disk &
alarm clock utility.

ONLY £29.99

5.25 EXTERNAL
DISK DRIVE
Add an external 5.25" Disk Drive to

your 5T. .
, 40/80 track switchable,

’ Up to 720K

v Ideal for PC Ditte ete,
Attractively styled in computer
colours,

Comes complete with its own
power supply unit built in.
5.25" Disks are much cheaper tooll

ONLY £99.99

‘ DF1 & DF2 controlled.

ONLY £9.99

REPLACEMENT
MOUSE

' High quality direct replacement for
mouse on ST/Amiga.

‘ Teflon glides for smoother
movement.

‘ Rubber coated ball for minimum slip.

‘ Optical system counting - 500/ mm.

Special offer - free mouse
mat + mouse house
{worth £7.99).

ONLY £29.99

COMPLETE (STATE 5T OR AMIGA)

512K RAM
EXTENSION
CARD

W Available with/without calendar/
clock option.

' Simply plugs internally into ABOO
slot

' Switch in/out with switch supplied.
W Fitted in minutes - no soldering ete.

v Accepts 41258 DRams (zero K
RAM fitted).

} With calendar/clock onboard time/
date automatically booted,
Battery backed to retain time/date.

NLY £19.99
FOR STANDARD CARD TO
ACCEPT 512K

ONLY £34.99

FOR VERSION WITH CLOCK/
CALENDAR

NB THESE PRICES ARE FOR BOARDS
WITHOUT RAM CHIPS. FHONE 0782
744707 FOR RAM PRICES.

FHONE FOR LATEST FULLY
POPULATED BOARD /RAM PRICES.

ACE 4

' An easy to handle Handy Scanner
featuring 105 mm scanning width &
400 dpl resolution enables you to
reproduce graphics & text on your

computer sereen,

; Adjustable switches for brightness

& contrast.

' Printout for Epson compatibles.

‘ With Geniscan you have the ability
to easily scan images, text &
graphics into the ST/AMIGA.

' A powerful partner for Desk Top
Powerful software allows for cut &
paste editing of images ete.

Save images in sultable format for
most leading packages including
DEGAS, NEQCHROME, FLEET-
STREET. DELUXE PAINT etc.

' Unmatched range of edit/capture
facilities simply not offered by
other scanners at this unbeatable

price.

COMPLETE WITH OCP ART STUDIO (ST) OR
DELUXE PAINT 1l (AMIGA) FOor ONLY £189.99

INCLUDING HARDWARE/SOFTWARE

SPECIAL OFFER

ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS

HOW TO ORDER ...

BY PHONE

BT X

0782 744707

24hr Credit
Card Line

FAX
0782 744292

BY POST

'\._\ -
A
- ey \_\

Send ¢h¢qul=|}l’00 made
payable to
"Datel Electronics”

UK ORDERS POST FREE
EUROFPE ADD £1
OVERSEAS ADD £3

PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS
AND SUBJECT TO CHANGE WITHOUT NOTICE

CALLERS WELCOME -

Please reserve goods by telephone prior to wisit.

DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND.

SALES ONLY

0782 744707

TECHNICAL ONLY
0782 744324




missed Part One of the MIDI feature

last month, a MIDI {(Musical Instru
ment Digital Interface) is a communica
tions system that allows hi-tech pieces
of musical equipment to talk to each
other. To help you get the picture, let's
take a gander at a couple of simple
instrument set-ups invelving MIDI,

A simple set-up (diagram 1) is where
yvou control two synthesizers from a
“master” synthesizer. The master synth
is normally called a MIDI controller {and
it could be anything from a keyboard to
a drum kit - as long as it has MIDI).
Other synths can be complete instru-
ments in their own right or they could
be "expanders”. Expanders are synths
or samplers without keyboards de-
signed to be played from a MIDI
controller. People often use them to
save space and shekels {or both} in a
MIDI music set-up. After all, why buy
loads of zappy keyboards when you've
only got two hands? (And one over-
drawn bank account. Ed.)

Each of the instruments produce
sounds as if they're being played from
its own keyboard but receive note infor
mation from the controller. So sound
from a number of instruments can be
“layered” together to produce a
“bigger” sound, or they can be spread
out across the master keyboard so you

J ust to recap for those of you who

SEQUENCER

i. “Im,

=

MAGHNE ‘ SYNTHESIZER | | SAMPLER
v v v v Vo
AUDID OUT AUDIO OUT AUDIO OUT

|| OPERATING TWO STHTHESIZERS WITH A MIDI CONTROLLER

can play them separately. This is called
keyboard “splitting” or “zoning”. And
it's not actually as painful as it sounds!

Or ‘'owzabout a sequencer controlling

a drum machine, a synthesizer and a

. sampler? (Diagram 2). Here the sounds
are being generated by the drum ma-
chine, synthesizer and sampler, but the
note info for the song is stored in the
sequencer. The seguencer needs to tell
gach of the other pieces of gear what

notes to play and it

= ] does this over
MASTER —* MIDI. It's a bit like
KEYBOARD —» an orchestra where
W E | aconductor {our
- [+] sequencer) is
EXPANDIR 1 = © | gjrecting all the
I = musicians (the
synth and sampler)
: EXPANDER 2 — to play the music,

SEQUENCER CONTROLLING
(1] DRUM MACHINE,
SYNTHESIZER AND SAMPLER

Just like ‘the Cap-
tain” himself
advises, it's worth

It's Tim Pirelli talking MIDIs
again, spouting instrument
set-ups and taking a peek at
sequencers, samplers and
synths....

remembering how computers can be
used as sequencers,

So how does the MIDI make all this
possible? It's a cinch really - just press a
note down. The MIDI will be able to tell
that a note has been pressed, what that
note is (MIDI Note ON and MIDI Note
Mumber), how hard you pressed it (Note
Velocity Information) and when you
release it (Note Off Information). Other
information can also be generated but
we'll cross that bridge when we come to
it. (Phew. Ed.)

Just like in the computer world, the
key to MIDI is compatibility. Any instru-
ment whether it's a reverb unit or a
teasmade {What? Ed) that you want to
include in your MIDI set-up needs to be
“MIDI compatible.” If you're not sure
whether your instrument is fitted with
MIDI, have a look at the back panel. If
you don’t find sockets marked MIDI In,
MIDI Out and MIDI Thru, it almost
certainly won't want to play ball. If
you're using an Atari 5T you'll find MIDI
In and Out connections on the left hand
side of the computer. |If you're the proud
owner of an Amiga you'll hunt in vain,
but don't worry because you can buy
MIDI interfaces - a sort of MIDI inter-
preter — to sort things out,

One of the problems when dealing
with MIDI is grasping exactly what's
being talked about. Most of us encoun-
ter this throughout life - if you're smart
you'll make a career out of it and
become Cecil Parkinson, if not keep
drinking Carling Black Label. {Blimey!
He's gone all philosophi-
cal on us. Ed.) But before
talking MIDI more
fluently, let's feast our
minces at the musical
gear that goes with it...

SYNTHS

A synthesizer is an electronic
instrument that generates sound
using oscillators, filters, amplifi-
ers and hundreds of other impres-
sive terms. Don't worry about
them and they won't worry you -
just yet. Synths come in a variety
of forms: analogue synths are old
and unreliable, but very hip in
dance music and acid house.
Digital synths also come in
several shapes and sizes but the
most commeon is the Yamaha DX
series. These have got a lot to
answer for though, 'cos they're
responsible for many of the
painful noises on Stock, Aitken
and Waterman productions.
(What? Kylie's a lovely gel. Ed. )

SAMPLERS

Samplers are basically digital tape
recorders. They allow you to
record a sound and play it back in
lots of different ways - forward,
backward, at different pitches.
They can be used for almost
anything, from imitating real in-
struments like flutes and violins
to ripping off other people's
original ditties.

SEQUENCERS

A musical performance (provided
it's played on MIDI instruments)
can be recorded into a sequencer.
This recording can be edited,
sounds can be changed and the

whole thing can be played back at
different speeds. The thing to
remember about sequencers is
that they record MIDI information,
not audio info. This means you
can’t record a singer (vocalist not
sewing machine), bagpipes or
anything at all that makes sounds
in the natural world.

DRUM MACHINES
Drum machines are a cross
between a sampler and a se-
quencer. They're samplers be-
cause all the sounds in them are
sampled (unless it's a very old
one) and they're sequencer
because they let you record 'drum
patterns’ into them. Best of all
the music-making is simpler than
for either of the other instruments
- probably in an attempt to make
it more like a real drummer!.
These are the basics building
blocks of a MIDI set-up and we’ll
be referring to them regularly.
Some of you may already be
making music with your computer
using the internal sound chip.
Although these chips are very
limited compared to most MIDI
equipment, you've taken the first
step in the world of electronic
music and you'll probably be
familiar with some of the synthe-
sis techniques. You may also be
able to use MIDI to hear your
music played with more impres-
sive sounds using synths and sam-
plers. All you need is patience and

a massive wad...
| ZEROL'X!
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Come on down! Sean Kelly returns with
a selection from the bargain basement for
all the skint so-and-sos who've just shelled
out for the latest Kylie album.

ALIEN SYNDROME

RAD/£9.99 ST & Amiga

lien Syndrome is a conversion of a Sega coin-op from the
Alusr century which first appeared on the 16-bits a couple of

years ago, and has now been given a new lease of life on
The Edge’s new budget label, RAD. The object of the game is to
rescue your friends who, for reasons best known to themselves,
have allowed themselves to be captured by giant jellybeans. Why
you would want to save anyone stupid enough to get captured by

- jellybeans is beyond

me, but then game
ENEESE

scenarios have never
been known for their
Booker Prize potential.
Rescuing the thickos
involves the usual
charging round several

huge complexes,
killing the jellybeans
and collecting extra
weaponry as you go.
Unusually for an
arcade game, there

This could happen to you if you eat too many jelly beans.

are occasional pauses
in gameplay, for
example when you
access a map. Dotted
round the complexes
are a number of maps, that'll indicate where your remaining
friends are, and your position. Accessing them is done by simply
running into the map icon. A map then presents itself in a corner of
the screen, allowing you to plan a path to follow in your rescue
attempt of the thickos. Once all your mates have been rescued, it's
time to make for the
exit to take on the
‘end of complex’
meanie, who
resembles a peeled
pensioner on a cloud.
(Seen any lately? Ed.)

Alien Syndrome was
well received when it
first hit the 16-bit
market, and although
it’s showing its age a
little, it still gets the ol
trigger finger blasting
away with gay
abandon. The aliens
are large and plentiful,
which makes them
easy to blast, but also
easy to barge into, bringing about your demise with depressing
regularity. Using the maps and other wall mounts definitely adds a
novel element to the gameplay, and rather increases the
attractiveness of Alien Syndrome.

The noises are fairly average - an awful tune and unmemorable
in-game effects are for the most part annoying. Graphics are
detailed and colourful, although the speed of scrolling varies
tremendously and seems to depend on the direction you are
heading in for some reason.

Alien Syndrome is smooth and colourful and worthy of any

16-bit collection - at 10 quid
OVERALL SCORE |83

there's no excuse for not
owning a copy.

21 ZERO

FIRE BLASTER

Prism Leisure/£5.99 ST & Amiga
You know when you're stuck in a grotty
maotorway service station and you make
for an arcade machine to relieve the
boredom? Then when you get there a
bunch of Chelsea fans are hogging Op
Wolf, all the other machines are broken,
and there’s just a slightly grotty looking
machine, that you've never heard of, in
the corner? You shove your maoney in,
expecting something dire, but then
discover that, despite its primitive nature,
there's quite a chunk of playability in
there. Well Fireblaster is just like that.
It's a straightforward blaster like Gorf
where a screenful of aliens appear for
blasting. Once they're wiped out, another
screenful arrives, The graphics are fairly
simple (as is your spaceship} and the

Alright, se it doesn’t look brilliant, but
it's playable - honest.

sound is very much like every other
budget that's been released,

In short, Fireblaster has its fair wodge
of playability and a large amount of that
vital "'one more go' factor. Call me
warped, but there you have it

OVERALL SCORE |76

ADDICTABALL

Alligata/£5.99 ST

Addictaball eh? What a game title. It mast
probably ranks in the top ten crap puns
ever foisted upon computer gamers. This
is an unreleased 16-bit version of the
eight-bit Addictaball - an Arkanoid rip-off
dating from 1987. Being such, vou'll know
exactly what to do in this little number -
namely use your ‘spaceship’ (bat to Wou
and me) to bash your ball (Ouch!) against
the bricks to break through the wall.

Even though it's a blatant rip-off it
does differ in several aspects - instead of
presenting a succession of screens to
work through, the whaole lot serolls slowly
downwards towards your bat. This means
you must make sure that there is a clear
path through the bricks, as contact will
destroy your bat

Underneath your bat is a barrier, and
occasionally fireballs and bricks will fall
towards it. You must catch them if
possible - otherwise they'll make hales in
the barrier, through which the ball can
fall, thus destroying another bat. In
addition there are the usual icons to
collect, giving you fire power, new ammo,
slow balls ete.

Despite the dire name, Addictaball is
an excellent variation on the Arkanoid
theme. They're no fantastic programming
routines or anything, but then there's
none needed. What's here is loads of
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Your Iurhm:hurgnl bat, &
for destruction guns a blazin’

colour and sound along with smooth
scrolling. It will insist on sending you all
the way back to the start of a level each
time you die, but apart from this one pain

in the bottom, there's oodles of playability

and enough levels to keep you at it for
days and days.
In fact I'd ¢ ; far to say that it's
better than some of the full price pro
ng around, and at six quid, the
lutely no reason why you shouldnt
go out and buy it this very second. Apart
from finishing reading ZERO, that is.

OVERALL SCORE |85

ICE HOCKEY

Anco/E5.99 5T & Amiga
lce Hoc s one of those strange sports
which, due to its nature, appeals only to
living within a walking distance of
1 ole, namely Canadians,
This should not

make it, any *_,[_n'-rt can, providing the right
amount of playability is thr W in
Ah, playability. | kne
ing. That's v

¢ bad pun. The fro nd is fairly
, and leads you to r::-;p-.‘rr.t that

ac t||:|||,. larger than l:hn:' screer
have to scroll — it's extremely slow and

oring, etc.
¢ little number which, with a

commendable bus
ain it might not.

OVERALL SCORE |43/

net title. But then

BUDGET review

SPEEDBOAT ASSASINS

16 Blitz/4.99 ST & Amiga

our of the world’'s harbours have been occupied by enemy forces, and it
F is your duty to liberate each of the four harbours in turn. To do so you

will first have to guide your motorboat through a highly hazardous
minefield. If you make it, then you can go ahead and destroy the four towers
defending the harbour but you must make good your escape. This isn't actually
as easy as it sounds ‘cos defending the towers are loads of other boats, all
armed with a seemingly endless supply of missiles. You'd have a better chance
of flying a kite on the moon than escaping from this lot, if it weren't for your
supply helicopter.

Every 30 seconds or so, this helicopter will hover above you, and your
boat needs to dock with it in order to
upgrade the weaponry available to
you. First you get a cannon, then a
double firing cannon, before working
your way up to smart bombs which
make life a lot easier.

Overall this is quite an addictive
little game. The graphics are all huge
and get huger as they scroll towards
you at an incredible rate of knots,
They are solidly coloured, and the
scrolling really does give a feeling of
speed as you belt along the water.
There's plenty going on in the ol joys-
tick mashing - department: dodging
bombs as well as launching your own
at the myriad of enemies should keep
the most eager blaster happy. An-
other budget winner, and a lesson to
all producing crap at 20 quid.

ROAD WARS II

16 Blitz/£4.99 5T & Amiga

ormally you'd be rolling along quite happily in your space-tank as the
N special roadways let you pass safely between a handful of satellite

moons. But today's another kettle of fish ‘cos the computer controlling
the roadways has gone haywire! Instead of allowing people to travel safely
across the roads in true Tufty style, it's removed some of the side panels,
forcing vehicles to tumble off the road never to be seen again (except by folk
with extremely large telescopes and bionic eyes.] What's more, some panels
are sending deadly blue sparks across the roadway, ruthlessly destroying every-
thing which comes into contact with them.

Mow this is bad enough, but what's even more unfortunate is that you and

a friend have been chosen to go and sort the rogue computer out. Fab, eh? For-
tunately however, sorting out the computer involves shooting lots of things
and blowing aliens up. You 've got to travel along the road, shooting out the
blue panels which are creating the hazardous sparks. Missing them will destroy
the useful panels which keep you safely on the road, but failure to smash them
will result in your tank crashing through the sparks and being destroyed if you
don’t raise your shields in time. In addition there are the usual weapons to

collect, and more aliens to blow up - B (7
A A

than you can shake a stick at.
— il At

This all adds up to some pretty -
frantic and rabid blasting, as you belt
down the roadways - either alone
with a computer-controlled partner, < ¥
or with a friend. The scrolling is
smooth and fast, while the noises
throughout the game are chunky and
clanky. Blasting never ever slows
down, and getting the timing right
lie when to switch between shield
mode and blast mode) requires large
amounts of dexterity and skill.

It does seem that there's too
much going on at times, and you
don't actually get to do anything
other than blast. But having said that,
Road Wars Il is well worth five quid of
anybody's money.
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A bit like the hard shoulder of the M1

OVERALL SCORE |80
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Attack of the giant mutozoid catamarans

OVERALL SCORE |78
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= ® STARLORD
N I n'e nd O MicroProse has announced its first

Space simulation. Rumour has it that

" ; : : Starl il
Dedicated Nintendo Mailorder Service and?;fm”;iefe ggpnee?fygth eto Tgﬁr;e v?fcfm

Comprehensive range of Nintendo the undisputed Master of Simulations.
Software, Hardware and Peripherals Starlord centres around the successful

) ] conquest of the galaxy. Whether this is
ng ht G un Slg ht. achieved by brute force or by more subtle

means is one of your first decisions. As
Turbo Blasters. long as you realise that whichever way you

- choose, it will be a long and tortuous

Cartndge Sto_rage Cases. path to ultimate rule. With over 65,000

JO}’StICkS. cSIIfgglgntl galaxies, 1,000 star systems and

_ , planets of various types, within
Send S-A'Ei-slt:gg;g:r":%“:’rﬁmer- Price each galaxy, as well as individual control
Trads Eneiifos Welee of up to 250,000 ships held within 1,000
quiries vvelcome. battle groups, Starlord looks set to

redefine your concept of gameplay.

STARLORD — THE FINAL WORD
IN SPACE SIMULATIONS.

01-637 5735 ARE Y

81 TOTTENHAM COURT RD, LONDON Rk hl S Mg T SR AR

Unit 1, Hamplen Road Industrial Estate, Tetbury, Glos, GLA BLD Tel (0666) 504326
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CALL US ON:
0785 41899
0922 24821 e
0902 25304 We welcome customers at  gofFTWARE CITY SOFTWARE CITY
ACCESS SOFTWARE CITY 59 FOREGATE STREET 3 LICHFIELD PASSAGE
VISA 1 GOODALL STREET STAFFORD WOLVERHAMPTON
rﬁLSﬁLL : Tel. 0785 41899 Tel. 0902 25304
ALL US ON: el. 0922 2482 ROCKET RANGER 1E98 1.9 GOLDRUNNER 1689 iR
> EELLY X 609 599 FUNMNGMAN 169 1699 GOLDRUNMER 2 680 Min
0785 41 B899 EESNEDY APPROACH 1699 1699 SHMADOW DF THEBEAST WA 2400 MARBLE MADNESS 6.09 648
KENNY DALGLISH 138 1389  SHINO® 13,99 1389  MICKEY MOUSE EEY N
0922 24821 KICK OFF 13.09 1383 SHOOT EMUPCONSTRUCTIONKIT Mo 1399  NEBULUS A 488
ENIGHTFORCE 1609 1659 SHUFFLEPACK CAFE 1399 1399 E‘l;':l'-';liﬂ ﬁusz g 3’;
KLLT 1609 1658  SILKWOAM 1289 1355 A g
0902 25304 LAKCASTER WA 1188 SIPHEED 1888 1999 AAMBO3 3.9 ik
ACCESS LASTNRA 2 1699 1890 SOCCER 1685 1699 HEALMOFTHETADLLS 539 0.0
LAJER SOUAD 1359 1300 SPEEDBOAT ASSAGING &%8 G99 ROGERRABEIT WA B89
VISA LEADERBOARD COLLECTION 13.99 1690 STARGLIDEA 2 16.99 1G98 ROLLING THUNDER Wb 689
LEISURESUIT LAREY 1289 1395  STARWARS TRILOGY 1655 1600 SOLARMS Wik BaE
LEISURES T LARRYLOOK FORLOVE 19,99 WA STRYY 12.59 1388 SKYCHASE WA 483
LICENCE TO KILL 1388 1259  STUNTCAR 16.99 1638  SOLER OF LiGHT Nk A5
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BRING ON THOSE 16-BITS

rankly, I'm in need of some heavy
F consoling. The so-called next

generation of consoles have been
available in other countries — namely
Japan and America - for ages. So why
have we been left out? Why shouldn’t we
be allowed to drool over seductive 16-bit

graphics and listen to the sen-

sational sounds of the
PC Engine and
Sega Mega
drive?

Would you pay over £200 for the 16-bit
Segan? We did. See page 100.

And just to make matters worse, America
and Japan are already gearing them
selves up for the next wave of consoles.
Hold on a minute, we haven’t evan seen
the previous lot yet!

Mec has just launched its 16-bit version

of the PC Engine, and Sega are report-
edly working on a CD-ROM device for the
Megadrive, Although technically the
current PC Engine is held together by an
B-bit processor, it performs like any other
16-bit console because of its phenome-
nally powerful video and sound circuitry.
Just thinking about a 16-bit version of the
Engine makes the mind boggle.

Virgin Mastertronic has promised to
distribute the Megadrive by the middle of
next year. Nec is considering selling the
8-bit Engine in this country, but hasn't
any immediate plans while Konix has
been promising a 16-bit console for the
last six months. Ho hum.

Come on, guys! By the time this
technology reaches our shores it will be
dated. Passé. A bygone. Obsolete. Dead!
Know what | mean?

Don't get me wrong, | haven't really
got anything against the 8-bit Segas and
MNintendos but judging by some of the
latest games available for them, their full
potential won't be reached for some time
yet. They're damn fine machines but they
are getting a teensy bit old.

Sadly the situation won't change,
Although the Japs are interested in
money, they see us as small fry and
aren’t particularly fond of us. They're not
too keen on the Americans either but the
lure of hundreds of thousands of sales is
obviously irresistible. The only hope we
have of getting 16-bit console technology
in the hame quickly, is if innovative UK
companies like Konix go out there and do
the biz. So go get ‘'em lads!

MEGADRIVE MAYHEM

Grey importers pounce on Sega’s Console

Are you a power addict? Does the
prospect of getting your hands on a new
Sega 16-bit Megadrive moke you foam at
the mouth? Just recently a tempting spate
of ads have appeared offering the
Megadrive for arcund £250. To say
Virgin Mastertronic (official Sega
distributors) is upset would be an
understatement. Virgin aren’t distributing
the Megadrive in the UK until Easter next
year, so these grey importers could make
a killing in the meantime.

According to the rumeours, there are
absolutely no problems with the Scart
version of the new Megadrives, but
Virgin is saying that the Pal versions
{those designed to run with a standard
UK television set) are faulty. Of course
they would say that, wouldn't they?

Leads are supposedly being connected
inside the Megadrive to make the
machines function okay on our TVs. It
seems that many Pal Megadrives only
produce a black and white picture.

Virgin Mastertronic are washing their
hands of this Megadrive. Console Action
was told: “They're very dodgy. We're
refusing to offer any support whatscever
for them, so if anything goes wrong then
the customer is on his own.”

1] ZERO

We talked to one of the grey importers
about the changes that must be made to
the imported Megadrives. They said:

“We 've heard nothing about these kind
of changes, but people who purchase the
Megadrive from us have to accept that
we can't offer guarantees. All we're
doing is importing the machine. We don‘t
knew anything about how it works.”

The price of these imported
Megadrives is also disturbing for Virgin.
They are hoping to market them for
under £150 sometime next year. You still
need to go climbing down wishing wells
to find that sort of dosh, but it doesn't
compare with the £200 plus demanded
by the grey importers.

The good news is that many popular
games including Ghouls 'N' Ghosts,
Altered Beast, Super Thunderblade and
Space Harrier Il are being brought inte
the country along with the 16-bit console,
These games are retailing for between
£30 and £40 - again a major price leap
on Mastertrenic's proposed selling point
of just £20. But while there's so little
support elsewhere in the UK for 16-bit
Sega software, the situation will continue
and offlicted games addicts will just have
to pay these extortionate fees.

KONIX
KLIFFHANGER

The future of the Konix Mult-
System is hanging in the balance.
Rumowurs have been flying round
for months but things now seem
to have reached crisis point.

Konix has over-stretched itself
financially with the Multi-System
project and is finding itself in a
hit of a pickle. 'l either have to
drop its plans, or the whole [or
part) of Kenix will have to he
bought out. Already companies
like Amstrod and Atari have been
named as possible front runners.

Unfortunately, Konix are still
reeling after US-based software
giant, Epyx, recently went bust.
Epyx owed Honix a vast sum of
money for all those great
Speadking joysticks it distributed
all over the shop. Then Epyx's
sudden downfall left Konix in a
very precarious position. And to
make matters worse, the
continval re-development of the
Konix Multi-System is eating vp
cash quicker than a Pacman
hooked on Power Pills.

All eyes are now on Konix
boss Wyn Helloway te see if he
can rescve his company yet again.
So stay tuned.

BELT UP!

ﬁ gy onix has redesigned the power
B8 chair for the Multi-System yet

W W\ again (it's turning out to be a real
popular hobby this one) in a bid to
ensure that it is as near perfect as
possible by the time it's released. That's
Konix's excuse, anyway.

The chair has been re-jigged to make
the drive mechanism quieter and faster.
Previously the chair was operated using
a set of gears. Now it seems that vinyl
belts are being used to give the
essential speed and volume require-
ments, but surprisingly enough Konix is
reluctant to discuss the fine details of
the redesign. Two of these belts have
been connected to the chair, one from
front to back and the other from side to
side. These are driven by motors which
tilt the chair in the desired direction.

The release date for the chair has
now been moved forward to late next
year, so doubtless there'll be time for
many more changes. Konix is still
insisting that the console will be
released in time for Christmas,
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SEGAON TV

It's official - the Sega

console is becoming a
superstar. Queve right here
for autographs. Yes, the
comsole is actually going to be
advertised on TV over the next
few months. It got coverage
on a Channel 4 documentary
about computers and new
technology recently, and a lot
more television coverage has
been promised right through
till January.

From the middle of this month
to December 22nd, The
Saturday Show, an early
morning kids’ TV programme,
will feature youngsters
competing against each other
on Sega consoles.

Further childrens’ television
coverage is planned in
Motormouth, where a
competition will be arranged
and a number of Sega 8-bit

consoles will be given away.
Then, in January QED (yawnl)
is planning a documentary on
entertainment and technology
aimed at children. Filming for
this took place at the PC Show.

NINTENDO NESI?

For all the latest in the zappy,
zany world of Nintendo why
not subscribe to the Club
Nintendo magazine - and
what's more, it's absolutely
free! There are game reviews,
tips, features and news
designed to keep you
informed of the latest in
Mintendo developments. Write
to NESI UK, PO Box 30,
Coventry, CV1 3BR and claim
your free membership. The
club even offers a number for
you to ring when you're stuck
in a game. The number to dial
is 0626 68611, But needless to
say - you can’t beat Console
Action - the magazine devoted
entirely to the
colossal world of -
consoles!

CHEAP CONSOLE
FROM AMSTRAD

mstrad looks set to enter the
Acunsule market place with a Z80

based machine centred around the
CPC. And if the rumours are correct, it'll
be aimed at the low-end games market,

Just about all the major computer
companies are beginning to recognise
the potential of the console market and
Atari's hand-held games console - the
Lynx — is due to be released very shortly.

The planned console is seen as more
of a toy than a machine and would be
used by dedicated games players. This
move is hardly surprising since the
console, being based on the 8-bit
Amstrad CPC computer, will have
capabilities similar to existing 8-hit
consoles. Amstrad's model isunlikely to
be launched much before April 1980 - by
that time Nintendo, Sega and Konix
should all have their 16-bit consoles on
the marketaThere will be far more
interest in the 16-bit machines, but
because of Amstrad’s aggressive pricing
{£70.has been touted for the console) it'll
probably.sell like Perriegin.@r. FParis?

Amstrad’s Alan Sugar intends to keep
the consale compatible with the CPC to
provide a decent software base for the
consale. New custom video and sound
chips have been considered, but it's
unlikely that these will be useddf the new
consola isto remain compatible.

The developers of the new console
have apparently been instructed to rip
apart the five year old CPC (the fun part)
and turn it into a 256K console (oh dearl!).
There will be no disk drive or cassette
system - software coming on cartridge
instead. Existing CPC software will be
transferred onto this cartridge and should
run without problems. New software is
likely to use the extra memaory to exploit
the capabilities of the console to the full,

Amstrad's movement into the console
market is surprising given that the
company has long been shining its
corporate image. However, at the end of
the day, Sugar's aim is to amass as much
dosh as possible. And with consoles set
to take off in 1990, Amstrad is eager to
get its portion of the sales

NINTENDO GO
GAME CRAZY

Keep your eyes peeled and your ears
to the ground at your local Nintende
soffware stockist ‘cos four great new
games should be hitting their shelves
pretty damn soon.

Trojan, Gun Smoke and Ghosis ‘N’
Goblins are all Capcom licences
converted from the arcade machines,
while lkari Warriors (also a coin-up
conversion) featured on all home
computer formats long age, but enly
now can it make its Nintendo debut.

Trojan has great ani-
mated seguences
and beautiful sprites
in this action adven-
ture game where you
use a sword and
shield to fend off all
attackers.

lkari Warriors - a
vertically-serelling
shoot "em wp where
you must blast all the
sherifis and various
gun-tating nasties.

The brilliantly ad-
dictive Ghosts ‘N’
Goblins sees you
overcoming all sorts
of odd characters in
your guest to rescue
a beavtiful princess.

Gun Smoke, with its
action set in a gold
mining town, has you
battling it out agai-
nst cowboys. You
must save the fown
from money-grab-
bing thieves intent
on slavghtering all
the sccupants.
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and Batman could be available on the Sega next

GIANT STEPS

It looks like many of the UK’s software houses are
finally going to lend some of their immense weight to
the console market. US Gold is taking the lead by
developing four titles for the 8-bit Sega and Ocean is
believed to be following suit. Meanwhile, 16-bit
software house Psygnosis is branching out into the
PC Engine market.

US Gold was reluctant to discuss its console plans,
but after we applied the thumbscrews, the company
revealed that it was looking out for Sega
programmers to write conversions of four of their
greatest hits. World Class Leaderboard looks
destined to be one of the first conversions.

Ocean is planning to develop its popular licences
for the 8-bit Sega. This means Eiggius like Robocop

year. There have also been unconfirmed rumours that
Ocean is looking to develop on the PC Engine, but no
details are available at present.

It's obvious that Psygnosis has a fetish for
England’s green and pleasant lands because it’s not
the money that keeps Psygnosis here - its primary
source of income has always come from exporting
16-bit software to Japan and the States. The PC
Engine is going down a bomb in those countries, so
they’re looking to release software for it here within
the next year. Psygnosis has always prided itself on
releasing some of the finest 16-bit so re for the
Amiga and PC and it ‘s looking to continue in this
direction with the PC Engine. At the moment
Psygnosis is keeping very quiet about its move into
the console market, but we've been given to
understand that some of its top programmers have
been moved onto the PC Engine. -

| ZERO L4
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DESPERATELY SEEKING

SEGA

Richard Montiero’s thirst for
hard news made him hit the

streets Philip Marlow style

a bid to get his ‘hot’

Megadrive - quic

he air hung heavy with suspense. |
took one last drag on my cigaret

ana stubbed it out on the grimy
street below. My trench-coat’s rather
large raised collars hid my face as |

sneaked into a seedy East London store.
Dodging & bearded, fat bouncer | started

negotiating in whispered tones with a

little Chinaman. “£180,” he muttered. |
gave him cash. He handed over a plain

brown box which | quickly stuffed und
my coat. Mission accomplished. I'd go
my hands on a Megadrive!

Yep, Sega’s new sensation is just

starting to make its way into the UK via

numerous grey importers, but the
Megadrive has been on sale in Japan

since the end of last year. According to
Virgin Mastertronic, it's not going to be
officially available here until next Easter

So it's not surprising then, that ardent

games addicts are having to resort to the

To find out just whot goes on inside the
mysterious Megadrive, | climbed into my
Sinclair €5, positioned myself under o
revolutionary particle de-emphasizer
and shrunk myself doewn small enough
to ride along the circuir tracks.

k.

grey importers. We went and bought one
te especially, to provide you with a look at
the new machine ({that's our excuse and
we're sticking to it).

One of the first things that hits you
when you open the box is the way it
locks. It's not just another console -
there’'s no boring black (or even brown or
grey) box here. The Megadrive looks the
business. It's a cool matt-black with a
er raised plastic disc and power switch and
1 it's got slider volume controls and a
cartridge-lock button. You've only got to
look at the console to know the games
are gonna blow your mind,

After turning the Japanese manual on
all sides, you realise it doesn’t make any
sense at all and bin it immediately. Now
you can switch your attention to the
controller. The kidney-shaped device
consists of a standard 4-way control pad,
a START/PAUSE button and three (yes,

A: The Zilog Z80 central processor. This is the
CPU which actually controls the Amstrad CPC,
Spectrum and numerous other 8-bit machines.
Here, all it does is co-ordingte the running of
other chip sets. It's included to maintain
control -with the 8-bit Sega so that existing
games will run okay.

B: Customised SEGA chips control the whole
basic operation. The sound chip looks after
the three modes. The programmed sound
generator keeps compatibility with the
existing B-bit Sega whilst twe new modes
haye been added - FM sterec and pulse code
modulation..The video chip looks after all the
sprite movement, colour and scrolling. All
three are surfoce-mounted, so if anything
goes wrong here then you can kiss goodbye
te your Megadrive.

€: A 64K RAM chip handles the screen display
as defined by the main Sega customised video
chip.

D: This beast is the main 68000 processor -
the real power behind the machine. This.
16-bit chip is the same as that found in the 5T
and Amiga. Backed up by specialist hardware
serolling and the customised Sega chips, it can
perform some incredible feats. -
E: All the screen output is handled here. The
information to be sent to the screen is
converted from digital to analogue and
provides data for composite video output and
RF modulation,

F: An expansion port to be used by o future

CD ROM player perhaps?

GETTING A MEGADRIVE

A bit tricky really, but if you hunt
around the advertisment pages
you'‘re bound to find someone
importing one.

We got ours from SuperVision
Electronics on 0602 475151, A
Scart model (for connection to o
monitor) costs £180 while a PAL
version (for connection o an
ordinary TV) cosis £195,

The real sting is the soffware.
It costs absolutely loads. For a full
list of what's available

contact SuperVision. iy

three!) playing buttons. Because of the
shape of this controller, it fits neatly into
the hand and can be gripped with easy
access to all the buttons for both left and
right-handed players.

CHECK OUT THOSE SPECS

There are already a handful of games
available for the Megadrive, but you
won't be seeing most of the software
until Virgin Mastertronic starts importing
them around Easter next year. Grey
importers are offering the best games
now but at prices between £35 and £45
compared to VM's proposed selling paoimt
of £20. However, for an extra £20 only
you can buy a converter which will allow
you the luxury of running existing Sega
8-bit games on the Megadrive.

When you look at the specifications
for the machine you start to realise
exactly what it will be capable of produc-
ing. With a choice of 64 colours from a
palette of 512 on a screen of 320 x 256
pixels you can really perform some spec-
tacular effects. Dedicated hardware-
scrolling and 64K of RAM are used to
provide a picture which fills the complete
area of a TV screen or monitor.

Three different sound modes are also
possible. The first of these is the pro-
grammed sound generator — which is the
same as the one in the Sega 8-bit, and
has been included to maintain compati-
bility. It's also got FM stereo sound and
pulse code modulation. A set of stereo
headphones can be plugged into the I
Megadrive and the volume adjusted via a ‘

|

front-panel volume controller.
This isn’t an Amiga without a key-
board - it's virtually an arcade machine
the size of a portable CD player. The few
games available are ridiculously expen-
sivel but nevertheless more are coming.
With the Nintendo 16-bit machine on its
way and the Megadrive ‘officially’ due out
L1
for Easter, the console scene :‘hg__f;:
" I |
[
|

is really hotting .up. By this
time next year, who knows what
we'll be seeing.

-
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Your indispensable guide to
crushing aliens, surviving
levels and getting Super
Mario into warp mode.

ACTION FIGHTER

Sega

When the helicopter appears,
simply change into a motorbike and
then back again and the chopper
disappears.

ZILLION 1l

Seqa

To defeat Baron Ricks without
getting hurt just move to the right-
hand side wall. When he
approaches keep running right as
he tries to touch JJ. When he
misses, turn around and shoot him
while jumping.

FANTASY IONE

Sega

Buy all the engine parts and the
ship’s weapons will never run out.

SUPER MARIO BROTHERS Il
Mintendo

There are warp zones contained
within Super Mario Bros ll. To use
them you need to find the potions
next to flower pots and use them.

TEDDY BOY"

Seqa

When the title screen appears, move
the control pad up, down, left, right
and a new screen appears. Now
press up and dewn nine fimes. Press
butten 1 and you can select a
starting round.

GUNHED

PC Engine

A ship divides in two at the end of
stage one. Don’t attack it for about
80 seconds and you’'ll get an extra
10-up and 20 new bombs.

QUARTET

Sega

On level 2, kill the menster, collect

the key and star and then enter the
warp door twice for a bonus sheet.

R-TYPE

PC Engine

Get all the way through the game
without losing a life and then press
RUM when the end message
appears. You'll find you get
transported to level five.

MIKE TYSON'S PUNCH-OUT
Nintendo d

To get your character to start on
Super Macho Man choose CONTINUE
and then enter the codes: 267, 853,
7588. This will take you into the
fight just before the Dream Bout
with Mike Tyson.

WANTED

The best playing tips in the planet.
What's more the hottest game hint of
the month will be rewarded with the
latest console software releases. We
also want yeur maps, tactics and
cheat codes so get scribblin’ or else.

(Or else what? Ed.)

Erm... well send in all your secrets to
Cheat! Console Action, ZERO, Dennis
Publishing Ltd, 14 Rathbone Place,
London, W1P 1DE. Don't forget to tell
us which machine you ewn.
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ALEX KID
IN HIGH TECH WORLD

Virgin Mastertronic/£22.95/Sega

Boy, this guy is weird — just take a

look at those ears. The crown

prince of Radactian (Alex Kidd to
you and me) pops up again in this latest
of the Alex Kidd series. In this adventure
our hero has a lot on his plate as his
guest is to get to a new video arcade -
the High Tech Warld.

It wouldn't seem such an ambitious
task if the whole thing wasn't confused
by someone even uglier than Alex. We're
talking about Alex’s friend, Paul {best not
to ask any guestions about that) who's
found a map of the High Tech World,
ripped it into eight pieces and scattered
them across the castle,

You control Alex (and his ears) in his
plight to track down the pieces. When
you've found them — and this is no
simple challenge with just one life - you
step out of the castle and into a bunch of
marauding Ninjas. Weird? You bet!
They're all armed with lethal shirikens
and you've got to get through the forest
using your own shirikens as defence.

If you survive this you get back into
the final adventure sequence set in a
village. You win the game by tracking
down a travel pass to the arcade and
taking it to the checkpoint.

The graphics are cute and fun but
don't compete with the other Alex Kidd
games. Sound consists of a constantly-
playing background tune with the
occasional extra effects from such things
as the record deck and telephone.

But it's the ease with which you can
lose your ane life that is the most
annoying part of this game. If you fall
down a ladder or even wear armour -
vou've had it

All of the Alex Kidd games have tried
to be as culesy as possible and this one
is no exception. Even the interaction with
other characters reiterates this. After all,
how many other games would have you
trying to get to a video arcade? Where's
the blood and guts?

Hi-Tech World lacks the addictive
qualities of previous games, but it's still a
great challenge. If you're an adventure
addict you'll love the environment which
mixes multiple choice selections with
information about the scene,
conversation and even a quiz. The arcade
section makes a really welcome change
but it seems oddly out of place in an
adwventure and it's hard to see how
Minjas have managed to make it into the
plot. Still, nobody said that the world of
Alex Kidd was ordinary.

THE VERDICTA L]
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Call vp a map of your lecation in the castle to

find Mary again.

v e ! .
IOW HMAaMyY BONES ARE THERE
il HUMAaNM BODY?

This test is worse than a biophysics GCSE but
you've got to get every question right to get

that piece of the map.

CAUGHT MAPPING

Most of your time will be

- spent wandering up and
down ladders and loocking
into rooms inside the
‘castle. You have a time
limit in which to find all
the map. To win you really
need to find Mary who will
give you a multiple choice
test. Get every answer
correct and she hands over
a piece of the map. Along
the way you can pick vp
keys to the safe, dial
friends on the telephone
and get help from signs on
the wall.
If you collect all the pieces
of the map and get out of
the castle, you're given a
password to use on subse-
quent games. This is
damned vseful
because you
don’t need to go
through the castle |
sequence again.
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ZERO

ADVENTURE
HELPLINE

COMPUTER
REPAIRS

AMSTRAD

Ring for prices

Do you play computer
adventures?
Have you ever been faced
with a seemingly
impossible situation?

WE CAN HELP YOU

Our Adventure rescue
team work 7 days and
evenings a week and we
will be pleased to answer
YOur queries.

For a prompt and
personal service
by qualified engineers
including

*Free Estimates
*1 Week Turnaround
*3month warranty

We deal with any game

ATARIST520 UPGRADE

COMMODORE 64 — £28
SPECTRUM +2 — £25

on any computer. Contact
Soif you are tearing your AVC
hair out ring this number C:{U UHTJ'[GEC ITEC I.td
AR MELBA STREET
0898 338933 MANCHESTERM11 1FL

Keep this number safe
25p per minute off peak 38p
per minute peak time

TEL:
061-301 2210

Europes Largest Stock of
Video Games &
Cartridges For-

> WMN

(Nintendo)

DL .
Engiiey

NINTENDO
GAMEBOY

SEEA MEGRA DRIVE

The leading Video game specialists.
Send for lists(state make of game)

TELEGAMES,WIGSTON,LEICESTER,
LES 1TE. (0533 880445)

CAPITAL
COMPUTERS

12 HOME ST, TOLLCROSS, EDINBURGH
TEL: 031-228-4410

AMIGA AS500
BATMAN PACK

Includes Batman (The Movie),
New Zealand Story, DPaint Il & Interceptor

ONLY £379

A ATARI 520 STFM
”Explorer Pack” £289
”Power Pack” £389

With Word Processor, Database, Arit Packages & Uhilities.

(z Commodore | =82 PC2086
CBM 6dc LIGHT | e g‘?hi(; .
FANTASTIC PACK rive EG

Includes Datacasselte, 30 Mb H/Drive £1148

Light Gun, 3D Glasses | DbL Drive VGA £1033

and 18 Software Titles | 30 Mb H/Drive £1263
+ OS 3.3, Mouse, Lotus

ONLY £ 14 5 Symphony & Windows
L o LC-10 £199 | PYEFAX
Mf LC-10 Clr. £249 |(GRADE 3 FAX)

Printers  LC24-10 £290 | £599 ox vat
Price Includes Interface, Cable & Paper, Leasing available

Games 31/2” Sony: £16/box
RRP oC £1.70 each

8bit £999 £ 850 <’“"7> Bulk: £14/box
16 bit £19.99 £17.50 £1.50 each

GLASGOW
COMPUTER CENTER

122 WEST NILE ST, GLASGOW
TEL: 041-332-8246

TITAN GAMES
45 Windmill Lane, Worksop, Notts. S80 250Q
ATARIST ADVENTURE GAMES

Shards of Time............c....ccoooo.. . £7.99  Blackscar Mountain.....................£7.98
 GRAPHICALLY ENHANCED 10405T VERSIONS ARE NOW
AVAILABLE FOR JUST £B.99 EACH =
SCENARID DISKS FOR USE WITH THE UNIVERSAL MILITARY SIMULATOR
Roman Wars 1.........c.ccco.......E7.99  Battles Through The Aues..._.......E?.EQ
Roman Wars 2... ~E7.99 Warriors of Atlantis... ..£7.99
Scottish Wars... 799 Mongol Wars... ..£7.49
* FUHEH.&SE ? lJH MORE OF OUR SEEH.I\FI:IIJ IIIISI{S
AT A SPECIAL PRICE OF £5.99 EACH »

PUBLIC DDOMAIN ADVENTURE SOFTWARE
Colossal Cave.............coooneinneen £2.50 Bl Boza City..ovoercoesncvieneiarnen £ 2,500
Darkness is Forever...................[2.50 Wizards Tower...........ooooveen.oe F2.50
All goods sent by return of post
Telaphone 0909 483017 for further details




RUSH'N

Konami/£22.95 /Nintendeo

An angry soldier screams “Get

‘im! Go! Go! Go!” ¥You strap on
your parachute, dive out of the plane and
prepare for a bumpy landing. This is
Rush'n Attack - Nintendo's latest and
most violent offering.

You've been dropped, deep behind
enemy lines. Dozens of American POWSs
are imprisoned in one of the heavily
guarded armed bases. Your avowed duty
is to rescue the prisoners by infiltrating
the enemy base, Once you've got your
allies out, you need to destroy the base
so that it can't be used again.

But having learnt this objective, you
can now forget it - the battle is all about
keeping yourself alive — the POWSs come
a poor second compared to that! Along
the way you encounter endless amounts
of enemy soldiers and every one must be
either knifed or blasted if you're going to
survive the challenge. The knife is your
main weapon and can never be
taken away from you but you'll
also acquire other weapons
along the way. For example,
arm yourself with a bazooka
and you can blast through half
a dozen soldiers in one go.
Power like that would even
make Rambo quakein his boots.

The game scrolls horizon-
tally and though you can anly
mowve forwards soldiers ap-
proach from both sides in
droves. Much of each level is split into two
halves. Like in level one where you can
run along the ground or climb up ladders
and dash along a bridge. Climbing the
ladders does not, unfortunately, let you
escape attack. The bad guys have this
infuriating habit of climbing up after you
and, like a bad curry, they have no
intention of leaving you alone.

There are six different levels
altogether. The first is by far the easiest
with just infantrymen and karate soldiers
to contend with, The bad guys in this
level are cannon fodder, and completing
this level is easy once you've realised
which bits of the landscape to avoid.
Mines are scattered everywhere — stamp

GOING FOR GUTS

The knife is your standard method of
defence but along the way you can
accumulate various ether weapeonry to
help out. For example, there are
snipers who sneak along the ground
and by stabbing these you ecan pick up

the mossive bazooka that they drop.
Armed with this, you can fire a limited
number of shots at oncoming enemies.
These shots are very useful since one
shot can do a nifty job of wiping out
several soldiers at once.

You can alse pick a variety of other
important extra weaponry. The pistol,
hand grenade and invincibility star
help out enormously when the going

u-l two - at the alrport. A whole new ﬂ of
soldiers to negotiate with, but you can de It.

ATTACK

on them and you're dead!

Level two is set in an airport and is
half as big again as level one. Here, the
pistol soldiers and sharpshooters pop up
for a piece of the action. Annoyingly,
they fire at you from the top of
surveillance towers and the only real way
to get past them is to dodge their
firepower. Other frustrating enemies are
the rocket men. One way to handle these
fellows is to wait for them to swoop low
and then leap up with your knife.

Both level one and two are mada
easier if you can nab a bazooka, but in
level three a pistol and invincibility star
become available. These are essential if
vou want to clear the level. Here you're
placed in a naval base, chased by
soldiers and giant dobermans. The
dobermans crop up at the end of the
level and are best obliterated by lying
down on the ground and attacking each

o

one as it comes to maul you,

When you reach the end of each of the
levels, the screen stops scrolling and
suddenly what seems like hundreds of
enemy soldiers come at you. They don't
take much beating, but it's the sheer
number of them that's frightening. Wipe
this lot out successfully and you're
through to the next level where things
get increasingly harder,

The display scrolls horizontally at a
reasonably smooth pace. The various
characters move jerkily, but this is hardly
surprising since only two frames of
animation are used in the running
movement, Even so, the impression of
running is successfully created. The

gets really tough. The hand grenade is
brilliant because you can just toss one of
these at the oppesition and watch
smugly as they're blown into a million
separate pieces. Unfortunately hand
grenades have to be used within a
certain time limit which seems grossly
unfair because they're needed most for
the end-of-level bad guys.

Acquiring the pistol makes it easy to
kill soldiers from a distance. When you've
used a certain number of bullets the
pistol becomes useless and you drop it.

The hardest extra weapon to acquire is
the invincibility star. It only lasts for a
short time but within this limit you are
totally immune from attack. You can
wander, bleary-eyed, onto mines and
they won't affect you at all.

Now you've got your hands on the bazooka you

can go for some serious killing.

action shifts along very quickly and
there's so much going on all the time,
that when you're attacked from all quar-
ters it can be hard keeping up with the
pace. The backgrounds are brilliant with
some of the best graphics available on
the Mintendo despite the tedious tune
which insists on accompaning them
throughout the game.

Aush’n Attack is no Super Mario
Brothers. The aim of the game is to kill
everything that moves while avoiding
land mines. Whip out your trusty knife
and aim straight for the stomach if
you're going to get past even the first
soldiers! Pacifists really should steer
clear of this one.

The enemy soldiers all come at you in
roughly the same place with each game,
which means that you can spend time
waorking out how to get round certain
problems. This always makes things
more interesting and never more so than
in Rush'N Attack. While the option for
simultaneous play with a second player
is one of the game’s best features,

THE VERDICTL )
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Avoid the mines - step on them and you’ll be
pushing up daisies.

Avoid the guys in the watchtower - they

mean serious business.
EI1105



Does your trigger finger twitch when
you're watching Neighbours? Have
you got icons on the brain or do you
dream in 16-bit simulations? If so,
then clearly a strong dose of Stuff is
in order. This month we prescribe a
trip to the flicks or your local vid’
shop where hopefully the latest
movie releases will take your minds
off all that slaying and screeching...

SCHWARZENEGGER
TRIPLE BILL

Owt now. Cort 18. CBS
Fox Video. Price £29.99.
Preadater only, £9.99.

If you can never decide
which Schwarzenegger film
is the most violent or if you
simply have difficulty telling
Arnie's films apart (shame on
youl), you might be interested
in this triple action pack of his
vids. The set consists of Raw
Deal, Commando and the
newly released Predator. If
that's rather too much blood
and guts in one box, then you can buy Predator on its own and watch the gun and
machete-toting Arnie battle it out in the jungle with his team of commandos who
are being slaughtered by a mysterious predator. Keep up ze gut verk Arnie!

PEGGY SUE
GOT MARRIED

Ovut now. Cert 15. CBS
Fox Yideo. Price £9.99.
“If | had my life again...” is
a familiar lament. Well
Kathleen Romancing The
Stone Turner gets just that
in this box office hit. Peggy
i | Sue (Kathleen) passes out

at her high school reunion
— J ball only to wake up back in
the sixties. While re-living her youth, she
decides she might as well make good a few
mistakes — like not marrying her husband,
Charlie. {Hmm, dodgy stuff).

THE LAIR OF THE WHITE WORM

Ovt now. Cert 18. Vestiron
Video. Rental only.

A tongue-in-cheek vampire
film? There's a joke in there
somewhere, but with Ken
Russell as director, tongues-
in-cheeks are likely to be the

LITTLE CHINA

most pleasant things you see in
this tale of a female vampire
based on the novel by Bram
Stoker. Here the cast have to
grapple with pagan terror,
savage rituals and a whole load
of special effects. It all starts
when the guy from Local Hero

Ovut now. Cart15. CBS Fox
Video. Price £9.99.

Big trouble? You're telling me it's
big trouble. If Chinatown’'s like
this then it's steak and kidney
pies for us from now on. Fun
lovin' truck driver Jack Burton

{er... Peter Capaldi) unearths a
prehistoric skull of “indetermi-
nate age and species.” Then
the topless girl from Castaway
{erm... you know... Amanda
Donohoe) pinches the skull
which is where the gore
{sorry — fun!) really starts,

Out now. Cert U. Guild Home Video.
Rental only.

Hankies all round if you want to get through
this big dollop of sentiment cast very much in
the ET mould. MAC is an alien (a
Mysterious Alien Creature to be
precise) who has arrived on earth
and lost his family. With the help
of 10-year-old earthling, Eric, and
his sickeningly nice family, MAC
tries to find his ma, pa and sis.
Drarmna is provided by a gang
of government agents who
are attempting to catch MAC
for use in their experiments.
i you've got a sweet tooth
and an embarrassingly
low mental age, it could
be right up your street.

{Kurt Russell) hasn't even time to
decide if he wants his rice boiled
before he's launched into a world
of ghosts, monsters and kung fu
and that's only for starters.
There's plenty of mayhem and
magic. Watch this video and you
may never eat a spring roll again.
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GREAT BALLS OF FIRE

Owt now. Cert 15. Orion Pictures

They don't make rock 'n’ rollers like Jerry
Lee Lewis anymore. His turbulent life is
charted in this movie
which stars Dannis /n-
nerspace Quaid as
'The Killer.! Great
Balls Of Fire concen-
trates on just two

years in the living
Leggaznd'st Itm;r career: STAR TREK V: THE FINAL FRONTIER
; Wihen ne

rocketed to fame with Out Now. Cort PG. Paramount Pictures.

a string of hits, and Yeah, the crew of the Starship Enterprise are still ‘oldly going
1958 which saw the where no geriatrics have gone before. For film No 5 we've moved on to
first of many seem- star-date 8454.130 (whatever that means) and it's time for Kirk, Spock and Co to
ingly disastrous bugger off and save the universe again. In this one, the crew are kidnapped by a
setbacks when, on a tour of England, his maverick Vulcan and are forced to zoom off at warp factor 10 to find the meaning of life
cradle-snatching exploits were revealed. in the heart of the universe (cinch, eh?). Captain Kirk, well William Shatner really,
{He'd just married his 13-year-old cousin!) directed and co-wrote this Trekkie film. It's oozing with excitement and special effects
If nothing else, it's got a great soundtrack! but, as with all Star Trek films, the foot is hard down on the humour pedal.
GHOSTBUSTERS 1l THE DREAM
/ TEAM
Out now. Cert PG. bad thoughts of all the city
Columbia Tri-Star. folk, and Siggy's baby Out now.
Prepare to be slimed! Bill (Barrett) is kidnapped. Cert 15. UIP.
Murray, Dan Aykroyd and We're sure that whatever Michael Keaton has a
Sigourney Weaver are back the plot’s like it'll still take problem (Doesn’t he
in action and ready to save loads of dosh at the box- think he's a bat? Ed.).
the world again. This sequel  office this Christmas. Oh, You see, he's got this
picks up four years on from and if you can't get enough habit of belting people
the original film. New York of the movie - there's always who annoy him - and
has been invaded by gallons  the Ghostbusters Il game he annoys easily. Still,
of ectoplasm, caused by the  thanks to Activision. Spook! that's nothing compar-

ed to his buddie, Jack
McDermott (Peter Boy-
le} who tried to throw
an adwvertising executi-
ve out of an upper
storey window. So it's probably no surprise to learn that both
these guys have been committed to a mental hospital. What is a
trifle alarming is that their psychiatrist has decided to take them
and a couple of other inmates from their looney bin, on a trip to
see a baseball match at Yankee Stadium. Worse still, he then
loses them. This warm comedy follows the attempts of the four
patients to find their mentor. Watch out for another classic
performance from Christopher Back To The Future Lloyd as one
of the nutters.

i BACK TO THE FUTURE Ii

Owut now. Cert PG. UIP.

. Back To The Future was too good
and too successful for there not to be
a sequel and four years after the

original — here it is. Once more, Marty
and the batty inventor ‘Doc’ Emmett
Brown are playing with the past, and
the future, in an atternpt to influence
the present. (What? Ed.) Marty's arch

enemy Biff (remember him?) has now
managed to marry his mother (No

Marty's mum, not Biff's), and

become the most powerful man

in the world. Is Marty going to
stand for this? You bet your
life he ain't. What's he
gonna do about it? Well,
you'll just have to wait and
see won't you? Don't get

} any ideas of relaxing at
he end though, Part 1l

has already been made.
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Rock your way around 32 enormous levels of action

packed fun and tantalising skill to the
mﬂﬂmmmmsmw

CBM 64/128 & Amstrad
Cassette £9.99, Disk £14.99
Atari ST & CBM Amiga

valve and tantalising teleport pads.
ﬂmﬂ.:mmhom. plrllrl'l'i.l‘.u

shields submerge into
world of fantastic animation and mind i £19'99
sounds ... it won't be long before you've .. Spemm

Cassette £8.99, Disk £12.99

Rainbow Arts (UK) Ltd., 65 Sketty Close,
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ZERO SUBSCRIPTIONS

CHOOSE
ANY ONE
OF THESE
FOUR
FABULOUS
FREE
GIFTS

T-BAG

An exclusive T-bag as used by
Pavline in EastEnders complete
with perforations. Worth £1.50

T-CAKE

This exceedingly good
cake dates back to
the 17th century.
And though some of
the currants were
vnfortunately
damaged when
Fergie saw it at

a recent
Antiques Road
Show, it's still
worth at least
two pee.

T-PEE

This rare Indlan T-pee was
worn by the magnificent
Demis Roussos in his
1949 tour of Worthing
= + Pler. Worth quite a lot
% of anybody’s money.
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GIFT!

if you take out a year’s
subscription to ZERO.

ow can you resist? We'll give you one of
H these amazing free gifts if you take out a

year's subscription to ZERO. And for 12
copies of the best mag around and your free gift
{we'd go for the T-shirt ourselves) you need only
pay a paltry £18, Just the 12 issues alone would
cost you that on the bookstands, but this way
you get every issue delivered to your door along
with our spiffo free gift! With all its in-depth
reviews, scintillating previews, competitions,
hints and tips and fascinating features, ZERO's
got to be the bast buy you'll make all year!

Interested? Then fill in the coupon - in block

capitals please - and send it to ZERO SUBS,

FREEPOST®, DPL / 003, ZERO, 120-126 Lavender

Avenue, Mitcham, Surrey CR4 3HP. And just sit

back and wait for that rustle, rustle, flap, plonk

when the next issue of ZERO lands on your
door mat!

T-SHIRT

Prevents embarrasing itching “cos it's
made of pure cotton. Whal's more i+'s
got a trés bon ZERO logo on the front
and a rather Daliesque h on
the bock. Worth £5.95 it's a must!

r------------‘
SUBSCRIPTIONS

l M
ame s
: Address
l Post Code
: Signature Tel No

Please tick appropriate boxes,
I [] UK only - ane year £18
' [ Europe and Eire - one year £23
l L] The rest of the Cosmos - one vear £28
L] 1 enclose the moalah in the form of a cheque/

postal order for £ __ made payable to

Dennis Oneshots Ltd.
[] Please charge my Master Card [_] Visa 1

l American Express
l Card Mumber -
I Expiry Date — —

Send the completed form to: ZERD SUBS,
FREEFOST*, DPL/O03,ZERQ, 120 -126 Lavender

. Avanue, Mitcham, Surrey CR4 3HP. Use a
photocopy if you don't want to mutilate your issue
of ZERO,

l * Freapost only available to those posting forms from
within UK. So ’r-f'! Pa-,-menlﬁ from outzide UK should delets
. FREEPOST from address

l REF 1O zero /003

h CcCosssesssswd

431109
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meY | KES! |
INTERVIEW |

Funnily enough this month’s inspiration for the YIKES
interview cropped up whilst the ZERO crew were engrossed in
an episode of the ‘cult’ Children’s ITV series Rainbow (hem!)
We suddenly paused to ask the burning question: “Who plays
Bungle the bear?” So, we got on the blower to the Forum
Theatre, Billingham where the Rainbow team were rnulung
two live performances a day. -

ikes: Um. Well, the first thing we
Y want to know is this. Who are you?

We know you're not REALLY a bear
s0 don't try that hoary old chestnut.
Bungle: I'm actually called Malcolm Lord.,
I'm an actor.
Yikes: You went to stage school then?
Bungla: Yes. | went to drama schoal.
Yikes: And have you ever been in
anything else on telly?
Bungle: Mo, not really. I've done quite a
lot of stuff on stage though, but | don't
expect you'd have seen any of it. | played
a football hooligan once.
Yikes: Blimey. Anyway, getting back to
Rainbow. Um, are you
naked under the Bungle
suit, or do you wear
pyjamas or something?
Bungle: Ha-ha. Well, I'm
not quite naked — I'm actually covered in
loads of frilly white material.
Yikes: Yikes = that sounds a bit pervy....
Bungle: Mo, it's not. I'm rather skinny you
see, 50 | need a lot of padding. That's why
| use the frilly stuff — to make me bigger,
Yikes: You're naked under that though?
Bungle: Just about. Yes.
Yikes: It must be pretty hot under the
studio lights covered in all that lot.
Bungle: Well yes, it is rather. Mind you,
it's worse in the theatre. It's absolute
murder at times. |'ve almost fainted on,
ooooh, a couple of occasions at least.
Yikes: |s there a zip in the bearsuit or is it
just a velcro jobby?
Bungle: There are some poppers around
the back actually — | have to sort of
clamber in and out of Bungle's bottom,
You can see the flap if you look, which is

actually the reason Bungle

) climb in lhrnugh tends to 1ELE.fhEL.ﬂmEFH
most of the time.

Bungle's bottom Yikes: So ‘going to the
toilet’ must be a bit tricky?

Bungle: It certainly is. I've had to learn to
hold it in. Live performances at the theatre
are the worst though.
Yikes: Have you ever been sick inside
the suit?
Bungle: No.
Yikes: |s it true that at one of your ‘office
parties’ Geoffrey head-butted the bloke

110 E36)

| played a foothall
hooligan once




who operates Zippy, leaving him with a
wound across the top of the nose that
needed 12 stitches?

Bungle: No. Everyone gets on really well
as it happens. We've been together so
long now that it's sort of like a family -
the show's been running for 17 years.
Yikes: How did you end up getting the
job in the first place?

Bungle: Well, | haven't actually been
Bungle the whole time. | originally saw an
advert for someone to play George (the
hippol, applied, and got the job. | was
inside George for about eight years, then,
about two years ago, the chap who
ariginally played Bungle left the show -
and | was promoted.

Yikes: Promoted? So does that mean that
Bungle gets paid more than George?
Bungle: Only a bit more. The extra
maney is because | actually have to ‘walk
around’. George and Zippy stay behind
things and you never see their legs — well,
yvou did see Zippy's once but that was
definitely an exception.

Yikes: Do you get more money than
Geoffrey as well?

Bungle: MNo. Nobody gets more money
than Geoffrey,

Yikes: Oh. Okay, time for some ‘quick-
fire' questions. What do vou think about
the withdrawal of the Vietnamese troops
and the reappearance of the Khmer
Rouge in Cambodia?

Bungle: Erm. Eh? Um, | don't know
really. I'll have to go and ask Zippy - he
knows about things like that.

Yikes: What's your taste in music?
Bungle: Well, when I'm out of the suit |
like Cilla Black. | really love her - | even
sing Surprise Surprise in the bath. And |
like Phil Collins and Elton John. But when
I'm in the suit | like Kylie and Jason.
Yikes: Have vou ever been attacked by a
particularly gruesome crocodile?
Bungle: No. Um, no, | haven't.

Yikes: Bears (as everyone knows) have
uncannily large plonkers. Is Bungle
popular with the women he meets?
Bungle: Well, if you look closely enough
you'll see that Bungle hasn't actually got
a penis. But if he had he wouldn't really
know what to do with it anyway - he's
rather innocent you see! He'd probably go
to Zippy and say something like “Ooooh,
look at this. What's this for, Zippy?"” and
then Zippy would ask Geoffrey, and
Geoffrey would explain it to them both.
Yikes: Rod, Jane and Freddy seem to be
doing pretty well for themselves. How
much did Jane’'s nose job cost?

Bungle: (Extremely long pause) | don't
know. She just had it done without telling
anyone — we didn’t even notice at first. In
fact no-one noticed for about three days.
Yikes: We noticed it immediately. So did
the rest of the country,

Bungle: Oh.

Yikes: (Embarrassing silence). Erm....
Bungle: (Embarrassing silence).
Ummm....

Yikes: We haven't got any maore
questions actually....

Bungle: Can | go then?

Yikes: Yes. Goodbye Bungle.
Bungle: Bye bye.

Telephone: Click. Bzzzrzzzz:.

ASTRONOMY CORNER

by Professor Bernard Nebula

After last month’s astounding
revelations about the giant spider’s
web surrounding the solar system,
I've learnt from moles at the Penta-
gon that NASA is busy getting
together plans for production of
anAnti Space Spider Defence
Initiative Rocket. The
ASSDIR (as it's imagina-
tively nicknamed) will be
athree-mile long “tube’
powered by blasts of
nuclear fission, and it's
going to be assembled
in space (near the Moon)
in 1991. | phoned Heather
Couper (the only woman on
earth who's interested in astron-
omy) to find out a bit more. But she
wasn't in, so | phoned Patrick Moore
instead but he wasn't in either. So |
phoned Dial-A-Dise, listened to Sinitta
for a few agonising minutes, and then
phoned Heather Couper again. She

was back. (She'd been out shopping).
Here's what she said:

“Hella Barry. It's absolute may-
ham... the giant Space Spider is in
the vicinity of Jupiter and is, | can

now reveal, definitely heading
towards earth... definitely...
" everyone's a bit jumpy,

Andrew... it's heading
% definitely for earth, it's

gigantic... a monstrous

interstellar arachnid...
mandibles crunching
away silently in the
vacuous tracts of the
void..."”

So there you have it. A
bit ‘prosey’ perhaps, but true -
and rather alarming. So alarming in
fact that to stop mass panic there's a
total world ‘news veto’ on the story:
you can only read about the beast's
progress here, with me — Bernard
Nebula. More next month.

BLACK SHAPE

Hello. It's me, Black Shape -
the ALTERNATIVE letters page.
Have | dwindled in size and
died since last issue? Have |
sausages! Just the opposite in
fact - I've got bigger and
stronger. I'm all throbbing and
ready to go. So what am |
waiting for? Erm, actually I'm
waiting for ‘a love that's true’
but until that comes along,
here's a selection of your
pathetic scrawlings.

Have you noticed that the
lovely Annie Jones (Jane in
Neighbours) has had a face lift?
Well, | have (noticed it that is,
not had a facelift). She was
starting to get a little bit
‘baggy’ around the eyes a
couple of months ago, then she
didn't appear for a few epi-
sodes, and then suddenly there
she was again - with an almost
spanking brand new boat-race.
What a picture of beauty:
almost porcelain perfection. |
bet she denies having plastic
surgery though (watch out for
her next Wogan appearance).
Jonathan Warren

Walsham, Norfolk.

I phoned Annie Jones’ PR
company and they deny all
knowledge of her having ever
been under the plastic sur-
geon's knife. So you were
right! Well done. Black Shape.

| read your first issue with
something approaching incre-
dulity. You obviously had to
make up some kind of letter
but Rainbow pyjamas? What on
earth are you on? Why not a
letter about piracy or another

COMPUTER RELATED subject.
After all, this is supposedly a
computer gameas magazine.
Alan Gonad
Burton-on-Trent, Staffs.

So you're saying that computer
games-players aren’t interested
in Rainbow characters. Okay, |
won't ever meantion them again
then. Black Shape.

Re your ‘Rainbow pyjamas’
reference from last issue.
Quote: “Bungle, Zippy. George,
Geoffrey, Rod, Jane and Freddy
- they're all there if you look
hard enough.” Well, | too have a
pair of Rainbow pyjamas but
try as | might | can’t seem to
locate Geoffrey. I've been over
the blinking things with a fine
tooth comb and he's definitely
not there. Is this a mistake on
your part or do you think we've
got different makes of pyjama (I
got mine from Harrods).

Rod Staker

East Tilbury, Essex.

Oh dear. | 've promised not to
mention Rainbow characters
again, so I'm afraid I can’t
answer you - sorry.

Black Shape.

Undoubtably my favourite actor
in the world has got to be Sean
Connery. In the role of Ghandi
in Alan Parker's epic block-
buster Butch Cassidy And The
Sundance Kid, he gave one of
the finest performances ever
seen on the Big Screen - and |,
for one, shall never forget it.

T. N. McKellar
Blackheath, London.

Well done. Black Shape.



The part of the mag where you prove to the world that you're a ‘friend
to the stars’. All we ask for is a photograph of you standing next to (or
in a compromising position with) a ‘celeb’. Paul Daniels maybe. Or
Sandy Gall. Or ‘Bob’ Holness... anyone.

We had a bit of an appalling response to last month's request for
your pictures as it happens - basically, erm, we didn’t receive any at
all. Not a sausage. Not a blinking sausage. Surely some of you have
been snapped with a ‘personality’. Okay, so the selection we offered
you last ish might have been a bit ‘dubious’, but just to prove we
aren't total liars here are a couple of genuine ones...

T'ZER WITH
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Teresa, our
beloved
leaderene “in

vicious Judo
black-belt
holder Brian
Jacks.

BRIAN JACKS

cahoots’, with

DAVID
WITH ROLF
David
"WhisHin
Rick® Wilson
(Y5 stalf
writer) ‘in
cahools’ with
a cartain Mr
Rolf Harris.

Come on! Send in your snapshots! And if you want them back, enclose an sae.
Wa'ra offering you fame here (erm, and a software prize), all for the cost of a
couple of stamps and a trek to the nearest post-box. You know it makes sense.

HIGHEST JOYSTICK IN THE WORLD

Have yvou ever
found yourself on
the wind-swept
summit of K2,
with a joystick in
one hand and a
camera in the
other? Blimey!
You're obviously
a bit weird then,
aren’t you? More
next month.

(Oi, come back and tell them what
you're talking about. Ed).

Erm. Everyone’s got a joystick and
what's more — joysticks are easily trans-
portable. The trouble is they always end
up getting ‘transported’ to ‘predictable’
locations - bedrooms and lounges for
instance. Borrrriing!!!

We think it's about time they got
taken places. Interesting places. And in

particular HIGH places. So, next time
you pack your rucksack (or whatever)
don’t forget these two things:

1) A joystick {any make), and...

2) A camera.

That way you can take a picture of
the joystick wherever you find yourself,
Then send the photo to us, give us a
rough altitude and you'll get a rather
super prize (if it's printed).

Oh and taking a shot of a joystick in
an aeroplane only counts if you can see
the view out of the window as well as
the joystick itself, or if you've blagged
entry into the cockpit and managed a
snapshot next to the altimeter.

To start things off here's a piccie of a
Konix Mavigator that ‘intrepid reporter/
popstar’ David Wilson placed 8.2 em
above sea-level (erm, or River Thames
level if you like, it's the same thing
really, isn't it?}. Beat that if you can!

READERS WIVES (ERM, AND THINGS)

We've had as much joy on the Readers Wives (Erm, And Things) front
as we have on the Claims To Fame, i.e. not a sausage again. Actually,
that’s a lie. We did have one ‘entry’ from Andrew Kelly of Reading. Un-
fortunately he hadn’t quite got the idea, and as a result his photo was
too rude to reproduce. In fact it was so0 rude we can’t even tell you
about it so we've had to bail him out with ‘one we prepared earlier’...
Here's a picture of Staff Writer Duncan MacDonald's girlfriand
She's called Birgitta (she's Swedish), and the cat she's hnldmg is

called Mirra (who died
shortly after the photo
was taken). The cat Bir-
gitta got to replace Mirra
turned out to be a bit of
a horror though, and
dragged all manner of
‘semi-dead’ animals into
the kitchen - until it was
‘severely disciplined’,
that is.
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Birgitta with her old
cat, Mirra

Birgitta’'s new cat
with ‘a chum’

BUILDING TIPS

by Robert McAlpine Jnr

Hello there. Well, what a response | got
from Issue One - ould have
knocked me down with a feather
ially speaking of course). How-
that my
It an interior wall
were ‘a trif autious side’ = in
particula ed Steve McDou-
gall from LJ-.--Hr‘lr. who had this to say:

Dear Robert Junior

Your old man might be the richest
and most successful construction
mogul since the Egyptian Pharaohs
but you yourself are a total arse-
brain....

I'm afraid | had to cut the rest of
the letter because it was a little bit
on the rude side, but Steve outlined
the way in which he personally
would approach the problem of
interior wall removal:

{1) Have a cup of tea.

{2} Hack straight into the offending
wall with a hefty sledgehammer.
{3) Keep thumping away until the
wall is no longer there.

{4) Wrap sellotape around the ends
of any dangling wires.

e. It doesn’t quite
parkle | like to
mite ‘unfin-

.quu..l-.le here, sent in by Jacques
Reveée (Managing Director of Perrier Ltd
in Paris).

Dear Monsieur McAlpine

When mixing concrete, use French
carbonated mineral water instead
of tap water (the bubbles help to
mesh the cement and sand mole-
cules more tightly together). You
nead to use absolutely loads of it
though, so start getting stocks in
fast - before the price goes up!

Well that's a tip, if ever I've heard one -

thanks Jacques. Keep building the
Robert McAlpine Junior way. bt‘_-
all next month.

Send your building queries
-ﬁ or tips to Robert McAlpine
Junior at the usual Yikes! address.
You could win a prize.
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#® Spectrum
48/128k cassette
£9.99
# Spectrum + 3 disc £14.99
#® Amstrad CPC cassette £9.99
® Amstrad CPC disc £14.99
® Commodore 64/128k
cassette £9.99
® Commodore 64,128k
dise £14.99
#® Commodore Amiga
£19.99
# Atari 5T £19.99
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Suss out the clues, fill in the grid and send it (or a photocopy) to
Prize Crossword, YTIKES!, 14 Rathbone Place, London W1P 1DE. A
prize for the first correct entry pulled out of the hat.

ACROSS

1 The go- between for your
computer (3)

7 After tax (3)

9 Miss Brightman's Angel of
Musie (7)

11 Pass away (3}

12 Wading bird with thin curved-
down bill {4}

12 Manage {3}

15 Catch like T down (3]

16 Vitality ()

18 Given food (3]

20 Atternpt (3}

21 Belfry (5)

22 Discharge (4}

24 Enclosure for pigs (3]

26 Adjacent {5}

27 Old fashioned poem (3)

28 The dividing line betweaan two

adjacent river systems (9]

DOWN

1 Tainted {6}

2 Coach wearing Reeboks,
perhaps? (7)

3 Calibre (6)

4 Acknowlaedge (5)

5 Qutcome (3)

6 Dined (3)

8 One or the other (6

10 Comply (4)

14 Liberated (6}

17 Health conscious tall grass (3)
18 Terminate (&)

19 Bank on (B)

21 Cinderella left her slipper on
ona (5)

23 Type of whiskey {4}

24 Vase for narcotics (3]

28 Unprecedented {(3)

Here's the moment you word freaks hove been wuhinn‘fm'i 50 no more
tearing your hair out, the selufions to lssue One's crossie are here...

Across: 1. Casnival; 7, Slop; 9, Plate; 10. Lane; 11, Adorable;14, Limdt: 15, Owns; 17, Sama; 18,
Paci; 21, Daar; 24. Aloof; ¥5. Discern; 27. Once; 28. Clean; 29. Mead; 30. Toprated.

Down: 1. Caption; 2. Reason; 3. Ideal; 4. Automaten; 5. Slab; 6. Epea; 7. Slated; 8. Ondy; 12,
Discord: 18. Spaced: 18, Trained; 20, Ace; 2. Extent; 23. Fine: 25, Dorme; 26, Scar; 28, Car.

GIVE OR TAKE

Organising a village féte starring Tarby? Or searching for a software soul
mate? Maybe French letters are more up your street! No? Well, you can
always flog yer old bits of hardware, swop those games you've played for
vonks or précis the intricacies of your private life (in 30 words). And
what's more the service is a real barg ‘cos it's completely FREE! All you
have to do is complete the coupon below and mail it toute suite to GIVE
OR TAKE. By the way if you're a business you have to advertise in the clas-
sifieds and no actual ‘selling’ of software is permitted.

BOOK YOUR FREE AD HERE

if you'd like to advertise in Give Or Take, please fill in the coupon below in BLOCK CAPITALS and sand it
to Give Or Take, ZERD, 14 Rathbane Place, London W1P 1DE. Don't farget to enclose your address and
phone number and remember to mark the envelope with the appropriate section, We can't accept any
software sales and private advertisers will have to advertise in the Classifieds section.

Please include my advert fwhich s no more than 30 words) under the following heading: :
naroware (1 soFtware [ Pen paLs [ LoneLy vearTs [ wanten [ ranaives [

MESSAGES AND EVENTS [ BIRTHS, DEATHS, MARRIAGES AND DIVORCE O

Mame

COP THIS!

Address

1€8°

‘Ello,'ello,

‘ello, what's

this we have

here then? Well actually it's a
rather spiffo ZERO T-shirt,
that's what. And you can be the
proud owner of one for nothing.
It's a cinch, and what's more,
it'll only take you all of a pico

second (or two). All you have to
do is send YIKES some photies
of Readers' Wives for example
or (if you're not the vertiginous
type) some very high joysticks,
man. More literary inclined?
Then get scribbling to Black
Shape or Robert McAlpine Jnr
{he's very keen on new tech-
niques). Everyone who gets
something printed will win this
rather fetching ZERO T-shirt.

Post Code

If you dan't want to dissect your spanking new copy of ZERD, it's simple — use a photocopy

WARNING: ZERQ cannot guarantee to place every ad received, m
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lﬁiﬂ'&? game for golfers of &l
'af?iyﬂw from arcade addict to
W GRA gimulation enthusiast.
Usirig'the game's handicapping
-F-ru'h [E¥stem challenge the professionals
in match play or stroke play.
To, win you'll need to master club
selection; power and direction
control, use of slice and hoalk
and overcome real course
hazards inglnding bunkers; rough,
water and sloping faineaygsl
As your golfing skills improve, ¢
variable wind, weathes and
course conditions can-bs ©
introduced, makingithis the
Uitimate Golfing -
i CHallenge: T

Scraen shots from various lormats

ATARUST, CRIV AMIGA, 1BM PE
£24199
CBM 647128 £14,99 €hcscue KIS0 99 quk’t
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All mail order enquiries to:
Gremlin Graphics Software Ltd.,
Alpha House, 10 Carver Street,
Shetﬂeld 51 4FS. Tel: (0742) 753423.
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