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BLOCKBUSTER FOLIO
LAST CHRISTMAS'S N
OPERATION WOLF...
NOW WITH TWICE THE ACTION,
TWICE THE FUN, TWICE THE CHALLE (
ROY ADAMS IS BACKIk
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

USE THE LASER SIGHT, i t
or the bulletproof vest, but watch out for
AIR-TO-GROUND MISSILES!
Operation Thunderbolt the incredible
Tait° coin-op conversion brought
NOW to your home computer.
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•  World's strongest Cribhage-playing algorithms.
•  PlayTwo-handed. Four-handed. or Five•card C
Inge.
•  Seven distinctive computer opponents.
•  Ask fur advice from any computer opponent.

•  liseSetup Mode ó devise scenarios for a
•  Play "duplicate" Crihhage. Replay later
same cards.
•  Special setup allows computer players to comptte
gainst each other.

CRIBBAGE KING

TOGETHER IN ONE GREAT PACKAGEa ! w w
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'N' Ghosts.

8 O H
More adventures of T p l u s  news and
views on everything 1 ô .
b
t .1 2 PREVIEWS
Hard Dr ivin' Ghostbuster s I I
,  T u r b oOut run A q u a n a u t  !
-
) 0 d  o o d s  
m o r e
1 7 REVIEWS

The Untouchabl es M I  Ta nk  Pl atoon
Stunt Car  Racer  and Laser Squad t h e
list is erdless!

23 COMPETITION
Win a vi deo recorder .  Jabber wocky
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Hewson•s Onsl aught

WIBBLE STICKS
If you re after a decent
hand-job don't miss our
mega joystick test!

41 COMPETITION
Win o complete set of driving

lessons or o £200 Halfords gift
voucher to celebrate Domork's coin-op
:.:inversion of Hard Drivin '

4 2  ARTIFACTS
Computer graphics expert

Tomkins checks out
Photon Paint II and

Fantavision

48  UNDER WRAPS
Spook! David McConoiess revecis the much
awaited Ghouls 'N' Ghosts - US Gold'
latest stunner.

58 ARCADES
Dosh Eaters sticks its nose into Special
Project Y and yet more future arcode hits.

68 CRYSTAL TIPS*
*And Alistoir. Steel and Bloodwych
mops, tips on RVF and Interceptor, plus
POKEs and 8inky Berkmann's briefs.

m

8 6  ADVENTURES
That man with the beard. Mike
Gerrard, is bock with more
puzzling, er... puzzles

9 0  CHIP SHOP
BOYS
I y Pont ng susses Out
Captai n Sensible i:ind sees
-,,nether his abse •  j
!  c a t  
r e a l l y

does hove nine'

THE PRICE IS RIGHT
Leslie Crowther says. -
C o m e  o n  
d o w n
you skinflints for the latest budget games!"

9 7  CONSOLE ACTION

The only dedicated mini mogozine for the
console games player. This month a special
report on the latest on the Sega
Megadrive plus oodles o; news ana
reviews including Alex Kidd In High
Tech Wor l d and Rush 'n Attack

1 0 6  STUFF
Peeks at the latest fab, brill. meao
extremely nice film and vi deo releases.

109
SUBSCRIPTIONS
Yep, t r u e .  You con get 12
Issues and a hip ZERO T-
shirt for only 18 quid!!

110 YIKESI
Your pages at last, but they're worth
waiting for. This month -  Bungle spills the

beans on
Rainbow,
Bob
McAlpine
Jnrs
Building
Tips, Give
Or Take,
and the
secret of the
universe

•

PREVIEWS
15 Aquanaut Addictive Games
13 Blade Warrior Imoqeworks
15 Ghostbusters 11 Activisian
48 Ghouls 'N' Ghosts US Gold
12 Gravi ty
12 Har d Drivin' Dornark
15 Midwinter  Rainbird
13 Mindrol l  -
i
-
a t o r
,
u s

15 The Final Battle 'mogewarks
14 The Lost Patrol Ocean
14 Theme Park Mystery Imageworks
14 The Search For Sharks Thalamus
13 Turbo Outrun US Gold
15 Wi l d Streets r'tus
13 Wol fpack P55
14 X - O u t  Rainbow Arts

GAMES LIST 4

1•
. Need to find a game in a hurry?

Every single one is l isted her e in
, Our ZERO quick reference gui de.

REVIEWS
101 Al ex  Kidd s.',•
.9 r  
M o s t e r r a r
l i c

83 Batman: The Movie Ocean
84 Day Of The Pharaoh Rainbow Art
s87 Dom e s  Of Sha Rive! Software
79 Future Wars Palace
87 Ha m m e r  Of Gr immold River Soft
,
.
62 Interphase• Irri
a j
9 e w
a r
k
s

gt  K n i ght  Force T '..s
83 Laser Squad - • 2e

..24 M1 Tank Platoon Microprose
• 81 Mani ac Mansion wcosfilm
87 Mutant k .ver sottware
66 Nor th And South Infogrames
26 Power  Drift Acrivision

105 Rush' n Attack Kornai,'
84 Scapeghost Level 9
56 Stormiord Hewson
36 Stunt Car Racer MicroSryle
18 The untouchables Ocean
6 Xenophobe m.e-05tyle
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stertronic for producing the
Full marks to Virgin

most street-cred hardware ad
ever. Its current stonker

advertisement in VIZ for the
Sega Console has two

housewives wittering on. One
says to the other: "My Billy's is
12" long, black and hard, and
great fun to playwith in the

bedroom..." The other replies:
"So's my Johnny's Sega
Console, but he doesn't

scream when I plug it into the
wall socket!! " 0o-er l  Virgin is
hoping to release its game of
thecult mag early next year.

1

ncy clapping your mince pies On
a robotic Santa, a baby elephant.
stilt-walkers and a strongman all

;under one roof? Well read on...
'Cos these weirdos plus loads,

toads more will be just some of
the attractions at a giant new pre-
Christmas event at London's
Alexandra Palace - the Computer

k  Shopper Show '89. There'll be 250
r  stands at "Ely Pelly" from

November 24-26 and a number of
new games launches.

Alexandra Palace, Wood Green, London N22
1eam-50m Friday, November 24th 10am-6pm Saturday. November 25th

10am-4pm Sunday, November 26111

This voucher is worth 50p per person oH
the price of admission to the Computer
Shopper Show 1989. It is, alternatively,
worth E4 off a family ticket

Only ono discount per person is aibwahe
Photocopies are nm raid

MISSION POSSIBLENewcomer
Mission Software (from
Zumrnerzet  in deepest
yokel land) is hoping to

make an impress ion at
the Shopper Show with

the launch of  a futurist ic
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!) STs, Amigas  or
PCs together -  that's what.

Dominion is set in the
year 2100. The mult i-

MIRROR'S THREE-011

Organisers Database Exhibitions
are billing the show as (quote)
"the world's largest pre-Christmas
shopping spree
-
. I t  
d e fi n i t
e l y

sounds like the place to go for
discounted software stocking
fillers. Apparently discounts could
total close on a million sows. guy.

Biggies like Amstrad will be
there (let's face it - it can't afford
not to, after its latest profits) along
with Silica Shop and Ewesham
Micros plus soft-ware companies

like Mindscape
and Tynesoft. Just
to show ZERO's
got your best
interests (and
wallets) at heart
howzabout saving
yourself 50p of the
E4 admission or a
stonking E4 off a
Ele family ticket
with this voucher,

nat ionals have taken over the
world and now they 're
start ing to carve up the
universe. Players can own a

cean's Sof tware
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

space station, cargo shutt le
and batt le cruisers. Available
now on ST and Amiga_ PC
version coming soon.

s Oil
predicted
last
month -
Mirrorsoft
has

bagged the licence
for Back To The
Future II. It's also
obtained the
European licence for
Riders Of  Rohan, a
Spring release based
on those long-haired
horse lovers f rom
Lord Of The Rings.
This one's a bit  of an
internat ional
product, it 's being
designed by an
Australian company
and programmed by
Americans, no sign
of any Icelandic
involvement  though.

GARY'S BRACING HIMSELF
postponed unt il 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.



ENCORE

H  av i ng

conquered the
moon,  as well
as ZERO's first
cover, Tint in

will soon be faced wit h
more perils. French
smoothy Infogrames is
planning to release two
new adventures featuring
the boy with the silly hair and
even sillier plus-fours next
year. The tit les lined up for
conversion are Red

GRAND SUMMERS
Grandslam go into the new

year fi ring f rom the hip with
two major licensing deals for

Sega shoot 'em ups. Af ter
Space Harrier comes._

Space Harrier It
The game is an advance on

the original,  except perhaps in
the tit le department .  For the
uninit iated, 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.
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At the t ime ZERO went  to
press there were more
rumours surrounding the
long-awaited (s light  under-
statement) Ed.) Konix
Mult i-System than
about Kylie still
'seeing' Jase.

However
despite
reports of
buy-outs,
share bids
and even the
ditching of
the whole
product
'konfident'
Konix is still
predicting its
'korking', er,
console will hit  the
shops before
Christmas. The
price will be around
E229. Init ially
supplies will be
limited so if  you
happen to have a
couple of  hundred
sovs in your back
pocket when you spot
one t h e n  snap it up.

The even more long
awaited chair is expected in
the first quarter of next year
for about E250. The
combined package of  the

Rackham's
Treasure
and The Secret Of The
Unicorn.

Those of  you st ill
grappling to clock up
your first 10,000
points in Tint in Sur La
Lune (Er.,. 'On The

Moon'  to you) might
be interested to note

that the record at the
Infogrames HO is a
Whopping 280,000 mi n d
you, that  was by one of
the garcons who
programmed it.

KRISIS WOT KRISIS?
chair and console is
supposed to sell for less than
E500, which probably  means
E499.99.

As for all those
rumours ,  well

Konix PR man
Michael Baxter
says he's heard
the rumours ,

Let's start this
month with a
little bit
oftotally idle
gossip In fact
its not so
much idle
gossip as a
potential scandal
-  so just to cover
ourselves we'd better
start by saying we were told by a bloke
en a pub'.

Here goes 'We were told by a bloke
in a pub' that Martin Moth (PA 'supremo'
at Microprose) was caught in bed with
agony aunt Claire Rayner AND Sue
Pollard lot Hi Oe Hi fame) He was
wearing a latex Superman costume.
Company boss Major Bill (Stealey) was
apparently not amused, and Martin was
told, in no uncertain terms. 'not to do it
again'. We phoned Su Pollard to check
the authenticity of the allegations, but

wasn't in. Su's answerphone
sage simply told us she's playing

" k 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
1990 will be a conversion of Dragon
Breed -  the mega successful coin-op
by the same people who did R-Type

Ifs also releasing another IREM
conversion, Ninia Spirit as well as
Atomic Robokid later this month.

If you thought the Greens were
narked about the way we treat the
environment just wait until you meet
Mentor next year, in Interceptor's new
game Dominion (Er, doesn't that make
two games called Dominion - see
Mission Possible. Ed.) Mentor
destroyed the dinosaurs in order to give
mammals a chance Now he's returned
to Earth and doesn't think were doing
too hot a job either. Before he decides

1. whether to make humans extinct, one
! representative of the species must,

 undergo a rigorous physical, mental and

,
at test and for some reason you've

i t n chosen. Ah well do your best.
About 11 minutes after the game hit

the arcades, Domark announced that it
will be converting Escape From The
Planer Of The Robot Monsters. Jake and
Duke are the men with the square jaws

• and ultra-brit, smiles who'll star in this
• world of comics, sci-fi and rather long

titles.
Cyberball has not got a long title but

is another new game from Domark It's
an American Football simulation with a
difference - the "ball
- c o n s i s t s  
o f  
3 5 0

pounds 01 steel and explosives. The
players are not your usual college
beeicakes either - they're 20 foot tall,
eight foot wide cybernetic robots, If
nothing else, this proves you don't need
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
-although they admit a decision has
been made The clever money is riding
on MicroStatus and MicroStyle but the
books are still open. Other labels are
still active and new contracts are in the
offing but Microprose isn't giving
anything away. Except Microstalus and
Micro Style perhaps?

but (not surpris ingly) hasn't
the faintest idea if  they're true,
adding that the chair
was never supposed
to have come out  at
the same t ime as
the console,
Umm_.. (See 'Konix
Klif fhanger' in
Console
Action),

ZERO 9



TN 0 BOOM
Need to catch up in a hurry? Well
/just one press of your Turbo
Button will leave your
eyes in the back
of your head!

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 CHASE run/ but they can't hide

„5799 t i / 7 1 / 9  E l
A
C 9 9  t a :
9 9

TAITO

Ocean Software Limited • 6 Central Sbeet • Manchester • M2 Sl one: 06

T : E FASTEST,
MOST THRILLING,
3D DRIVING GAME YET!
Take the wheel o f  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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ADVENTURE/Lucasfiim
STUNT CAR RACER
MicroStyle
FAST LANE
Artronic
XENON I I
Imageworks
ALTERED BEAST
Activision
DYNAMITE DUX
Activision
DAILY DOUBLE HORSE
RACING/CDS

O FALCON MISSIO N DISKSSpectrum Holobyte

O O I L  IMPERIUMReline
PIRATES
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GRAVITY
Imageworks
V I f  you wanna play God then you can ge t  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

luncheon vouchers behind, these
ungrateful ET. 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 also a number of remotely
programmed craft, posing something of a
problem to those of us who can't even fly
one craft without crashing into every
static item 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, sr and Amiga early in
1990 provided you've got E24.99.

ZERO
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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.

Now 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

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 fresianl

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 E24.99
and on Amiga and ST for E19.99 from
December. Don't miss our Hard Drivin'
compo on page 41!
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TURBO OUTRUN
US Gold
Y Get  ready to ram your foot down on t h e  gas pedal again 'cos Out run is
back a n d  this  t ime it 's turbo charged!
Outrun Turbo is faster and more power-
packed than the blockbust ing original
which sold an amaz ing 750,000 and is
still selling. Once again you' re at the
wheel of  a devastat ingly  fast Ferrari F40,
but this t ime you're taking part  in a four-
stage race across America.

You'll be bat t ling bumper  t o-bumper
with Porsches, good guys, bad guys,
police cars and, er, girlf riends .  Whether
it's night  or day, s now or ice, city streets
or mountain passes, this  baby's  hot  and
just raring to go on ST, Amiga and PC
later this month.
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roll around a lot " was  one descrip-
tion of  this EPYX convers ion of  Quest
For Ultimate Dexterity. It's actually your
mind's eyeball and it 's faced wit h a lot
of speed tests, precis ion cont rol and
brain-bending (to say nothing of  eye
straining) puzzles over 10 levels. This
one's set for a Chris tmas release on ST.
Amiga and PC but  is best not  played

WOUPACK
PSS
A  St rap on your wooden leg, feed the

parrot  and shout  "Up  Periscope"
and all that -  PSS are about  to release a
naval s imulat ion.  Wolfpack aims to
recreate events in the North At lant ic
during Aut umn 1942, and combines
both strategy and arcade features.

Players get  to fi ght  submarine batt les
or set up and carry Out special miss ions.
It starts all relaxed and tactical as you
control ent ire fleets, then you have a
quick check of  the v iew f rom one ship
and completely  scare yourself  sh..
(Snip. Ed.) The PC version is out  at the
end of  this month,  price E24.99 and
there's talk of  ST and Amiga vers ions
being released next  year.

GOLDRUNNER 3 D
Micradeal

N •  scenario or anythingwith this one, last a
quick quote from the press
release to whet your
appetite... ' the aim was to
create the most realistic
space game over
imagined. A game which
would do for the computer
Industry what Star Wars
did for film—, poised to
take the software industry
by storm.' Modest
Microdeals'epie should be
out very soon on all
formats and the cost of
this possible piece of
computing history will be
remarkably I l k .  £ 2 4 . 9 9 .
The graphics look
startling. Well worth
waiting for.
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with a s tomach full of  pudding unless
you, er... well,  I 'm sure you can
imagine.. .  Price £19.99
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BLADE
WARRIOR
lmageworks
V Bl ade Warrior is a fantasy game that ow e s  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
overcome 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 going 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 some pretty hot-shot graphics in this
one which should be out by December,
price E24.99 on all formats.
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L O U T
Rainbow Arts
1 f you fancy yourself as a bit of a
1 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

are eight glugging levels, 40
different aliens and you can even
buy and sell extra weapons. Slip on
your wet-suit 'cos you'll have to
tread water until close on Christmas
for this one. It'll be available on ST
and Amiga and will cost £19.99.

THE LOST PATROL
Ocean

Y You've seen Platoon, The Deer Hunter and Hamburger Hi11, well
now you can play (or is it, endure?I
the horrors of 'Nam in Ocean's
newie, The Lost Patrol. You're the
leader of seven weary GIs 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 E19.99 and
Amiga for E24.99, later this month.

SEARCH FOR SHAMA
Thalamus
A  I f 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 Shari&
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 ST in the new year.

THEME PARK MYSTERY
lmageworks

V 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? Not 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 E24.99.
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GHOSTBUSTERS II
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it, Activision could have 1 . 1 C
average game and left it at that. The w o u l d  hove
rolled in, but Joe Consumer (I think he • s  us. Ed.)
would have been disappointed. Than t h i s  isn't
the case here. You can tell the programmers have
worked closely with the script 'cos they've produced a

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

usters and
and g a s  you're winched

down a r k  City ,  protect the amazing
walking Statue of Liberty in an arcade shoot 1
e m  u p(we're not kidding!) and finally play all the 'busters
when you pit your wits against the evil Vigo.
Ghosibusters II wil be out with the movie in early
December and you can be slimed on ST for £19.99
and Amiga for £24.99.

great. You con avoid

DI N *
Imageworks

If you surv ived The
Legend of  the Sword t hen

strap on your armour and get
ready to fi ght  again.  It's the
last battle and things  have
already got of f  to a bad start.
The evil wizard Suzar has
escaped. 'Well what  do yot..
expect if  you imprison h im in
a tear71 Meanwhi le  the hero is
imprisoned in an underground
cell (no tear nonsense for h iml
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 i-
mate power.  As if  that wasn't
enough the fl aming weather
keeps changing as well.  The
Final Battle is out  next mont h
on ST, Amiga and PC early
next year, price E24.99_

1

WILD STREETS
Titus
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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
to you like gum to your
shoe. There are great big
sprites, tasty animation
and 30  levels of action-
packed gameplay. Wi ld
Streets should be out in
time for Santa on ST,
Amiga and PC for C24.99.

Roinbird
Eeen the bleeeek meeed-
weeenturrurr,  f ros teee

weeends ma yyyy m0000an. .
remember the Chrissy caroll
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 f ew years
after the Ruskies and Yanks
disposed of  their nuc lear
weapons  on each other's  soil,
and the nuclear winter has set
in, in a big way. Anyway,  in
order to save the rat her cold
uncivilised territories you wi l l
fi nd yourself  hang-gliding,
skiing, riding cable cars and
driv ing ski buggies.  Twenty -
five sovs wil l  secure your
winter wonderland fun, and
it ' ll be cold enough for release
this mont h on all formats.

previews

AQUANAUT
Addictive Games
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drips! Well, not quite,
but it does involve pro-
found amounts of water.
Oceans full, in fact. For in
Aquanaut, 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 su p p li• d  b y t h •
Virg in  C onipsita r Ga nisis Shop,
Virg in  Sa siga stor•,  O xf o rd  St risa t .
TeL 0 1 -  6 3 1  1 2 3 4
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STUNT CAR RACER
The tracks are superbly designed starting with a

fairly straightforward but lumpy oval and progres-
sing to such delights complete with massive (t.it I
mean MASSIVE) jump &  roller coaster track which
has enough hills to turn the stomach of the hardest
drivers." — C &  VG
"Quite simply Stunt Car is the best racing game yet
seen on a home computer — check it out." C  &  VO
"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." — TOM

RIff
The motor bike simulator of the Honda 750 RVP. 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

A
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Um, there was a bit of a
'cock-up' last ish, as you
probably noticed. We thought
we'd explain the scoring
system by bunging each of the
'sub-headings' onto a nifty

yellow strap: "That'll make them stand out," we
thought. But disaster struck: somewhere along the
line, all the blinking letters fell off the yellow bits.
So here's a repeat performance
(with all of the letters in place).
Every month the best games  wil l have a full
three or four pages devoted to them.  These
meaty B I G  REVI EWS will have a basic run
through of the scenario and game genre, fol-
lowed by detailed rev iews of  allt h e  dif ferent
formats the game is  current ly  available on.
Dotted about wil l be boxes containing some

rather i mp o r t a n t
info -  s o read on.
THE VERDI CT box  is pretty st raight-
forward,  wit h marks (out  of  100) awarded for
Graphics, Sound,  Addic t iveness and
Execution. The first three are self-
explanatory,  but  here's  what  Execution

means. If programmers  have used t ried and tested rout ines  ('3-D
scroll' f or instance) whic h look  a t rifl e 'old hat ',  and
aren't really  pushing t he machine o r  t ry ing t o cover
new ground, they won' t  get top marks here. And if they
have done s omet hing dif f erent  and bri l l ,  t hey  wi l l .
Logical, non? There's also a brief  summary  next to the
Final Score - useful for both lazy people and dyslexics
'it'll save t hem a cons iderable amount  of  t ime).  The

0  HASSLE-FACTOR score -  which

is marked out  of  10 - is t ied in wit h
the Execut ion factor. Is there a  lot
of disk accessing? Is it really  necessary? For
instance, a game that loads in a big t it le screen
(however ' fabby ' l between each 'go'  can be
incredibly  annoying,  when all you want  to do is get
stuck back in. As for the WHA T ' S  W H A T  box, this

simply gives you the details  surrounding a game's ,  errn, release.
And what 's the highest  accolade any game can get?
Only the ZERO HERO -  the ult imate award which is
given t o  games  t hat  t he 'ace'  ZERO rev iew t eam
considers part icularly  outs tanding.  To  qualif y  f or a
ZERO Hero the game must get an overall score of at
least 90. And games that don't  get the mul ti -page
treatment will still get coverage on every available
format -  in the form of ZERO SHORTS.  All the games
here will st ill be rev iewed in depth -  jus t  us ing less ink! I A A  Y U is
the space reserved for new formats  of  games that  hav e already been
seen on other machines.  We' ll rev iew the updated format  and inc lude

an issue reference so you can check out  what  we
had to say about  the init ial vers ions when they first
came out. Finally ,  there's  M E  PRI CE I S RI GHT.
These are the budget  rev iews -  shorter and
sweeter to digest  and k inder on the pocket (and the
Scandinavian pine forests). These only  get an
overall score 'cos, erm...  they 're cheap.

OH DEAR.

THE IFFRDICT
G l f = 3 1 1 1 1 1 E .
S
A 1=17!BIEMEMILD

1 1 : 1 E M I D
•  T O  •  b t  t r o

A rooh• ta masle • p• t•  mdi a
boillimel .1y...unman In kn . 84

CRITICS' CORNER
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•xactly  wh ( o r  she, In
ought t h e  rum old 's por t'

old.—
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olf? What's that got to
Erm, golf golf golf
n't know - you've
rd. Lim, well, the

all, aren't they? I
mean, considering the distance they
have to travel you'd have thought
football size would be more
appropriate (they'd have to make the
clubs and holes bigger as well though).
Sorry, that's all I know-about it.

do w
golf g
caught me
balls are a

Golf? Hmmm.
Well, TV golfers all look a bit scruffy to
my way of thinking, so maybe a
uniform of some description might be
in order - h a t s !  That's it, golfers
all ought to wear a hat - the same type
of hat, but each one in a different colour
so you can tell who's who 'at a glance'
(even from n c e  d  the best
player of t n  h a v e  a
special 'sit

Now you're talking. u r
,sport, golf. Walking a a n
with a sawn-off shotgun
little white balls and blow. * t e m
• y fragments: then locating any 'hol

bunging them up with concrete and •
en glass. That's my idea of a really

lent day out in the country. (Um,
he's a trifle confused about the

rules actually. Ed.1
Ian Woosnam's a

little fellow, isn't he? He just sort of
around the course getting birdie

r 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 his
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

' •  nals' - it's called 'hit and
e the ball on the tee, pick up

one-iron and thwack! Then I
or three hours on my hands

an s c r a b b l i n g  around in the
woods trying to find the bloody things
again. It's great fun! Especially when
the n d t . u b  end up in the

a u s h .

other person
'hit and seek'

aspect of amateur golf (as you might
I from someone who writes the
adventure pagesl. Actually, while

arching for my ball the other day I
hanced upon a small goblin nestling in

a rabbit hole. "Do you have any rice, oh
rded one?" he asked me, holding

roe shiny silver groats... (Oh no,
off again. Ed.)

Golf? Oh gm).  I
thought you were going to make all
sorts of jokes about me being short, like
they always do in Your Sinclair.
Actually, I think golf is quite hard for

no of my size - nobody makes
,ubs the right length. I always have
d the metal shaft, and end up
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can't have been a
brilliant place to
live according to
the The Untouch-
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 millions 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

It

7711, ,,- •

review

UNTOUCH

Level one is an adaptat ion Of the
warehouse raid whic h occurs fairly  early
on in the fi lm.  Ness hasn't  even
recruited his 'Untouchables '  so he's on
his own for this one. It's quite a st raight
forward plat f orm and ladders -type
game, in whic h Ness mus t  fi nd and
shoot 10 ledger-carry ing had guys, arid
collect the ledgers they drop, These
ledgers contain v ital inf ormat ion
pertaining to Al Capone's  jolly  lit t le tax
wheezes, But  there's no t ime for Ness to
mess around reading them 'cos he's
work ing against  a clock which can make
the minutes  bullet  by.

An ar row indicates where the ledger
carrier is and this helps mat ters s light ly.
Pranging h im is a dif ferent  bot t le of
illic it  gin altogether though,  'cos he

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  wit h
him, Collec t ing v iolin cases dropped by
wasted baddies though,  helps  Ness
upgrade his  weapons  and prov ides  him
with enough energy  and ammuni t ion to
complete the level.

A BRIDGE TOO FAR.-
Level Two  fi nds Ness in the process of
intercept ing a cross border s muggling
attempt, and being engaged in a gun
batt le wit h yet more of  Capone's  mob.
To the unt rained eye this level might
look like an Oppo Wol f  rip-off, but  crikey

Can Ness grab the l edger  before he bi tes the bul let?
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'Cos here your guns ight  is v iewed
Through a pair of  binoculars  at the
bottom of  the screen and the main aim
of this section is not  to puncture
Capone's cronies but  to shoot  50 bot t les
of booze within the t ime limit .  Of
course, Capone's  lot  get in the way, and
in their own incons iderate style, keep
shooting and chucking bot t les at you.
Luckily for you, every  so of ten a fi rst aid
box pops up which wi l l  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,  fi re t wo shots, and
then duck back behind for cover to
reload his gun. If one sprite gets hit
several t imes, it 's best to change
character, al lowing the fi rst to rebuild
his energy supplies. In each alley a
number of enemies mus t  be wiped
within a set t ime to progress onto the
next alley near the train stat ion where
Capone's accountant is about  to escape.
In the fi nal eighth alley, Capone himself
must be taken on and beaten to
progress to the next level.

BOUNCI NG BABIES
Yus indeed, and they don' t  come
any bouncier than this one. Le t  me
explain. This  level is based on the
railway station scene where Ness and

The br i dge from level  two on the Amiga,  br ought to you in glorious
clnemozeroscope. Then ther e's the ST which is not hal f as wide or
glor ious as the Amiga.
Stone have to take out  billions  of
baddies whils t  prevent ing a baby in its
pram bounc ing down the stairs to its
death or get t ing shot  on the way.
Baddies mus t  be shot  of  course, but
innocent  bystanders mus t  be avoided,
as k illing t hem will drain your energy.
It's a v iew f rom above jobbie and no
doubt  some of  you might  be mut tering
Commando under your breath at the
sight of  this section. Well,  yes, but  yer
int repid Rambo type never had to do
the baby  sit t ing at the same t ime,  did
he? If you push the pram too hard or the
baby gets shot, then a brill iant ly  gross
sequence follows  when the baby,
splattered wit h blood,  comes bounc ing
Out of  the pram and skids straight
across the fl oor.  Bleuchl

'THE BRAI N ARRI VI NG O N
PLATFORM FIVE. . . '
This is what  you might  call a pico level.
It's a s t raight forward shot blaster -
again taken f rom the fi lm's  t rain stat ion
sequence. Seen f rom a fi rst person
perspective, Stone has just one shot  to
'apprehend'  lie kill) a baddie who's
taken Capone's  accountant  (you know,

review

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 H E

with lead than ask you nicely to hand over the d o sh . 1Sean Kelly promises to fill in his registration form
just as soon as he's finished playing Ocean's brill new
game The Untouchables.

the One who's  been try ing to make his
escape v ia the train station for the last
t wo 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  may hem -  very
s imilar to Level Three.  This  t ime Frank
Nitti, Capone's  main henchman,  is
pursued across the roof tops  by Ness.
Each t ime Ness hits Nit t i,  he gets a lit t le
closer to him,  and Nit t i is  forced closer
to the edge of  the building.  Shoot  Nit t i
six t imes and he plunges  over the edge,
to end up, as Ness puts it  in the fi lm ' in
the car. ' Ho ho ha._ very  droll.

The Untouchables
Ocean

£24.95

ST/Amiga
December
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HASSLE
FACTOR: 0
Usual loading
between levels, but no
pause for breath is
unwelcome in this
frenetic game.

ZERO

Sean:  Am I dreaming? I
must be dreaming,  it 's
just not  possible. Surely
no one could squeeze
that much as tounding
playability  and coding
into a modes t  wee
Amiga.  Ha n g  about,  r i l
pinch myself  to check.

YARROW By gonad -  I 'm not  dreaming!
Now readers, sorry  for all the drool-

ing, but  it 's not  of ten that  you come
across what  is probably  going to be re-
membered as the best, mos t  original
shoot 'em up ever on the Amiga.  I can
think of  no other way  of  put t ing it  -  The
Untouchables is absolutely  stunning_
Right  now,  calm down and when you're
sit t ing comfortably  g o  through all the
various aspects rat ionally  to give you
an idea why  The Untouchables is
s00000 good.  Right...

Firstly, and most  important ly  of  all,
there's the gameplay .  Programmers
Special FX have taken some fairly old
ideas for the various  sections, t hrown in
some completely  original ideas of their
own,  and in every  case come up with
thoroughly  absorbing gameplay .  Take

the bridge section for
example.  Alt hough it
looks like Operat ion
Wolf, rather than
shoot ing every thing in
sight cont inually ,  the
player spends more
t ime rolling Ness
around and avoiding
being hit,  whils t  fi ring
away in stacatto bursts

to hit  the bott les and first aid kits. The
third sect ion -  the alleyway  -  is
defi nitely my  personal favourite.  Again,
a k ind of  Prohibit ion derivat ive as you
guide the sights over the enemy  before
blast ing t hem away, but  also enhanced
to improv e it.

This t ime the enhancement  is in the
fact that you're work ing against  the
clock wit h just  t wo bullets to fi re before
being forced to duck behind the wall
(for reloading).  This  gives the game a
real sense of  urgency and moment um
which really  had me gripped,  and the
lit t le sequence s howing the detail as
Ness reloads each t ime,  perfect ly
completes this  excellent section.

And trier] there's  the graphics.  You

wil l  see f rom the accompany ing
screenshots just how excellent these
are. Special FX have been work ing
since the beginning of  this year on The
Untouchables and it  certainly  shows.
Every sect ion is fi nely detailed (just
check out  the detail of  Ness and the
pram f rom level four) and although it
sounds pseud -  I can only  describe the
backgrounds and sprites as 'elegant  and
exquisite i t . ordy !  Ed.)

Then, of  course, you have to take
into account the variety. Each of  the
sections stands up as a lit t le game in its
own right  (with the except ion of  the
pico level) the fi rst being an excellent
plat formy ladders game,  the third an
outs tanding Prohibit ion variat ion,  and
so on. The game also brilliant ly  comple-
ments the mov ie though that 's really
neither here nor there, but  the fact is
that the mood and atmosphere of  the
fi lm are captured here as perfect ly as
any computer adaptat ion of  a mov ie is
ever likely  to do.

It's diffi cult  to explain why  ex , , : i•
y
•

The Untouchables  improv es  on so
many old game formulas  in such
dramat ic  style. Certainly  screenshots
don't  do the playability  justice. But
without  doubt .  The Untouchables  is the
best game Ocean has ever produced,
and the best game Special EX have ever
programmed.
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Excellent. It one game every
six months were this good.
then we should consider
ourselves lucky. lucky, lucky
.
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WHO'S HO
IN THE
UNTOUCHABLES

HISS. The  greatest
American policeman
WI them all -  he
niched Al Capone,
captured King Kong
and •sposed the
Watergate and Iran
Contra scandals,
hetet*  dying el
scuts leprosy in
tuompirola three
months ego.

MALONE. The
greatest Irish.
American uniformed
polic•man ever.
Apparently he lived
on a diet of cedillas
and Tice, unti l  his
prolonged death
which you'l l  can sme
hi ful l ,  gory detai l
at the end of the
movie.

Three Rim)
Interesting
Untouchables Forts
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I tal ian Recipe temente
ketchup were v i ed in

the famous gory Mal one/ Sean
Connery death scene.

Apparently the e n- 0 0 7  spent
weeks cul tivating an
authentic accent for  his par t

as Mal one,  the streetwise Irish cop
— in the end i t sounded lust l i ke his
James Bond and Indy Jones Snr l ie
bread Scots).

(2

Al Capone was caught and
eventual ly went to Devi l 's
Island whor e he spent the

rest of  his days wi th his mates Steve
McQueen and Dustin Hoffman,  unti l
they,  or ,  escaped.
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All the gossip on all
he major characters,
ith er... some
lements' of truth.

WALLIS, The  ono no
ono can remember.
He was the greatest
Pox rellester ever
share Saint Peter.
Into reading tux
hooks Ise a big way,
I .  died a
millionaire and
bequelited his * Mi r o
library to tho
President.

STOW.. Ti . .  greatest
American.lfullaa
policeman ever- I le
set out on u quest le
find Malone,  hut no
ono told Mn, the old
bugger had boon
dead for  years. N .
was later found in
Ph. Congo overs•as*
by Condirti
Ouch!

• l 'ho• i t s •
I'm not saying Noss is par anoi d,  het
keeping an eye on the status does
seam a bi t over  cautious.

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

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

review

are filled with reloading
your gun Or hunting for
enemies lurking above,
below or to the side of
you, dependi ng whi ch
level you are playing.

The graphics are out
standing in every respect
-  apart from the fact that
the Ne s s  spr i te di dn't
look enough l i ke gor -
geous Ke v i n Costner
who played the treas-

ury man i n the movi e and w ho could
check my taxable assets any day) in my
humble opinion.  But  overall  they were
amazingly deta i l ed a n d  thoughtful l y
coloured a nd  t he  spr i tes w e r e  real ly
smoothly animated. One thing which I 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 I
soon found myself dribbling uncontrolla-
bly and giggl ing with glee as each hood
got a terminal puncture.

Ocean and Special FX have really

Hess tr i es  the  ol d l u m p  ov e r  the  bul l e t  t r i ck ' i n  the  w a r e hous e  s e que nc e .

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 been
adapted to make up six levels to play
through, but they all have enough new
ideas and elements thrown in to destroy
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 fol lowed by quiet,
tense lulls in the battling. But there's no
time for finger-drumming 'cos the lulls

done a fantastic job and I reckon it'll be
quite a while before we see a shoot 'em
up and fi lm tie- in as good as this one.
Better than a concrete overcoat !

HASSLE
FACTOR: 0
A big zilch. N o
unnecessary disk
juggling, and what
juggling there is
more than worth it.
A highly polished
game in all respects.

11 I  IE i R D I C T

•  2 0  •  4 0  •  6 0

Without a doubt the most fun
youII have on your ST lor many
a year Storm your local
software emporium now!

EXECUTION 95
•  8 0  •  1 0 0
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INTO A SEGA

H I G H  T E C H  W O R L D

T H E  B A S E B A L L DUES
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A demon
Amstrad M I N
VCR 6 0 0 0
video
recorder an
two movies to
watch on i t
(Jabberwocky
and Time
Bandits)

A ball of
Michael Palin's
belly button
fluff!

EZA

PLUS

PLUS

CODP :C
CAP :RS

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 i ts  really something
rather modern. Something you couldn't use bock 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!
WHAT ELSE CAN WE WIN?

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
Onsiaught (so remember to state the type of computer you
have on the coupon).

WHAT ABOUT THE BELLY s urroN 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?

M E I  I W I   E l
RULES

'Any employees of Dennis Oneshots or Howson caught entering this
compo will be boiled alive in a cauldron of festering cod.
.1\lo entries will be accepted after December 31st.
'The Editor's decision is final.

0
Name

Address

'Zip Code'

tick the relevant box:

E l  own an Amiga E l  own a PC E l  own an ST
DI  own a hedgehog called Maurice

MO  I m  m oon ofi
,

WHAT DO I DO?
There are six codpiece questions - all you
have to do is put a 'yes' or a 'no' answer
next to the relevant number on the
coupon. Simple, eh?
THE QUESTIONS

L
•
o
o

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 'r acked your  brains',
just fil l  in the answer s on the  coupon
(or a photocopy)  and send i n the
result to Codpi ece Caper s Campo,
ZERO, 14  Rathbone Place,  London
W1 P i DE .
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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 M1 Al Battle Tanks... getting killed about three
hundred times for his troubles.
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Here's the map screen. You're going to be using this quite a lot, as this is a
strategy game as much as an arcade game. I t shows you the positions of the
enemy strongholds, hills and all kinds of 'stuff'. Tres useful. Crucial, actually.
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W orld War Three has
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).

TITLE

PUBLISHER

PRICE

FORMAT

RELEASED

ZERO

MI  Tank Platoon

Microprose
E39.95

PC

Out now

PLATOON

Duna, Tanks!!!
They're like cars
really, aren't they?
They're just a bit
bigger. And they're
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.

a

THE TANK CREW
ach 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
(who'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, t h
i n g s  
e v e n t u a
l l y  
s t a r
t  
t o

become second nature.

THE PRACTICE AREA
The practice area is based on the
Narfenauer Gunnery Range in Germany
(where 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.
Not so in Tank Platoon. Being stuck
down on the ground is 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
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Ho hum. I'm meant to plough
through the manual to find out
what vehicle this is but I can't be
bothered, so I 'l l  guess instead.
Erm, I rs  a Ford Granada. Hope?
Erm Vauxhall Cavalier? letc. etc.)

wonderful 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. O r
in Duncan's case uselessly. Ed.)

GOING TO WAR
Ahem: this is where things start to get
rather tricky - the training run is over.
Having defined various parameters,
(strength and aptitude of the enemy,
battle 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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c a n't  be

A There I am, all alone in Ow coumryside. I
mid I'd most Algy, Bert and the lads here, but
they hamml shown up yet lithe scoundrels).
Oh d.ur I  suppose I'm just going to hove to
hang arowid waiting for them again.

A Yipadee doe dab! That one's minis, j u s t
have a quick word with Albert the gunner. 0y,
wake up Bort it's your turn to do something -
here's my brilliant plan. (Whisper whisper
whisper whisper). Hoe hoe hoe.

A Well done old man. See? It wasn't hard
al, was it. Any-way, it's my turn now -
•s*, ths gun controls. Whoddya mean, "n
rs MY TURN. Hand over the controls now. This
netrotr. I'm not joking, you know—.
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it up if I don't know which button to
•ss? You gunners all think you re so bloody
.er don't you?

A  Go on
in charge
then you
sharpish
shoot yet

hip hooray, There are my faiedul churns,
on chaps, let's trundle around and

in some jolly antics (and a bit of serious
War 111.type cornage too). toss one to

Something up is a silly sausage!

Go on. Do it. Look. I'm
you to do something

ruddy well
any guns to

IT"

rink you very much II don't think). Ri ght:
I tgoing to destroy that house now - um.
h button do I press to make a bomb come

Out of that long tube thingy on the front? Tell
me. Whaddya mean, "it's a secret"? TELL NMI

A  Well well well, look over there. It s the
enemy in the distance, and if you don t shoot
them quickly enough theylt shoot us, That
moans I'm going to get to see which button you
use anyway. tila ha hal

A  No, no. no, no not No you twi l l  took. I
absolutely forbid it! d o n ' t  care - your .  lust
going to hove to go in your trousers or
something, aren•t you. Cripes. Who's that over
there? Oh, it's Peter. Hello churn.
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review

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 control,
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 hul l -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? Aha! Um -  I
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'
m I 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. I certainly was.
Now, where's the bloody manual  gone? I
need to read pages 56 to 198 again.

THE VERDICT

A

•  2 0 •
As expected horn Microprose•
this is a real in depth* sim Ifs
corking good Tun' to play but
the necessity to read the 200
trillion page manual might put
some of you oh.

40 •  6 0  •  BO •  100
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ife is a lit t le like play ing Power
Drift. You have your ups and

Li! downs ,  your lefts and rights,  and
somet imes you darn well don' t  know
which way  to turn. Then, to top it all,
there are those shocking moment s
when you hit  a bump so hard you go
fl ying up into the air and wish you'd put
on your pair of  brown t rousers after all.

As you probably  k now tunless you're
as thick as Heinz Count ry  Vegetable
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Hold on to your  stomach. . ,  i t's take-oft  time agai n.

HASSLE
FACTOR: 0
Each track loads
in so ultra fast,
that there's
hardly any
faffing about.

26

Soup), Power Dot i  t h e  arcade game
involved rac ing a buggy  around 26
incredibly  bendy  tracks, whos e height
above sea level changed f rom second to
second, and er... that was it. Apart  f rom
the mass ively  undulat ing track, impres -
sively fast graphics and mean-look ing
cabinet, Power Drif t  -  the Act iv is ion
game - is pret ty  much the same, So,
take away  the cabinet  and what  are you

left wit h?
Well,  a pret ty

darn root in'
toot in' good
racer t h a t ' s
what.  Program-
mer Z.ZKJ,
author of the
brilliant  Super
Hang On on 16-
bits has done an
amazing job

capturing the graphics.  speed and spirit
of the arcade version. The fi rst thing
that strikes you is the sheer speed and
smoothness of  the billions  of  trackside
objects scrolling t owards  you. Occasion

ZERO

POWERDR
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 t he direct ion you have to head for
next, which makes the game a lit t le
f rust rat ing at times_

All the original's  dif ferent  track
surfaces seem to be there and the
vary ing effects they have on your
vehic le at dif ferent  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.

Tne range of  t
-
h i G K g r o u
n d  
s c e n
e r y

also massive,  f rom big cit ies at night -
t ime to snowy  Christmassy-style scenes
-  just right  for this t ime of  year. The im-
pression of  racing up and down the
hills has also translated ex t remely  well,
and when cornering on gravel,  you
really do get the feeling that  the car is
slip s lidin' away  round the bend.

Control is by joystick. keyboard or
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AAARGH!!!! Wher e's  the rood
gone!!???! I  knew I should have hi t
that bump slower.

mouse and like Super Hang On, I f ound
the mous e to be the mos t  responsive
method of  control,  although it  did take
some get t ing used to. Soundwise,
there's an effect ive digit ised "Firs t  lap-.
second lap.. ." etc each t ime you cross
the line for a new lap and some fab
skiddy and crashing sounds  throughout .
Alas, they 've also kept that really
annoy ing dit ty  which plays  interminably .
Hopefully ,  a but ton to turn this off  exists

FT 1

Pick a dr iver ,  any dr iver .  Free set of
racing circuits wi th every dr iver
chosen.
somewhere,  but  I didn' t  fi nd it,

Luckily though,  a lot  of  at tent ion has
been played to the lit t le details.  For
example,  if  you crash just before a steep
bank, you fi nd it  diffi cult  to get any
speed up at fi rst as you are at tempt ing
to restart  on the bank. Similarit y  if  you
are going under a bridge and any  of  the
other buggies happen to be passing
over it at the t ime,  you see t hem z ipping
across the screen. Alt hough this  doesn't
add to the gameplay ,  these sorts of lit t le
details can add a great  deal to the
appeal and staying power of  a game.
Possibly a good job in this case, as I
found it  fairly  easy to get  through the
first tracks, and suspect that it  won' t  take
most  gamesplayers  that long to fi nish
the game.  1You modes t  dog you. EdJ

With the above t iny reservat ion taken
into account, Power Drif t  is still an
excellent convers ion.  The graphics  and
spirit  of  the original have been captured
well f or the Amiga release, so you
should defi nitely  jump in your buggy
and head for the local sof tware shop as
fast as your lit t le wheels  wil l  carry you
It's a stonker of  a game,
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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.
•  TREASURE ISLAND DIZZY

"DIZZY arrives on 16 Bit. Incredible
playability, graphics and music -  extra
rooms. New puzzles and characters -

Brilliant!!"

•  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!

III 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."

OF

=_ M a  I

This seal Officially
Guarantees that
CodeMasters has

approved the quality
of this product

ATARI ST
AMIGA
IBM PC

II_,THE-ACTION-STV E-
CodeMasters. PO Box 6. Southern

Warwickshire CV33 OSH



HERE WE GO!

SHIN OBI
DOUBLE DRAGON II
GEMINI WING

Virgin Games have decided to becomo a Santa and hand out E30,000 worth
of fabulous goodies.  All you have to do to gain f rom Sd ma's generos ity  is
to buy any three of  these games:

CONTINENTAL CIRCUS
SILKWORM
NINJA WARRIORS

Simply  collect three tokens y ou ' l l  fi nd one in each game a n d  send them
to Virgin Games.  The p r i z e
,
d r a w  w i l l  
t a k e  
p l a c e  
o n  
2 9 t h  
J a n u a
r y  
1 9 9
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Don't  miss out on an extra special stocking this Chris tmas when Santa i HE N
be awarding the lucky winners  with:

5 FIRST PRIZES OF

of sof tware of your choice
10 SECOND PRIZES OF
E500 wol t h of  sof tware of your choice
20 THIRD PRIZES OF
E250 worth of  sof tware of your choice

1000 RUNNER UP PRIZES TOO!
Any one of  the six Virgin Games arcade classics ment ioned earlier.

MAKE SURE SANT A
VISITS YOU
TWICE THIS YEAR!
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HINOBI
ou're masasni, a t ough ninja
arrior on a mission to clear the

ii f rom rebel mart ia l  art s
netics. Explore the scrolling
rban landscape and beat the

i Out of  your opponents ,
watch out for the

d-of-level guardians.

2--,:nraTt

,

repairs,

CONTINENTAL
CIRCUS
Compote i n  f o rmu la
one rac es  i n  Braz il,
Amer ic a ,  F r a n c e ,
Monaco,  G e r ma n y ,

GEMINI WING
The aliens  have had enough.  They ' re not
going to take their brethren being blasted
on c omput er screen any more So  they've
come down in t heir hordes  to blast
the pit iful race of carbon based
life forms called humans_ Can
you s t op t hem? Somebody
has to do it.
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COMING
SOON!. w

on Santa w

s C500 wo

earlier.
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DOUBLE
DRAGON II

rocious two-player s imultaneous
aitial arts mayhem. Evil fiends have
p:ured your girlf riend - it 's up to you
d your brother to rescue her. Don' t  fail.
rough the town, countryside, mountains
dfinally into the lair. Use whatever weapons
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Spain and Japan, Race hard, but
watch o u t  f o r  o t h e r  c ars .

Colliding can be fatal. And do
visit  t he pit s  f or  f uel  and

NINJA
WARRIORS
Can y o u  s u rv i v e
brut a l  e n e m y
ons laught ? F i g h t
wit h hand,  foot and
dagger t o  r i d  t h e
street o f  t he s c um
that dare infest your home town A
classic arcade conversion.

ALL AVAILABLE ON

AMI G A

ATARI  ST

C64  DISK

C64  CAS S

S P E CTRUM CAS S

S P E CTRUM +3  DISK

AMS T RAD CAS S

AMS TRAD DISK

we're still
to press the Nuke but ton so the bat t le has

switched t o  c opt ers  and plane.  Non-s t op
shoot -'em-up arcade action.

E19 .99

E19 .99

E14 .99

E9.99

E9.99

E14 .99
E9.99

E14.99

SILKWORM
I fs  no t  t rue!  Even
af ter m o n t h s  o f
negot iat ion with the
Ruskies and despite
a mat s  exodus out
of  A f g h a n i s t a n ,

under t hreat  There's  no one left

awe Sj
,

VIRGIN GAMES
2-4 VERNON YARD

119 PORTOBELLO ROAD
LONDON Wi t  2DX
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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.

COM M AND M ODULE: Be tte r tha n its 6 ne l-ba g styling  sugge st,
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ST C
SURESHOT
DESIGNER
JOYSTICK

•  E9.95/Sonmax
Here's one I built  earlier...
Most joysticks end up as

a pile of  bits but  this one starts that way.
There's always something sat isfy ing
about a good screw, I thought  as I fixed
the top of  the casing to its base. Even
though it 's easy-peasy to s lip wires  Onto
micro-switches you're lef t  with a certain
sense of achievement.  This  isn't  just any
joystick -  it 's your joystick, lov ingly
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 s ingle fi re
button and that the stick shaft  seems
fairly heavy duty. The grip is a lit t le
small for large paws  but  the but ton is
sensibly placed for right  or lef t  handers.
As to the general appearance though.. .
blechht It looks more like a nasty ice-
lolly than a hi-tech alien zapper!

NAVIGATOR
E14.99/Konix
In keeping wit h its
innovat ive approach to
hand jobs, Konix  comes up
with a a Star Trek v iew of

25th century design (ie s light ly  sixt ies
looking). Still,  it  makes sense. The
contoured handle sits snugly  in either
hand, leaving your forefi nger free to tap
away on the f ront -mounted fi re but ton.
Above decks it 's rather less well
thought Out. How to put  this politely...
erm, the shaft is t iny. St ill,  they do say
it's not the size but  what  you do wit h it

Construction is as solid as you'd
expect f rom Konix,  wit h a proper mic ro-
switch for the fi re but ton.  There's  also
an auto•fire feature. Despite its s inuous
curves it looks decidedly  butch, and
kindly Konix has inc luded a second
connector so that if  you have a
Spectrum +2 or i 3  and are feeling
masochistic, you can st ill use the stick_

WIZMASTER
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This is the sort of  thing
that console players are

supposed to love. A strange lit t le box
containing two fi re but tons and a cont rol
pad. If you've never t ried us ing one I 'd
seriously suggest you do so before
buying. Some people can never get to
grips with the t iniest touch sending their
spaceshift shoot ing of f  to the left.

Thoughtfully,  QuickShot  has
included a couple of  screw-in handles.
There's a tiny, half  inch knob resembling
a pawn f rom a chess set and a s light ly

longer (2") ribbed handle.  The lat ter is
surpris ingly  comfortable,  but  only  if  you
use your left hand for s teering (Or don' t
mind work ing wit h crossed hands).The
WizMaster can be used as a table top
model or in your palm.  Const ruct ion
seems solid enough but  the cable's on
the short  side. The response of  both the
control pad and fi re but tons is dist inct ly
spongy r a t h e r  like an old Speccy's
rubber keyboard.  There's  an autofi re
switch and the second but ton is marked
turbo for superfast fi repower.  St rangest
of all is the 'mult i-sys tem adapter with
mode switch'.  Sounds  impressive,  but
it's just a small switched unit  which lets
you choose between Atari,  Commodore
and Sega or Amst rad and MSX.  Quite
why  it 's detachable escapes me!

MACH 1
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Like Konix,  Cheetah has been
mak ing joysticks almos t  as
long as there have been.
home computers.  The Mach I
is a standard,  table-top

device wit h fi re but tons at every
possible point .  There are a couple more
buttons on the base unit  - if  you want  to
use your toes, nose or any other
extremity,  you' ll be able to blast  away
wit h this one. And to add to the ferocity
of your fi repower,  there's  an autofi re
switch. The fi re but tons have a clat tery
mic ro switch feel but  the auto-fi re
selector is a dodgy  look ing s lide switch.
The t rigger grip is a good size and
nicely contoured for average sized
hands. Response is on the fl uid side
with a fairly  long travel and a s low
return to the centre. The base is small
enough to be hand held but  the cable is
dec idedly  short  at less than four feet,

COMPETITION
PRO EXTRA - -
e t 6.49/Dynamics
If you're a sophist icated
games player you' ll
want  to slip into this

sexy lit t le see-through number before
you set t le down for an evening of
thoroughly  adult  alien blast ing on a
bearskin rug in f ront  of  a blazing log
fire. Sensuous ly  caress its twin,
mic roswitch fi re but tons and... ( Take a
cold shower,  Mins on!  Ed)

The Extra in the Compet it ion Pro's
monicker is more than just  the
transparent  plast ic body. It also features
a three-way  switch on the f ront  for
normal,  auto-fi re and mos t  int riguingly .
s low mot ion.  This  allows  you to reduce
the speed of  your character wit h the
joystick, whic h may  have its uses in
plat form games  for those t ight

manouevres  but  sounds posit ively
kamikaze in a shoot  'em up.

The stick's response is a t rifl e st if f
and instead of  the standard issue
suction cups it  has flat, rubbery  base
pads. These stop it  s liding but  don't
keep it  f rom bounc ing all over the place
during a really  frant ic bout  of  stick
wiggling.  It's also rather bulky to be
hand-held for any length of  t ime.

e SPEEDKING

C10.99/Konix
I k now a lot  of  people
who love this totally
unique hand-held.  You
grip it in your left paw,

curling your forefi nger round the base
to tap away  at a serious ly  light-touch,
mic ro-switch fi re but ton,  That  leaves
your mit t  free to manipulate the stubby
lit t le shaft. Despite its small size (just 2"1
this has a surpris ingly  long travel and
the clicks of  the switches are
reassuringly  posit ive.

Like I say, there are SpeedKing fans
who wouldn' t  use any thing else. But...
(didn't  you just  k now there was  a 'but ') I
just can't  get to grips  lho,  ho, ho) with
the thing.  It's fi ne for the first few
minutes  but  then a dull ache develops
in my  wrist .  Five more minutes  and the
cramps set in. Pretty soon the aliens are
invading because I 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
t i  7.95/
Sures hot
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 ult imate
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 iquote)
'attractive label s imulat ing c omput er
keyboard' (Do these people serious ly
believe this barf -bag s ilver sticker is
anything other than an of fence against
aesthetics?I. The large, oblong,  mic ro-
switch fi re but tons al low you to get  the
sort of  rapid fi re rhy t hm only  usually
obtained by  induc ing a severe case of
the shakes in your wrist .  And the
oversize base prov ides  a handy  rest.

The stick itself  is fairly  stubby
though not  objec t ionably  so, wit h a
posit ive grip and short  travel. There's
also an auto-fi re switch hidden away  on
the front .  Const ruc t ion sounds fairly
ratt ly -  but  then again,  it  would wit h all
that echoing space inside.

ZERO 31
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4  CHALLENGER

E4.991Cheatoh
Cheap and cheerful or
bargain basement  bullshit?
This is certainly a challenger
for the smallest  table-top

model,  wit h its 3.25" by  3" base and 3.5
-pistol grip.  Cheetah st ill manages  to
cram in t wo fi re buttons,  on the top of
the handle and to the lef t  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 ion cups.

The saving in produc t ion costs isn't
merely  in plast ic though.  The absence
of mic ro-switches  helps keep the price
down.  It also means the Challenger has
a far less posit ive feel t o it. The fi re
but tons are part icularly  'flat ' and the
stick seems to glide rather than click. I
dissected the spec imen to discover the
'works '  consists of  a circuit  board wit h a
c lover shaped piece of  metal above it,
which makes contact as the stick is
moved. This  is hardly  the most  reliable
form of  switching:  however,  it  does
have an advantage in that  repairs  are
possible if  the contacts become dodgy.

THE CRUISER
C9.99/Powerploy
There is, in the world of
market ing,  s omet hing
called the USP - the

unique selling point .  The Cruiser has a
USP: namely ,  a "3-way power control for
extra sens it iv it y
-
.  T o  
c h a n g
e  
t h e

response you hold the stick ups ide
down,  tug on the handle and swivel its
collar to one of  three sett ings - a classic
case of  requiring a third hand. While it
does loosen the touch it 's still fairly  stif f
at the lightest  sett ing. Apart  f rom this
The Cruiser's  a fairly  standard, table-top
stick, which could be band-held.  Twin
fire but tons  make it  well-suited for either
hand; they 're mic ro switches with a nice,
posit ive feel_ It's also available in a v ile
yuppie pastel coloured version.  Bloch!
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1 1 0  E12.95/Replay

I like the guarantee slip
' that  comes  wit h this
one. I f  it doesn't  work  it
suggests you 'Check your

MicroBlaster is connected to your
computer. '  Technical stuff, eh?

It's a surpris ingly  heavy stick for its
compact  size, with the usual t win fi re
but tons on the base and a raised handle
with a short,  rather stiff action. The fi re
buttons are mic ro-switched but  have a
loose feel and are small,  so you' ll have
to be accurate; st ill,  there's  an auto-fi re
switch hidden snugly  beneath the case .

The shape of  the base makes it  less
than suitable for hand-held use and
because it  sk imps on suct ion pads it  has
a tendency to jump off  the table during
frantic manouevres.  The box c laims that
the cable is an extra long 1_4m. Being a
Doubt ing Thomas  who doesn't  hold
wit h all this  metrifi cat ion I whipped out
my t rusty  twelve inches and measured
it at under four feet. That 's 1.2m, even
inc luding the O p lug. 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

ACTION FIGHTER (Firebird)
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 Me re I lla ste r's slack response
was well suited to the game and its auto-fire
came in useful but the slightly loose feel to
the fire buttons was disconcerting. The
Consp•tiNen Pre Extra's auto•fire didn't
work here but its slow-down feature did -
making the game impossible to play! In
normal fire mode it performed okay with
nice steering but nippy acceleration. By way
of contrast, Cheetah's Mo t h  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 cheaple, the
Ch a llo a re r,  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
Command M•chale 's huge buttons didn't seem to help that much so I switched
to auto-fire, which did. The adjustable Crele • r'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 WIWItaster;  with the short shaft fitted it was possible to get
some extremely fast reactions. The auto-fire worked as well. As I expected, the
Konix SpeomiNting left me with an aching wrist but before pain stopped play its
stick gave a nice fast steering response. The Na vig a to r's  handle solved the
holding problem but it was hard getting a fast rate of fire with the front-mounted
button tauto-fire worked fine). A bigger problem was the stubby handle; I need
something proper to grasp. That only left my hand-crafted thereshat Dersigmer
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 I had my preferences sorted out and
topping the table were the O W MP  and Wi z Maste r,  with honourable mentions
for the Co mma n d  Mo d u le  and Na vig a to r.  Time to load the next game...

THE SHOOT gEM UP

10"N

THE BEAT IEM UP
STREET FIGHTER
(US Gold)
Nothing 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 De sig n e r 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 ComaeM e e
Pro  extva 's stick made it
difficult to flow through all the

diagonals required for a nice fluid fight. Once again the Cha llenge r 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 Mk ro B la s t e r also allowed an
acrobatic display despite its short travel. The Na vig a to r's  reaction time was too
slow to take me far round the world, and while the Sp e e d kin g  performed better
it left my hand feeling like a troop of Ninja had danced upon it. Far better was the
tiny pad of the WizMaster; when I added one of the screw-in sticks, it proved
ideal, far outscoring everything else. After this the massive Centatomed Mo n d e
seemed somewhat bulky but still turned in a good performance, though not quite
accurate enough, So round two produced a clear winner, the Wi z Maste r,
followed by the MathI ,  MkroBlaster, Designer and Command Module
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CHAULEINGER E4. 99 Cheetah 2 4 6 " I YEAR
COMMAND E  1 7.95

MODULI
Sureshol 2 6 1 " 1 YEAR

COMPETITION C 1 6.49
PRO EXTRA

Dynamics 2 61" 2 YEARS

THE CRUISER £9 . 99 Powe rpla y 2 58" 1 YEAR
M ACH I  E1 0 .9 9 Cheetah 4 4 4 " -  1  YEAR

MKRO•LASTOR E  I 2.95 Replay 2 4 5 " 1 YEAR
NAVIGATOR C I 4.99 Konie 1 6 4 " 1 YEAR
SPIEDNING £10.99 Konix 1 1 YEAR
SURESNOT £9 . 95
DESIGNER
JOYSTICK

Son max 1 6 2 " NOT
AVAILABLE

WIZMASTIR £12.99 Spectravideo 2 4 9 " 1 YEAR
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NIA GAMES (Epyx)
nal 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
WiziEaster 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 waggier 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 Spoodking, which
provided a nice combination of
accuracy and easy movement. Pumped
full of hormones the Command
Module produced a commanding

,11,1

•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
I expected but I reckon Daley
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t o ! W  T i m e  for a stilly. (Open the
ou w i n d o w s  first! Ed.) Unfortunately the
ction Co m p et i t io n  Pro Extra's short

•ravel made it impossible to whack up
the BMX speed and the fire buttons felt

roved generally unresponsive. Still, its slo-mo
came in useful on the half-pipe! (Cheat!

about E d . I  It was back to bruised knees with
h e r  t h e  Microillaster but its slightly freer

n on a c t i o n  gave it the edge in most other
on e v e n t s .  Not quite awesome but fairly
St f a r  out... maaan. Cheetah's slack action
tight M a c h  I made for easy jiggling and by

on re a l l y  ramming it around it's possible to
get truly tad. However, the auto-fire

I the c a u s e d  problems, locking on when it
o live s a i d  it was off. The very Californian

I. s ounding Cruiser's three way
my s e ns i ti v i ty  setting was well useful,
ed an though it was still not ideally suited to
s too w i l d  waggling.
better R o u n d i n g  up for the third time,
s the th e r e 's  no obvious winner but the best

appear to be the Speed King,
dole Commend Modui• and Cruiser with
quite h o n o u r a b l e  ment ions to the

Mknollastor and Made I (plus
Comp Pre extras  cheat ability!)

THE SPORTS SIM
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there's horses for courses,
there's sticks for software, It depends
whether you want  pixel accuracy or
real, ram home act ion. And it  depends
on your taste.

Of the six t radit ional sticks the
Cru is er ' s  variable touch cont rol was
nice but  not  quite variable enough in all
circumstances. A nice price though_ The
Competition Pro Extras s l o
-
m o
cheat can be useful but  I didn' t  like its
stiff response. The Mi c r e i l l a s t e r  was
a good general purpose stick wit h a
fairly st if f  mot ion whi le the M a t h  I
provides an easier mov ement  plus
oodles of  fi re buttons. Maybe too slack
and s light  doubts  about  its const ruct ion
though. Cheetah's  Ch a l l e n g e r  was
unlikely to last forever but  it 's ex t remely
cheap; errat ic  responses though.  Finally
the home grown De s i g n e r  is lots of
fun t o build but  less handy  in action.
It's unbelievably  loose and hardly  feels
robust- Limited usefulness.

Konix's t wo sticks are interest ing
variat ions on the theme I  was  surprised

PRICE OISMODIPTOR

41111111111se.

FIRE
'BUTTONS

CORD
LENGTH

by the Na v i g a t o r ' s  failure,  but  it  is
covered by a 12 mont h guarantee (as
are many  of  the other sticks). Its s tubby
handle ruled it  out  for me. Similarly  the
S p e e d K i n g  is  a nice perf ormer if  you
can get  your hand round i t

The Command Modulo seems
more suited to five year olds who want
their computer d i : k s  to look impress ive
but  peel of f  the s ilvery sticker and you
have a worthy ,  if  not outs tanding stick.
It's also costly. The Wi x Ma s t e r  almost
converted me to joypads, especially
wit h the longer handle screwed in. I
could probably  get to like this.

Still, I can't  see any one of these
satisfying me.  M y  advice would be to
buy a couple if  you can, perhaps a stiff,
t radit ional stick and
the WizAllaster or
even an ult ra-loose
cheapie for when
you need it. Then
you' ll always  be
equipped,  whatever
the sof tware
publishers decide to
t hrow at you!

CONTACTS
CHEETAH M AR KETI N G!
N orbury Nouse,  N o rb u ry Rd,
Faiewater. Ca rdiff O S  3 A5
DYNAM I CS M AR KETI N G!
Ne w Coin Street,  Royta n.
Oldham 0 L 2  a i l
OCONIX: U nit  3 5 ,  Rassau
Industria l Estate,  Ebbw Va le .
Gwe nt N P3  SSD
POWER PLAY: Slorkote  Lane,
Delph, Oldha m 0 L3  5 1 W
REPLAY: Jubile e  Drive ,
Loughborough. Leics LE11 OXS
SON M A X: Units 1 -4 ,  I
Wa ke fie ld Road, Drighlington.
Nr Bra dford,  W .  Yorkshire
BD11 p H
SPECTRA VI DEO: Unit 27 ,
Northfie ld industria l Estate.
Beresford Avenue,. We mble y.
M iddx t iA0  1 NU

•

A joystick ne e dn't be
joystick shaped. T h e
QuickJoy V  (currently
unavailable owing to the
situation in China, i t  says
here!) was a  rea l  mega  uni t
complete wi th bui l t in clock,
so you could time  eggs
while play ing Wic k e d.
Voltmace has a n Amiga
controller in the  shape of
plane yokes for  fl ight
simulators.

But why stop the re? T h e
Nintendo console has
spawned a  whole  series of
natty ideas including a

footpad for  running games or
computerised version of tha t old pa rty

favourite , Twister (we l l ,  i t 's  still a  favouri te
round our  house. You should try  the  nude

version!). Also for  the  Ninte ndo there 's  something called the  U-
Force which lets you shadow box  aga ins t on-screen characters.
And best of a l l  is the  Power Glove which interprets  hand
movements into commands. NASA has something s imilar but the
Nintendo version wil l  be  several squill ion squid cheaper.
Whether any  of these innovations wi l l  ma k e  i t  to computers
remains to be  seen. I t's  to be  hoped so!

1
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PANDORA is a division of the INTERCEPT( tit CROUP

MERCURY HOUSE. CALLEVA PARK.  ALDERMASTON.  BERKSI I I RK 1167 4QW
TEL:107311817121 FAX:107141  811505 T E L E X :  849101 1NMICS

PLA N E T  S I M U L A  1 0

•  AVAILABLE FROM LEADING
COMPUTER GAME STOCKISTS

FOR MO RE INFORMATION O N  THESE
TITLES PHONE:-

0836 405455 *
*
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XENOMORPH
A TA R I ST 1:24.99
A MIGA  t 2 4 . 9 9

DEBUT
A TA R I ST £24.99
A MIGA  £ 2 4 . 9 9

OUTLANDS
ATARI ST 0 9 . 9 9
A MIGA  £ 1 9 . 9 9
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STUNT CAR
RACE

Aust in Allegro drivers, eh?
They poot le along,  indicators

flashing, at about  the same speed
as an ox, and everyone who's  s t uc k
/behind t hem 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-
centrat ion energy  on s imply  driv ing in
a s t raight  line, it 's  unlikely  that an
Aust in 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 wit h a series of
courses which go round and round

Question: What do you get when you cross a high speed car
racing game with a roller coaster ride?

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...
(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 s ine curve f rom Hell.
And guess what 's  miss ing f rom the
sides of the not  over-generous ly  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
lit t le fi nger",  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.

Doohl  What  a l ong way clown -  ei ther  that or  l b.  track gets flippin• thi n!

ZERO

There are three ways  of play ing us
Stunt  Car. There's  the 'head to head' :
a
o
e t  a  k

(where you need to attatch t wo t o u r
computers  together and take on a a o t h
'chum' in real t ime),  the mult iple- - a c e  (
player (two or more players take it  Na y ) .
in turns  against the computer- t h e  p
cont rolled cars, wi t h race and lap a  div i
t imes being saved, so yOU can tell at botto
a glance who's  the crappest driverl
or the direct 'you versus the T H E
computer'  mode (in whic h you vie Th e r (
for pos it ion against  the computer- p a i r  I
cont rolled cars in a league table d
made up of  four divisions). t r a c k

Blicney! i f i reach Division two VOW*  tl

THE LEAGUE CHAMPI ONSHI PS H u r
Each of  the four div is ions is made up pa t l
of three places and you, at start of  ple t he
are right  at the bot t om of  the barrel. p r o
\tura, ' f raid so. Div is ion four,  third pia: wh i
Ideally you want  to be in div is ion one B a r
first place, but  ideals aren't  always o n .
at tainable.  Especially if  you happen te t he

hig

Anothe r  r ace l ost a nd not
a f r i e nd i n t he  w or l d.  Curses..

an(
mo
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sto
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the
y o l
thE
c o l
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be useless. To rise a div is ion you have
to take on both the other contenders in
your particular class, and beat t hem on
both the tracks of your div is ion leach
me comprises of  three laps by the
wayl. At the end of  each set of  races,
the person in fi rst  place gets promot ed
a division while the person at the
bottom gets demoted.

NE TRACKS
There are eight tracks in all wit h a
pair of tracks alloted to each specific
division. For instance, the t wo 'easiest'
tracks (The Little Ramp and The

.oi i i  h  t a k e  on Br ian Blessed!

PS
3de up
I of play,
arrel.
ird place.
Dn one,
,
a
y
s

y en  t o

Humpback) are allocated to the mos t
pathetic division i.e. div is ion four. Beat
the computer cars on these and
promotion takes you to div is ion 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 div is ion
higher than yours, that  isn't  a problem -
you can just click on the practice opt ion
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 a digital stopwatch at the bot t om 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).

TITLE

PUBLISHER

PINCE

FORMAT

RELEASED

Stunt Car Racer

MicraStyle
C24-95

ST/Amiga
December

WHAT'S
THE
DAMAGE
JOHN?
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built  buggy  wit h fantastic suspen-
sion, super.dooper bumpers  and

roll bars all over the shop, it 's  best
to avoid hard knocks, though the
courses are des igned to supply  you wit h
just that. Each t ime you take a jump too
quickly and come down wit h a lit t le bit
of a thump,  a hairline crack snakes its
way  along the roll bar.  When the crack
reaches f rom 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 guf f  up (such
as coming of f  the track and smashing
into the ground or not  hit t ing a take-of f
ramp at a high enough speed) then an
' impact  crater' wil l  appear on the roll
bar. These holes in the metal f ramework
weaken the car, and the more you get,
the quicker the crack snakes across -  in
a breaker's yard vers ion of  ' join the
dots'. The real t rouble wit h the impac t
craters is that (unlike the crack) they
aren't  reset to zero at the start of  each
race - they stay with you t hroughout  the
season. Hav ing eight  craters at the
beginning of  a race on The High J ump
isn't  a good idea._ you' ll be lucky if  your
buggy  holds  out  for one lap, let  alone
three. tUniess you drive very s lowly  and
avoid the bumps  - but  then you aren't
going to win the race anyway).

review

°Como bock hors,  Mr - lobsosy-
Plofre -

mat  WU" a Ri ppl e bionopy
lending! A bi t of r ight on Moo stoorhog
wham,' should solve I ft ''

" U n —  Maybo a l i nt*  loss rhplot unsaid
hove boon &Wor m "
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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).
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(Eh? Ed. ), I really  love these car
games. They  give me a chance

to drive the way  I 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! (J us t  stick wit h the 'car game
and a half'. a fl

Having gone through the opt ions
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
get t ing smaller,  I wondered? So I
popped to the library  and quickly read a
book called Perspective And Distance by
Professor Arnold Sweetcorn.  Apparent ly
the c omput er car was becoming smaller

because it  was
gett ing further
away f rom me
which meant  I
was losing the
race. Confound
it! I rushed back
to the monit or to
see the words
'Race Lost' on-
screen. So
Professor
Sweetcorn was
right. Curse him.
Time for race
two.  This  t ime I
was  ready. As
soon as my  car
landed on the
track, I snapped
the joyst ick fi rmly
forward and

heard the engine pitch rise. Yahoo I was
mov ing but  t he  computer car was st ill
tearing ahead. On squeezing the fi re
but ton I discovered it  was for turbo-
boost. Phew, (c runching noises) just
made it  round the corner and oh no,
what 's  that? I t  looks like a ramp of some
sort. Boing.  Up in the air_ Still up in the
air. STILL up in the air (maybe I was
going too fast). Crunch,  bounce,  back in
the air,  snap... CRUUUNCH_ Whoops.

You k now the feeling you get  when
watching a televised roller coaster ride?
Yeah? Well,  that 's the feeling you get
when rac ing around these circuits -
especially the one called, erm,  The
Roller Coaster. The dif ference is

however,  that your car isn't  on rails,  it 's
up to your joystick skills to keep it  f rom
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 s t raight  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 srriidgin.  Actually,  when I said 'the
brakes', it  was a bit  mis leading as there
aren't  any. Pulling back on the stick
s imply  s lows the engine down,  rather
than act ing direct ly  on the wheels.  Pull
it back for long enough and not  only  wil l
you stop,  but  you' ll actually  start to go
backwards. I t ried to complete a couple
of the courses in reverse, but  it 's a bit
tricky wit hout  a rear-v iew mirror_

There's  something you won' t  be
able to see by  just look ing at the
screenshots though,  and that 's the
impress ion of  speed involved.  You' ll
have to take my  word for this -  but it 's
fantastic. The animat ion of  the other car
is pretty 'brill'  too_ It's best to zoom
ahead and overtake as soon as poss ible
and put  some distance between the
cars. There a  lit t le t ip!

What  more can I say? Stunt  Car
Racer is brilliant .  The sound could have
been a tad better, there might  have
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 I can't  fault  it.

VERglir

A

GRAPHICS

SOUND

A stupendousls fast.
action-packed, soled 3-D
racing game. l i
d w e r e  
i n  
t h e

arcades it would 'clean up'
Vomit inducing m i t Brilhanil
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SOME MM.
INTERESTING
FACTS ABOU
DRIVING...

MILDLY INTERESTING FACT
ONE
Stunt Car Racer was
actually conceptualised
and coded by Geoff
Crammond, the same
geezer who designed and
wrote The Sent inel. Wh at
a clever chap he is. Um,
that's it  -  end of Mildly
Interesting Fact One.
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3. This long
section is known
(in the trade) as
"the topple,
down' . .  uppie,
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MILDLY INTERESTING FACT
TWO
It is quite dangerous to
drive a  car at  a  very  high
speed t in  reverse) ,  the
wrong w ay down a
motorway with your eyes
closed and al l  the doors
open. Um, end  o f  Mi ld ly
Interesting Fact Two.
MILDLY INTERESTING FACT
THREE
Ford Anglias a re  not  the
world's most desired cars.
Nor are Reliant  Robins.
Nor are Austin Allegros
(especially the estate
version). Erm, end  o f
Mildly Interest ing Fact
Three. Wa n g  on, I ' v e  got
a Reliant Rabin— Ed.)
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known as "a
downle".

1. Oh look,
crone. I  wonder
what I t's for?
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usual superlat ives out  of  the
way. Stunt  Car Racer is fl ippin'

brrrrrrilliant .  There's  no other word for
it. Well,  there's  brrrilliant  wit h s light ly
fewer 'r's  in it. I t s  a very s imple idea -
racing another car round a bumpy  track
-  and i t ' s  perfect ly executed_ There.
This rev iewing lark 's easy. (Anot her
paragraph please. Ed.) Oh... erm...

The fi rst thing that strikes you about
Stunt Car Racer is  the way  the perspec-
tives work  to create an excellent
emulat ion of  reality. (Eh? Ed.) What  I
mean is, that  when you go crashing of f
the s ide of  the track, you wil l  literally
lurch f orward and brace yourself  for the
impact. That 's  how involved you wil l
get. The speed and smoothness  of  the
scrolling is largely  to thank for this,
along wit h the solid and realis t ic  nature
of the graphics.

A special ment ion mus t  also go to
the sonics. Forget  about  mus ic  -  that 's
for shandy drinkers -  what  you get  here
are inc redibly  realist ic ('cos they's
sampled) gut -wrenching,  bending metal
sounds as you swerve around a corner
wit h your f rame shot  to pieces. And sick
mak ing crunchy noises as you hit  the
ground hav ing fallen s ilent ly  through
about a hundred feet of  fresh air. But
that 's only  t wo major noises, in addit ion
there are loads of  other screechy,
clangy, bendy  effects that are guaran-
teed t o have you c lenching your teeth
and pray ing your 'buggy '  won' t  fall to
pieces halfway  through an accurately
executed jump.

And that 's another thing.  The tracks
are all c leverly  des igned so that it 's not
just a mat ter of  belt ing round like
Duncan when he's  given the honour of

G =
SOUND

Brilliantly executed and
programmed, a brilliant car
racey simmy thingy. In short
I Lei me guess- &Wheel? ES)
Er... yes Wi l m a

review

park ing the Publisher's  car, lal t hough
the sounds are the same) each track is a
mix  of  Dunc's driv ing,  and more consid-
ered and ' intelligent  driv ing.  For
example,  it 's better to take some bumps
s lowly  and accelerate on the down side,
rather than hit  them at t wo thousand
miles an hour and spend the next 10
seconds gliding t hrough the air before
landing n o s e  fi rs t
wit h your suspension
knackered, I  w o u l d
have liked more spe-
cial features however,
along the lines of The
Drawbridge.  I t  has  a
section o f  t rack t hat
rises and falls as you
race, f orc ing y o u  t o
reach i t  at  j u s t  t he
right  t ime,  'cos if  you
don't,  y ou  ei t her g o
plunging o v e r  t h e
edge, damaging your
suspension, or smash
into it with a resound-
ing... er.., crash, bang,  wallop.

For many  people one thing that  wil l
add to the game's  last ing appeal is  the
opt ion whic h allows  you to connect two
computers  together (even an Amiga to
an ST) and race head to head, I n  the
future this wil l  doubt less 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 Racer is a
fantastic mix  of  Microprose s imulat ion -
style graphics  and fantastic arcade•style
addict iveness. 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 ,  i t  prov es
they c an produc e a
pretty, damn brilliant
racing sim thingy and
wh o  c a r e s  a b o u t
mustard anyway?

HASSLE
FACTOR: 1
Waiting to get
winched onto the
track whilst
knowing the other
car is getting
closer and closer,
takes an eternity.
Well, it seems to,
anyway.

Third
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T I N T I N  ON THE MOON
Hell0,179//0....Thi:s
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'Hello control station ! Here is the moon rocket. Tintin speaking. I have just regained
conciousness. Everything seems OK, we are now taking over the controls of the rocket," T I N T I NSUR LA LUNE
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world has ever known. The first trip to the Moon ! k  -
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 foil? Will you be able to find the extin-
guishers to put out the fires, even while floating in zero-gravity which ins
t e v e r y b o d y  • s  i d e a  
o f  ( u r n ?  
W i l l  y o u

succeed in finding and disarming the bombs and freeing your companions in order to gel out of the rocket to make
the first step on the Moon ? You will discover all this by playing IINTIN ON THE MOON", the first computer game ;74011:
based on the comic books by Herge.„
Before Armstrong there was Tintin and... may be you !

Available on ! AMIGA, AMSTRAD, ATARI ST, SPECTRUM, C64, IBM PC.

I N F O G R A M E S  twittc, Marc Fi( I A b b e y  Ru,ul - I ['field Middyk - I R Q  I t  •I • ,  10.12
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this bit is for 'pedestrians' only.
Still reading? Good. We'll assume you want to learn to drive. Well, thanks to the

MEW

. • • - • •

'no

...WIN
A full set of driving lessons

worth around .E200
OR

A .E200 Halfords gift voucher
(In case you've already passed your testi)

PLUS
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 E60 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  t

I I
H
e
l l
o
.  
Y
o
u
'
r
e  
o
b
v
i
o
u
s
l
y  
a  
s
n
o
o
t  
c
a
r
-
d
r
i
v
e
r
.  
Y
o
u
'
v
e  
p
a
s
s
e
d  
y
o
u
r  
t
e
s
t
,

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 Ba z
-
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things land more) could be yours if you walk into a Halfords store armed with
the ENO voucher we're giving away. How you win it is another matter though
-  skip to the How To Win bit to find out.

Oh dear, you're not a 'minority person' who's passed the driving test but
hasn't got a car? You are? Blarney, 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 b y
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
board 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'?

Give You Hard Drivin' Competition, ZERO, 14 Rathbone Place, London W1P IDE.
And get into overdrive 'cos you've only got 28 days to get it here.

Ferrari F4 cars
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The cipplicoul WW1 to toss iletotse el tbe I &towing '34-II's':

Revels-III onto 3 busy Oat wilboul ktoli6tg.

_ Itovaing at 411 speel with both eyes dosed.
Pettormins a thtee,poUll tin in the hist lone Di the motorway._ _ .
ReyerAng d0Wil 0 auowpiorialWthalt the 330n open.

Ctimbinq out ot the sun-toot vihi;e trovAng et Ntil0

tiot oiattino poet use oi the Tear view vont
_ _

would like driving lessons/the vouchers°
_ _

Delete es applimble
NAME
ADDRESS ------- _ •

.............. _ . _ _ . . . . . . . . . . . . . . .  _ _ _ _111P . . . .

. . . . . . . . .

... . . . . . .  . . . . . . .  . -

•Iker( employees el Dennis ?obli3149 ot Ninon;
RULES
(ttet enteting Ibis 'onstietiiion will be slii teress
Ibe belly end bout thei" bleealnq Pest: peoleit op
about (then's eftough of tbat Ed-).
•li you vise la sweet oily &nue ol onetiriti iben
make sole yew enities ore bete by 31st Detentber•
.11w tailee 3 'tension is Niel. Se no w
h i t g o i o r i •

...

V A .

4

ZERO



42

Photon Paint II and
Fantavision. Are they really
works of art or just a load of
Jackson Po!locks? Alan
Tomkins susses out whether
they're worth spending hard
earned Monet on.

FANTAVISION
IF• a n ta vis io n  is a package I've been

waiting to get my hands on for a
' l o n g  time, so when I found Out it

cost under 40 quid, I 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, I can guarantee you'll spend hours
playing with the sounds alone!

ZERO

PHOTON
PAINT II
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time - each one attempting to
outdo all that have gone before,

but few last the test of time to become
true masterpieces. One of the few that
has is Microillusion's Photon Paint - a
HAM ihold 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 I heard
there'd been an update (imaginatively
called Photon Paint II) I wasted no time
in nabbing a copy to see for myself. So
what's been added and how good is it?

WHAT YOU GET

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,

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
III, bung 'em in and show people just
what a manual should look like.

BRUSH STROKES
After booting the program the blank
work screen comes up - except for the
so-called fast menu which can be
toggled on and off with HO  (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 II
showing the
fast menu,
together with
the zoom box
activated on-
screen that
has been
wr apped in to
a ba i l

Photon Paint
II, comes wi th
a number  of
demo screens
-  these have
had the
perspective
treatment.
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On hit t ing Return this menu is
enlarged to inc lude RGB and HSV
controls, not  to ment ion the full colour
selection squares 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  inc ludes
load, save, remapping,  alternate page
and font gadgets. Select ing Preferences
gives you the opt ion of  screen mode,
offset, co-ordinates and mous e gadget.
Brush includes resize, rotate, wrap on,
luminosity, bend,  stretch, twist ,  and t ilt
while Special has stencil, grid and
shadow and the t wo Modes  menus
have various blending gadgets.

ZOOM IN!
So muc h 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  II has
a very fl ex ible zoom which starts off  as
a small box  and can be mov ed 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 funct ions
work.  I 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 representat ion of  the
original pic ture in a 3-D ball appears on-
screen. By  adding luminos it y  you can
then bring the image to life. Don' t
overdo the brightness, as too much
spoils the end result .

You can also cont rol the light  source
and pos t ion it  above, below,  either-s ide,
behind,  or in f ront  of the image.  These
funct ions are so good,  you' ll spend
hours just play ing around wit h shapes
and l ight  sources I  did.

Stencils, which are used to defi ne an
area of  the screen, cannot  be altered by
any subsequent  paint ing act ion. Here
you draw a f reehand out line around the
image you want  to protect. This  funct ion
is incredibly  useful and easy to use and
can be toggled on and off. Likewise the
airbrush -  its size is  adjusted by s imply
clicking ins ide the air brush gadget  and
dragging it  to the required size. The
blend funct ion is very effective -  after
you've loaded a pic ture you can then
load in a brush fi le (a ghost  is prov ided
on the art  diskl. (Spook !  Ed.)Selec t  the
blend gadget  and you're ready to start
blending.  Make sure you experiment
first though 'cos it takes a whi le to get
the effects you want .

MOVIN' IMAGE
Now we come to the pay of f  because
Photon Paint  II has full screen animat ion
enabling you create up to 10 full screens
(Anim fi les) and then play  them back. To
use this you mus t  draw and save 10
dif ferent screens of  animat ion (in t rue
Blue Peter style Photon Paint  II has
already done this for you by prov iding a
10 screen animat ion of  a horse). Nex t
design and save a background screen
on whic h to place the animat ions,  No w

an extra page has to be created to place
the background on -  this is done by
loading the animat ion and then hit t ing
'K' on the keyboard to take you ahead of
the 10 animat ion f rames. By  select ing
Insert Page, you wil l  call up page one of
11 pages

Now you've got  to merge all the
horse animat ion f rames wit h the
background. This  sounds easy, but  care
must  be taken when merging to make
sure that  the background is t ransparent.
I had a bit of trouble getting it right, but
soon caught  on, and had the horse wit h
background up and running fairly
quickly. But  a word of  warning to those
of you who are new to HAM paint ing -
while paint ing,  and part iculary  cutt ing
and past ing, you' ll experience a number
of streaks across the screen -  ignore
these, the computer plots the image
correct ly when your f rames  are running.

THE VERDICT
I'm really  impressed wit h Photon Paint II
because even wit h the very advanced
funct ions it 's so easy to use. You can
create any thing f rom beginners '
doodles  to complicated works  of  art like
the Mona Lisa. This  upgrade is faster in
all its operat ions  (a welc ome touch,
because I for one am always  moaning
about  the s lowness of  the Amiga
operat ing system) whic h proves that the
Amiga can be speeded up if  the
programmer knows  what  he's doing

For the benefi t  of  those of  you who
who missed out  fi rst t ime round with
Photon Paint  I and are just about  to buy
an Amiga,  I rec ommend you
shell ou t  f or  Phot on Paint
Don' t  b e  p u t  o f f  b y  H A M
mode or the advanced func-
t ions because you' ll soon get
the hang of  it. Photon Paint  II
is defi nitely  state of the art
and it 's going to be a very
hard act to follow.

HAT i  WHAT
TITLE

PUBLISHER

PRICE

Photon Paint II

Microi l Iusions

E89. 95

Ami ga

Out now!

f rames Th is  whole orocess is k nown

This shows
one of the
animation
demos that
comes wi th
Fantavision.
It shows a
prehistoric
swamp and
a Bronto-
sautaS.

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 mov ie.  Across the top of the
screen are four drop down menus  -
Project for loading,  saving and c learing
movies and backgrounds and sounds.
Edit for cutting and pasting, and
Opt ions for modif y ing palette, screen
format  plus preferences.

Fantavision dif fers f rom mos t  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 wit h Desk Top
Publishing, you set the number of
f rames you want  to use and the
program then fi lls in all the miss ing

as ' tweening' .

MAKIN MOVIES
So would Fantavision win an Oscar?
And more important ly ,  is it  easy to use?
Well,  select Tools  on the on-screen
menu and then click on the pen icon
and mov e to the screen. Then by
clicking on a number  of  dif ferent  points
make a box  (this is done wit h K-lines).
Make sure you keep the same pressure
on the mouse but ton when you start or
it defaults  into a t ime s ignature for
tweening.  You' ll fi nd that af ter drawing
the box, a number of  things can be
done to it. First ly,  you can change its
colour by point ing to the one you want
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in the palette box  or you can manipulate
it in a number of  dif ferent  ways. By
clicking the arrow icon in the tool menu
(the main edit ing tool) then clicking on
the box, it  can be dragged around the
screen, turned, twis ted,  squashed or
flipped. This part  of  the program is very
powerful and impressive.

Once you're happy wit h your image,
you can then go to the on-screen Film
menu box and by  select ing Blank, move

This shows the tool  boxes and a circle that has been
strekhed to the r ough shape of a man,  by dr aggi ng a
number of the edge boxes -  in this case 1 8 .

to your next f rame.  If
you then click on the
circle icon f rom the
Tools menu you can
make a circle and
change its colour.
Then choose the Film
opt ion and click on Go
-  t he  program takes
over and animates  the
box into a circ le right
before your very eyes_
Well impress ive!

An excellent  feature
of Fantavis ion is that
each objec t  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 whi le 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 pos it ioned anywhere on
screen s imply  by dragging.  You can
also import  backgrounds f rom other art
packages as well as objects to be
animated if  you like.

Fantavision not  only  lives up to

•

expectat ions but  it 's a package you can
have a lot  of  fun wit h whils t  you create
amazing animat ions.  i t s  well laid out
and is very user f riendly,  (as long as
you're careful wit h the fi rst mous e
click). The sound section is also very
easy to use and is mind-blowing when
you're play ing
back a mov ie,

All in all i t s  a
very powerf ul
package that 's
wort h a full price
tag. At  under 40 quid
it's a steal. So I have ab-
solutely no hesitat ion in
recomending it .

WHAT'S WHAT
TITLE

PUBLI SHER

PRICE

FO RMAT

RELEASED

artifacts

Fantavision

Domar k

£39. 95

Ami ga
Out now!
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picture and found that  the text
font used in the package just

doesn't do it  justice? Well,  your days
of frustration are over - f ol low this
step-by-step guide and your text
styles will be limit less.

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

1) First thing to do when think ing
of adding text is to fi nd 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,

if,a•a h.-am...slit

1
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Graphic Design Handbook  for just
under a fiver. It's got  a 100 or so text
styles to play wit h (remember
Backlash? A Letraset font called
Calypso was used on the t it le screen).

21 Having chosen your text, draw it
in free-hand and fi ll it  in wit h the
transparent colour of  your palette.

3) Now put a box  around each
letter, using another colour,  and fl ood-
fill the surrounding spaces ins ide the

boxes. You have now fi nished the fi rst
stage in creat ing a mult i-use textfont, so
save them to disk for use in other
pictures. The reason the letters are fi lled
in wit h t ransparent  is to al low you to
use t hem over and over again wit h
dif ferent fi ll pat terns -  so here's how
you make a few...

4) If you have only  16 colours, select
white and t wo or three shades of
another t wo colours. Then draw a line in
white near the bot t om of  the screen.

Using the lighter of  the other two
colours, place one or two lines above
the whit e and repeat  wit h the darker
shades of  the same colour,  plac ing
them above. Repeat  this process wit h
the darker colour below the white line.  If
you have more colours  to play wit h then
you can add them for greater effect. You
can also create patterns wit h diagonal
lines or even use the spray can to
produce a mot t led pat tern.

6) Once you're happy with your fi ll
pattern, cut and paste the letters into
the words  you want  to use, then fi ll the
area around the edges of  the letters
wit h the box  colour.  You're now ready
to produce a s hadow 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. No w fl ood fi ll the black area
outs ide the text, And then repeat  with
the t ransparent  colour -  y ou ' l l
now have your text in black -  so
cut and paste to the depth of
the s hadow you want  and cut
and paste your textured text
over, You' re now ready to
place the whole thing into
posit ion on your picture!

ZERO GRAPHICS OF THE
MONTH AWARD

Every month b e  picking a
game that I think has the best
graphics. To kick off I've
chosen Shadow Of The Beast
from Paygnosis. M e  country-
side level is stunning featur-
ing 13 levels of parallax and
real depth. The other levels,
while not as strong, still
teeters 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 quality of
the backgrounds.

Oi

* /*PP 4
/106
it
y

AND NO W THE GALLERY—
We'l l  be publ ishing the

best of y e w  pictures and the
best of your  tips for  creating
pictures every month.  But the
only way we con do that Is i f
you send them in.  So get 'um
rol l ing in (i  noirci the stamps),  to
Alan Temki n,  ZERO, Artifacts,
14  Rathisone Place, London W1 P
1DE. And remember  every
picture pr inted wins a pr ize.

ZERO 45
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MEGA '45' PRICES! A i m e d  M E G A  '45
1 P R I C E S !

Atari SE

Top 7ette
XENON II-MEGABLAST

2- BATMAN THE MOVIE
3- BLOODWYCH
4- GEMINI WING
.5- LIFE & DEATH
6- STUNT CAR
7_ SHINOBI
8- A.P.B
9. XENOPHOBE
/o- ROBOCOP
ii.. BEACH VOLLEY
12- INFESTATION
13- MR. HELI

F-16 COMBAT PILOT
15- VIGILANTE
16- DYNAMITE DUX
17- PAPERBOY
18. RICK DANGEROUS
19- POPULOUS-PROMISED LANDS
20- LIGHT FORCE
21- HONDA RVF750
22- RED LIGHTNING
23- RAINBOW ISLAND
24 INDIANA JONES  ( L u c a s t i l m )
25- THE NEW ZEALAND STORY ( Oc e a n )
26 IVANHOE  ( O c e a n )
27 FALCON MISSION DISK VOL I.(Mirrorsoft)
28 HIGHWAY PATROL ( In f o g r a m e s )
29- QUARTERBACK  ( V i r g i n )
30_ CABAL ( O c e a n )

1114 I C
St lec tmm

CC4
Amstrad

/40,1-94
(Image Works) E  15.45

(Ocean) E  16.45
(Irnige Works) E  16.45
(Virgin Games) C  13.45

(Mindscape) f :  17,45
(Micro Status) C  13.45

(Virgin) E  13.45
(Tengen) C  13.45

(Micro Style) E  16.45
(Ocean) E  16.45
(Ocean) E  16.45

(Psygnosis) L' 16.45
(Firebird) C  16.45

(Digital Int.) E  16.45
(US Gold) E  13.45

(Activision) C  16.45
(Elite) E  13.45

(Firebird) E  16.45
( E h % ) E 6.45

(Ocean) C  16.45
(Micro Style) C  5.45

((iS Gold) C  16_45
(Firebird)E 16.45

C 13.45
E 16.45
E 16.45
E 13.45
E 16.45
E 13.45
E 16.45

5 7  P e  Stlee157,444s- e 6  4  ) 4 4 A r a i r a i
E 15.45
E 13.45
E 16.45
C 13.45

NOT
AVAILABLE

E 16.45
E 13.45
E 13.45
C 13.45
E 13.45
C 13.45
E 16.45
C 16.45
E 16.45
C 13.45
E 13.45
C 13.45
E 5.45

6 45
C
E 13.45

klOTAvauLAeLE

E 16.45
C 13.45
C 13.45
E 5.45
E 13.45
E 16.45
E 13.45
E 13.45

E 16.45N O TAVAILABLE A B L EAVAJL N O TAvAILABLE

YOU MUST BE E  6 . 4 5JOUNGI

E 16.45 E  6.45
NOT E  6.45AVAILABLE

NOT
AVMLABLE

E 16,45 E  9.45 E  9.45 E  9.45
E 16_45 E  6,45 E  6.75 E  6.45
E 16.45 N O T N O T  N O TAVAILABLE A V A I L A B L E  A V A I L A B L E

E 16_45 E  6.45 E  6.45 E  6.45
C 16_45 C  6.45 E  6.45 E  6.45

NOT E AVAILABLE 6 _ 4 5  C  6.45 AVAILABLE
NOT N O T

AVNIABLE A V A I L A B L E

NOT
AVAILABLE

C 16.45
E 13.45

NOT
AVAILABLE

NOT
AVAILABLE

E 16_45
NOT

AVAILABLE
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Gho• - 1 '  Ghosts is possibly the only arcade game wit
hbellAreeJ le- legs joke potential. David McCandless g ra b

b ehis lat,g. vampire cape, day-glo fangs, a jar of fool-your-
friends fake blood and went, like a bat out of hell, to the
depths of Abbadon (well Manchester actually) to see the

horrifyingly good work being done on the 16-bit conversion.

Thla Is tuber ,  you strati la the game,  r ight slam biam
I .  the middle el  a gr aveyar d haunted by famished
zombies misti ghouls.

The ter rain changes angl e here,  as ladders and
platform; delve i nto the bowels of Hoe hil l .  Ani mated
roots and big fat pigs pabei s stalk ar ound here.  Some
M a n i a  dexter i ty and aseningness is needed.

Vapottr ised creatures often f or m  chests behind.  These
can conceal useful  i tems lextra Me ,  meteor ,  weapons
etc) or  n e t , .  useful  I tems (sorcerers, ermiwo creatures,
beteetax videos etc).

Here's the same area in the encode version.  I t's on •
much larger  scale on the cola-ep wi th three levels of
paral lax scrolling, a  resolution of 3 0 8  x 2 4 8  i n 2 3 6
colours, and about three 6 8 0 0 0  processors and a ZAMA
ce-processors. Wel l ,  whaddye expect for  £ 1 2 0 0 ?

under wraps



Vivo Is Prance! Otero I  ems, oleagist
bohween m  • guiliellosas and a large
nes infested wi th vultures- Bower .
of descending hood-choppers!

Here's tiro end of Oro first lova
mother, a whopping groat robot who
thrusts his hoed out at you, hi the
process giving you a continuous dos*
of Its Igneous halistools.
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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 mi ght say, ironica l ly )

above a c ompute r  shop whic h,  in turn,  is a lmost direc tly  oppos i te
a pompously white-washed building signposted as The National
Computer Centre. Vol,. 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 Comma ndos  have surfaced from these  backrooms and its
re puta tion has enabled Richard Kay, i ts  y oung Ma na ging Direc tor,
to na b w ha t has to be  one  of the  juic iest c oin-op licenses for  some
time,  Ca pc om's  Ghouls  'N '  Ghosts. The  1 6 -bi t incarna tions  have
been c ons truc te d by  Da v i d Broadhurst,  a r tw ork e d by Andr e w
Thre lfa l l  and ma e s troe d by  Ti m Follin.

IN THE BEGINNING...

s o f t wa r e  Creat ions is one of  those
companies  whose name rings  a
bell, but  you can't  actually match

the name wit h a game.  "That 's  because
the company  has something of  a split
personality , " explains  Richard Kay.
"There's  Sof tware Creat ions and then
there's Sof tware Creat ions Ltd."

Huh? ' 'The f ormer is the home-mic ro
sof tware development  department .  It
deals wit h all the arcade conversions
and ot her stuff in Europe. " Whereas  the
limited company  is a banner for all t he
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  direct ion,  but  I
only  catch the words  'CONFIDENTIAL'
and 'NI NTENDO'  s tamped across t hem
(in blood for all I know' .  These clandes-
t ine 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 wit hout  ripping his
cuticles off, but  because there are only
three other offi cial Nintendo developers
in the UK. The others are Elite, Ocean
and Rare (formerly  the legendary
Ult imate -  Play The Gamei.  His  grin is
also widened by the fact that  1 in 4
families in America own a Nint endo
-  that 's 80 mi l l ion units, 80 mil l ion
potent ial sales, 80 mil l ion poss ible
Sof tware Creat ions logos  adorning 80
mill ion poss ible US televis ion sets...

I hear the dist inct ringing of  cash
registers in the background.  Richard
disagrees. He describes the long weary
route f rom the game to the dosh.
"I f  we have a game fi nished now,  it
won' t  even be looked at unt il the end of
the month.  And then it  won' t  be
allocated unt il the second quarter of
1990. So you won' t  get  paid unt il
several mont hs  after that ." Wit hout
doubt ,  a bit  of a bummer_

Rithard,  prev ious ly  a mere program-
mer and hexadec imal dogsbody,
f ormed the company  in (nostalgic tone)
the Spring of  '86. The sister ROM fi rm
started in February  last year. They 've
been work ing on Ghouls  since January.

THE GAME

under wraps

y o u  play  Arthur,  King of  the
Britons, chivalrous knight  and all
round nice guy, as he careers

across fi ve landscapes in an ef fort  to
rescue s ome bint  who's  been k idnapped
and imprisoned in the mos t  hellish of
cells, Hell itself  in fact. The path of  the
game takes you across decept ively calm
countryside, t hrough decept ively
deserted countryside,  up to Mount
Olympus and down into the echelons of
Hell inot  your average Bank Holiday  day
out by any standards '.

On the fi rst level Art hur lopes
through a graveyard and then out  into
the great  green outback, Grim reapers
are coughed up out  of  the ground,  while
vultures and skull-spit t ing vegetat ion
perch in awk ward places. Arthur fights
these wit h a combinat ion of  dexterity
and projec t ile weapons.  He starts by
bunging swords  about,  then progresses
to daggers  and axes by shoot ing chests
and collect ing the booty within.  On the
inanimate side, there are guillot ines 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...

Next a rot ten festering ghost  t own
conceals bounc ing skulls and mut ant
flies, as well as hyperact ive red gar-

goyles and blue serpent  jobbies_
',..k..., A n d  just in case that  lit t le me-
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THE PROGRAMMER
Apart  f rom his impeccable taste in
christ ian names, Dav id Broadhurs t  is
also a talented programmer.  He's
converted Bubble Bobble,  LED Storm,
and Bionic  Commandos .  Dav id's
computer his tory reads like a cliché_

He began by t inkering on the cus-
tomary  Sinc lair home c omput er (ZX-
81 in this case); he later upgraded to
a more acceptable mic ro (Commo-
dore 64); produced his  quota of
completely  embarrass ing games
(Mr.Frost ie And The Killer Penguins
and C5 Clive). He was  then messed
about  by the usual company -
dest ined-to-fold (Icon Designs) before
fi nally  fi nding a job with a reliable
fi rm (Sof tware Creat ions) where he
works  happily  to this day.

The idea of  doing an arcade con-
vers ion has always appealed to me
because a f ew weeks 'test ing' the
arcade original doesn't  seem that
much like hard work.  How long did
David spend 'test ing' the coin-op?

"It took us three weeks and luckily
we found a test mode on the arcade
and used it  to see the graphics, back-
grounds  and animat ion, "

The conversion was  a mammot h
task. Was he daunted?

"Had it  been my  first project  I
think I would've made for the nearest
10th fl oor window.  But since it 's my
fourth project  I 've got  the experience
and the confi dence to cope... I think.

— T h e  fi rst thing I
faced was  the
scrollinglhe snarls].
That took a  while.
Then I  had the
graphics for the
main Arthur sprite
mov ing lef t  and
right  at the start,
but I ran out  of

memory ,  so he had to be fl ipped.
Next problem was to get  him

walk ing up and down the slopes. On
a normal plat f orm game everything's
straight and rigid,  whereas  the terrain
in G 'N'  G is  uneven. The ground had
to be indexed to a table which con-
tained its height,  just  so he could
walk  up and down. "

Sounds complicated.  The arcade
contained far more sprites, how did
they all t ranslate onto the 16-bit?

"The sprite rout ines  are s imple but
the sprite logic  is difficult,  mainly
because there's so muc h of  it. Every
level is  essent ially a sep!
, r a t e  
g a m e . "

Just to fuel the eternal 'bet ter than
yours' debate, I as k  whet her David
prefers, t he ST or Amiga.

I prefer the Amiga,  but  it 's not  as
good as everyone says. It takes a hell
of a lot  of  memory  to get a decent
scroll going.  I do like the blit ter,  it 's
not any faster than the ST's sprite
rout ines, but  you don' t  have to have
shif ted defi nit ions . "

Wil l  there be any dif ference
between the ST and Amiga versions?

"Defi nitely .  For a start the 32
colours on the Amiga wil l  mean more
detailed backgrounds and the
scrolling and mus ic  wil l be bet ter. "

t
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canine t h a t
guatus the entrance
to Hades. My thical
Ed.) awaits,  s t and-
ing guard at theend
of this level.

More beast  and
behemoths  p o p u -
late level three_ The
whole style of the game changes here into
a vert ically scrolling shoot 'em up. A plat-
form carries you inexorably upwardswhile
packs of  knights and statues 'have a go'.
Then you have to high-tail it  across some
demons '  tongues (euchh!) to conf ront  the
bulbous  eye at the end.

Level four is the gooey descent to Hell,
taking place across a s limey  vista packed
with overs ized vegetables  and man-eat -
ing flora_ Caterpillars and more grim reap-
ers are your enemies  here; some serious
reflexes are needed if  you want  to survive
the dreaded s lippery  tubules and s inking
sunfl owers.  The fi nal mot her is  a great
bic massive green boil, protected by some
creepy beet les and spit t ing pores.

Level fi ve is hell (literally),  culminat -
ing in a conf rontat ion wit h Beelzebub
himself.  By this t ime you should have
acculumlated a f ew 'super-weapons '  to
aid you in your fight. These are quite
inventive: one ignites the plat forms in
front  of  you, nicely ox idis ing all the
creatures wit hin range:  another
conjures a mirror  image of  yourself,
who follows  in your wake, doubling
your fi re power;  another mega weapon
attracts mass ive lightning bolts  to your
armour,  elect rocut ing every thing else.

BLOODY SCROLLING

W h a t  does programmer Dav id
Broadhurs t  have nightmares
about? What  would he happily

wire up to the Nat ional Grid and
electrocute? Just what  makes him tear
out  his hair and jump up and down in
pure whit e f rust rat ion?

"That  bloody  ST sc rolling! "
David has several other adject ives he

uses to describe the ST's scrolling
ability, but  print ing t hem here would
require profuse use of  asterisks. We
settled f or describing it  as "t he pits".

Ghouls 'N'  Ghosts is an all-act ion, all
scrolling game,  and that s c rol l ing was
probably  the mos t  daunt ing task in
convert ing it  to t he  ST. Unlike the
Amiga,  the Atari has no inbuilt  hard-
ware for shif t ing the screen at speed, so

....• . -  IN .11.001IIM
s k . . . .
:
- . 7
1
,
9 1 1 1
1 1 1 •
1
"
.
.

M
I
*
- .
. -  
-
•
.
•
*
1
1
.
1  
J
a
i  
-
-
0
.
•
—
•  
—
•  
—
.
-  
.
.
•  
.
-
.
.  
.
,
.
.

. ' - . . . . . .  7 ' 7
1 1 1 1 1
1 1  
" 6
:  
'  
S  
•

. .  .

:, 1 . f . ' 7 . ' '  - ' ‘ ' W A L
N  N i l
l
-c--- J u l t 2
.  I I  
1  .
4 . ,
-
,
1 1 1 1
1  
-  
%  
;

w 0 1 . ,  iv!
, -

1 • a r  r m o s n i o
t i l  I ,  a  VI Z'a I •
vm
, 
I
A  
A
i  
I
I
I
I
I
;
.
.

Ma i . . . L .  0
1 1 1 1
-
-  I  
v  
A '

Andr ew Imes a map mil ler ,  wr i tten
by David,  to design the levels.
There are 1 2 0  pr e-dosi gnod blocks
per  level ,  which ar e stored in four
preset defini tions to provide a
decent scroll.

programmers have
to write dedicated
routines to scroll the
ST display. These
are of ten horribly
inadequate. How did
David solve this
"bloody" problem?

"With great
difficulty," he hisses
through his  teeth. 'I
have to have all the
background blocks
(the scenery etc)
shifted in memory
four t imes  per block

to achieve a reasonable scroll. There are
120 blocks per level which take 32K, and
then they 're shif ted four t imes so that's
128K. It 's the only  way  you can
possibly get  a decent  scroll. "

A M R  WORDS

G
h
o
u
l
s  
i
s  
g
o
i
n
g  
t
o  
b
e  
t
r
i
e
d  
o
u
t

under the company 's  new
internal games-tes t ing policy.

Richard confesses that their 16-bit  work
has been a lit t le weak in the past, and
now a group of  people sit and play the
game through for bugs and complaints.
As an incent ive Richard of fers a pound
for every bug found.  So, it 's  two hours
of extensive games  play ing 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
riotous ly  happy  public  and warmly
smiling US Gold, it 's  a "mino r  cost".

This  game is likely to suffer f rom
'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
unt il early  1990_

The sequel is out  at Chris tmas.  It's
taken a year of hard s log arid blurred
vision, and is as v isually  close to the
arcade original as anyone could hope;
the gameplay  is accurate to the arcade,s
rignt  down to the way  Arthur sticks his
bot t om out  when he c limbs  a ladder.

Ghouls 'N'  Ghosts is one Hell of  a
good game( (and that's one Hell of  a
bad pun. Unamus ed Ed.)

WHAT'S WHAT
TITLE

PUBLI SHER

PRICE

FO RMAT

Ghouls 'N Ghosts
US Gold

C19.99/E24.99

ST/Amiga
RELEASED December
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Th.  bask layout is designed wi theot sprites or  moving objects.
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SIDE BY SIDE

Here's Corebres at the end of level  2 .  A moan l i ttle pup by al l  accounts.

Some poets of the bodcspreend have remahsed,  namely this rotten m101101111
frees level  two.

Now we'r e deep Into the ganse, in 'veggi e '  country to be exact.  These
poles are dr ipping wi th gooey hive slime which acts as a ki nd of conveyer
belt so you can't  a s t e p  as the bugs attack you.

(perhaps we should al l  si t down in a circle and
, r ight into the 'bones' of the play.  Hah-hah.

This section involves yea dancing across these gargoyles' fleshy asumular
organs (that's 'tongues' to you).  I f  you stay on them too long they drag
you into those gapi ng maws, and i t's gulp!. Goodbye cruel wor ld.

Ilk, ARCADE
THE GRAPHICS MAN
Andrew Threlfall's  computer past is
almost  as typecast as David's.  His
part -t ime job in computers  fur-

nished his home wit h a
Commodore 54, that  was
prompt ly  used as a work
at ion for Andrew's

arlier graphics. Af ter pro-
v iding the graphics for
several games  (unnamed

here to avoid embarrass-
ment) he dec ided to
approach Richard for a
'job'.  His  calibre was
recognised and he was
instantly set to work  on the

visuals for games like
Bubble Bobble,  Bionic  Com-

mandos  and Fly ing Shark.
With an awes ome chunk of

sof tware such as Ghouls  'N'
Ghosts, the sheer quant ity  of
graphics, is enough to turn a normal
graphics man into a blubbering
wreck of  quivering fl esh (probably).
"There was a hell of  lot there,"
Andrew remembers ,  "and we
thought  My  God! Where are we
going to start? Capcom really  went
to t own on the graphics . "

"The test mode c ert ainly  helped
enormous ly .  With it  you can isolate
the building blocks and the sprites
and also their complex  animat ions . "

But the graphics remain on the
arcade screen and you've got  to get
them onto the computer screen.
How's  it  done?

"Well,  we spend a f ew weeks
'testing' the game,  get t ing to know
where all the characters are. Then
we set up a camera,  t ak e pictures of
certain points  and screens f rom the
test-mode. Af terwards  I just work
f rom the snapshots."

Andrew normally  makes like
Picasso on the target machine but  is
completely  in love with the Amiga.
("Just  can't  wait  to get my hands on
it").  He uses Degas for the back-
grounds  and still graphics, and Art
Studio for the animat ions.

The coin-op has a resolut ion of
about  308 pixels across by 257
down with about  eight  squillion
colours, and three levels of parallax
scrolling. How did you manage to
squeeze that much data in this
much of  a computer?

"Well all the graphics  are smaller
but they 're i n  the right  proport ion.
Several things had to go,  primari ly
the scenic backgrounds.  We could
have had parallax  scrolling but  only
in eight  colours  per background.  So
we decided it  would be bet ter to
concentrate on the f oreground. "

It mus t  be really  sat isying af ter
nine mont hs  of work  "24 hours  a
day" to see your fi nished produc t
being played and enjoyed by
people, to see all your work
splashed across full colour spreads
in nat ional magazines. "Yes  it  is ."
And if  someone were to accident ly
erase all your disks you'd do it  all
again quite happily ,  wouldn' t  you?
"Eh?" Only  k idding.
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FIRST CONTACT A  MEETING OF SPECIES •  Choice of action orientation or deep strategic; play.
• — M T N ( )  MEETING OF MINDS.
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SCREEN SHOTS MAY VARY

Outnumbered, outgunned - human cunning and ingenuity are your
only chance!
Mankind is prosperous. tmthreatened and therefore militarily weal.
yet 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 druid on
the station is the last hope of mankind.
•  Strategic garneplay giving months of enjoyment.
•  Fast paced action.
•  Superb graphics.
•  Immense play area with four decks and entire alien vessel.
•  Attention to detail gives total enjoyment.

Unit 1, Hampton Road Industrial Estate. Tetbury, Glos. G1881.11 Tel 0666 504326/504412

ANGTHER RAINBIRD CLASSIC
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MASTERS OF STRATEGY



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.
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game" conjures  up the image of  a
dull, terrif y ingly  boring game and

middle-aged gents with long,  curly
moustaches mobil is ing around a table
coated with lots  of  lit t le hexagons. Well,
if you're like most  people then be
prepared to change your views, because
Laser Squad is an example of how
strategy games can be fun, fun, fun
(even when your father has gone and
repossessed the T-bird).

Laser Squad is interest ing and
different for three reasons:
al because it  has five intricate sci-fi
scenarios to choose f rom;
lo) because it actually has a suspense
element; and
c) ... er, because I say so.

The first thing to do in this  game is
delegate weaponry  and armour to your
squad members .  You have a certain
amount of 'credits ' to do this with.  The
difficulty level determines  the numbers
of creds you start with,  ranging f rom
fabulously rich to Nat ional Health.
lOoohl Bit  of polit ics there! Nice one).
Top of the range in the art illery
department is the heavy cannon la huge
industrial laser gun) to the Marsec pistol
la weedy domest ic  handgun).  You can
also get your fair share of  grenades,
mines, ammo,  machine guns, rocket
launchers and light  sabres. Once your
squad is all 'gunned up'  then it 's well
and truly miss ion t ime.

THE MISSIONS
THE ASSASSI NS -  Target: mega
corporate, high rank, big direc tor type
person, Sterner Regnix. This  man has
embezzelement and espionage for
breakfast, and then moves  on to
government manipulat ion and drug-

dealing for lunch. Tea-t ime could spell
the end of  the galaxy. Laser Squad is
deployed to pop Regnix 's  corporate
cork. But  he is ex t remely  well protected
by his  planet fortress and an elite
squadron of  combat  droids.
MOONBASE ASSAULT -  Target: the
omni-corporat ion'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
connect ions wit h the planet  Soixante-
Neuf) and so deploys itself  to put  the
nosey corporat ion's  conk out  of  joint .
RESCUE FROM THE MINES A
jumped-up group of  'amats ' (Laser
Squad jargon for 'amateurs ') have
fluffed up an important  mine-
installat ion blow-up job.  Luckily  lor
unluckily depending on how annoyed
you are at the amatsi,  three members
of the squad have been imprisoned.
They have vital inf ormat ion about  the
rest of the mine complex.  Laser Squad
miss their tea-break to boldly  go and
free the prisoners.
THE CYBER NORDERS -  A rebel
planet installat ion .5 being attacked by
a squad of  f rumpy  combat  droids,
intent  on dis rupt ing the seismic
equil ibrium (that 's volcanic  activity to
you) of  the planet.  Laser Squad must
'dig in' and give 'Jerry ' a damn good
Brit ish whipping.
PARADI SE VALLEY -  This scenario's
title is  necept ively wrong__ it 's not  set
in a valley at all.  It's more of an alien
infested quagmire,  f raught  wit h pit
falls, rivers  and tunnels  and about  as
Garden of  Eden-like as Cyril Smith's
back passage. Laser Squad mus t
'penetrate' this paradise to succeed.

I M M O  I

M c  may look l i ke sonbethims mare et
how*  crows‘er •  noi c r e s
,
c a pe ,  b a t  
I t s

octvallty trawl your  strategic scanner.
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'Pr epar e o r  war  amen -  N i  the bottle at
the green treas. ."
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WHAT'S
TITLE

WHAT
Laser Squad

PUBLISHER Blade
PRICE El 9.95

FORMAT ST/ Ami ga/ PC

RELEASED O u t  now

review LASER SQUAD

DEPLOYMENT
You get  a God s eye v iew of the level
which slices away all the roofs  of
buildings,  detailing all the fl ora and
fauna, tunnels, corridors ,  objects,
toilets, doors  and computers .  In fact it
shows everything except your enemies '
posit ions. Those you never get  to see
(the screen blanks while the computer
moves  them) remain inv is ible unt il one
of your teams has eye contact.

Laser Squad is quite a civ ilised
game.  You and your opponents  actually
take turns. Each member  is allocated a
number of  mov ement  points  - the int ial
number is governed by how much the
character is carry ing,  how agile he is,
and whet her he's a pencil-necked
shandy marl or not.

Rotat ing on the spot costs one point
per direc t ion,  mov ing across normal
terrain Icorridors ,  space etc) costs four
points, whi le more 'arable'  terrain
(trees, grass, dead bodies  etc) costs
even more.  If you come across an
enemy  (or 20) then you have the choice
of fi ring.  This  changes the on-screen
map. Gone are the vegetat ion and
fascinat ing wall murals ,  here are the
most tangible (i.e. shootable) objects,
represented by  blobs  and bigger blobs
(for trees), You have to direct  a
crosshair over your intended target  and
then choose a shot  type.

AUTO gives you a rak ing machine
gun effect but  is very inaccurate while
AIM is more precise but  costly on the
old mov ement  points;  SNAP is a sort  of
c ompromis e between the two.  The last
opt ion.  THROW,  is an opt ion to t hrow
your weapon at an aggressor.  This,
unfortunately,  is all very stupid.

And so the game cont inues._ lots of
sneaking around corridors,  educated
guesses as to the whereabouts  of
enemy  locat ions, lip-bit ing during fi re-
fights in narrow corridors,  lots  of sweaty
t rigger fi ngers and swearing when your
men get  caught  in ambushes.  Laser
Squad avoids t umbling into the pit fall
which 90% of  all strategy games have
fallen into t h a t  is, hav ing too much
''s t rategy" and not  enough "game. "

ZERO

L as er Squad is int ially  quite hard to
get into.  There are a few menus  to
wade through,  a f ew t it le screens to

go " C o r r  at, and a f ew key decis ions to
be made before you're 'dug in' on the
batt lefield. Even then the fi rst two or
three 'moves ' are quite turgid really,
with menial tasks like arming to carry
out. But  as soon as your fi rst enemy
pops out  of  the metal work ,  your blood
boils  and your kettle runs cold (if  you
know what  I mean).

The graphics are fairly  diagrammat ic
but detailed -  they wouldn' t  stand on
their own but  they do look quite good all
together.  However,  Laser Squad's  last ing
appeal is not  in quest ion.  Wit h game
lengths ranging f rom half  an hour (for a
good massacre) to t wo hours  la good
balanced conflict), seven skill levels, fi ve
scenarios and the opt ion to plot  your
strategies against  an unwit t ing chum,
Laser Squad should keep you computer-
mot ivated 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 annoy ing when you miss  the
music-of f  opt ion,  and you're commit t ed
to hav ing it  blaring out  cont inuous ly
throughout  the game.

My vast (hem! ) experience wit h the 8
bit vers ion of  Laser Squad set me in
good salivat ing stead for this review. If
the game was  brilliant  on the Spectrum.
the 16 bit  incarnat ion had to be out  of
this world.  And it  was... and,  en, it
wasn't .  (Pardon? Ed.). The 16 bit ter has
everything its predecessor had -  the
graphics, the gameplay ,  the suspense,
the skill, the challenge, the characters

e v e n -  but  that 's the point .  I kept
get t ing the impress ion that I was
play ing a Spec t rum 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  I couldn' t  help
think ing,  "Where's  the Amiga?".

However,  Laser Squad 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. I think half  the attract ion of  the
game is the suspense element  (What 's
await ing round the next  corner? Will
the enemy  fi nd me? Where's  Keith
Chegwin?) and the intellectual ego-
massage you can give yourself  when
you do fi nally  defeat the computer
' who plays a mean game).  Laser
Squad has that elusive blend of
excitement,  challenge and addict ive-
ness all mashed into one. Defi nitely  on
the short  list for all t ime classics and
defi nitely  the best strategy game you'l
fi nd in the shops today.
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"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 Sorge, choking on the cigar-smoke slowly filling up inside his space helment
"Right lads. Two-four-six-eight who do we completely hate?" ALIENS!!!

STORYBOARD

1 It took us several hours to get through the airlock. The
Sorge said we should blast our way in like true commandos.
We used up 4000 rounds trying to destroy the door  when
Private Jonkin pressed a button labelled "OPEN AIRLOCK"
and the portal opened. Who says the army is full of
vegetable heads?

ran
obi
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10041711t
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, Our  first sight of the enemy! The scum crept up on us from
behind. The Sorge went ape with his laze-c a n d  fired
thousands of rounds down the corridor. When the smoke and
ozone hod cleared, we saw that the Sorge hod disintergrated
Iwo flower-pats, a wardrobe, matching chest of drawers,
and Jenkins and Anderson, our rear guards. He missed the
enemy completely.

We found a prisoner at last. The Sorge primed and planted
the grenades outside the cell door. I said that perhaps we
should warn the prisoner to stand bock. The Sorge 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 Sorge said it didn't matter because
they were shandy-drinkers anyway.  I respect the Sorge.

I forgot to go before I left so when I spotted a toilet, I nearly
peed myself with glee. "Can I go to the toilet?" I asked the
Serge. He exploded, "Anymore of that 'bladder' talk from you
and you're in trouble my ladl" I was quite frightened by this
and suddenly realised I wouldn't need the toilet after all.
"Besides," Sorge added, "it's just a useless piece of scenery."
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Our next mission was to rescue three squad-cites who had
been captured and imprisoned in a mine. Apparently, they
were "close friends" of the Sorge, and he kept muttering on
about "photographs" and "sheep". His idea was to plant a
thermo-ynuclear charge and blow the whole mine into the
next galaxy, but I knew we could use grenades to break the
prisoners free.
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6 Despite the annihilation of three-quarters of the squad, not
to mention the demise of the three prisoners we were meant
to rescue, the Sorge declared the mission a complete success.
But now we have to cross Paradise Volley, infested with
aliens and venomous splurges. The Sorge has tied me up and
told me to walk ahead so I can foll into the poisonous
swamps before he does. I 'm so proud... eek! Splash!
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review

STORMLORD
SHORTS

Hewson/ST & Amiga /E19.99
Sean:  Badh the Crone has
imprisoned all the fairies in
Fairy land and is draining all
their life energy  in order to
prolong his  (her? its?) own

life. You, St ormlord,  being a good churn
of Rose the Fairy  and a f ounder member
of the F,F.F. (Free Faries Forever) peace
mov ement  intend to release the said
fairies and so dest roy  Badh.

The fairies have been impris oned in
dif ferent areas of  Fairy land,  and not
supris ingly,  many  varied obstacles and
puz7les stand between you and the
ult imate aim of  the F.F.F. For example
you're going to come across giant  bees,
vicious goblins  armed wit h daggers,
skeletons with bounc ing heads and
horrible creepy c rawly  things.

Gett ing past some of  these is of ten
s imply  a mat ter of  chucking an energy
bolt or dagger at them, whils t  others
need more thought .  Take the bees on
level one,  for instance, whic h stand
between you and a fairy. The pot  of
honey about  304:1 screens along wil l
probably  be of some use, but  how to get
it close enough to the bees to distract
t hem is the problem.  You also have an
eagle to call upon for assistance, which
wil l  carry  you to places which would
otherwise be inaccessible_ As usual there
is a sub-game -  this t ime it  involves
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Microstyle/ST & Amiga/C24.99
Paul:  "I t 's  just like the
Sinc lair version, • said
Jackie of  Your Sinclair,
poking her head round the
door.  Well,  I 've nothing

against Speccies but  that 's hardly  a
great int roduct ion to a 16-bit  game.  But
it's about  the kindest thing that  can be
said about  this lit t le number.

The action takes place on a variety  of
dif ferent locat ions (see if  you can spot
the dif ference between them) in a future
universe. You have to purge these
places of  nasty s limey  aliens before
they completely  take over.

Unfortunately  the Ex terminators  -
the good guys - are about  as excit ing to
watch as Arsenal at home,  The most
dist inct ive character looks like a reject
f rom Dy namit e Dux and the rest
resemble the sort  of faceless blurrs
normally  found in football s ims.
Graphically it 's also a let  down_

The monsters  work  quite well and
have a nasty habit  of  changing f orm
during the batt le. The Crit ters were the
ones that I loved to hate -  horrid.  c rawly
things that f ol low you around like
yesterday's garlic  bread. In fact, there
are rather too many  monsters  at one

ZERO

t hrowing hearts at fairies to make them
fall in love with you and then catching
the tears that fall,  like dew,  f rom their sad
eyes_Yeuchl I feel sick.

Stormlord is actually a convers ion of  a
Hewson eight -bit  smash f rom earlier this
year, and is typical of  Hewson's  slick
arcade adventure style games.  One
problem games  like this face, I suspect, is
that the 'left, right ,  pick up, drop'  whils t
perfectly suitable for the 8-bits, seems a
litt le old and staid on 16-bit  computers.  In
addit ion,  St ormlord has  the added
disadvantage of  seemingly  dodgy
collis ion detect ion at  points. Both these
facts meant  that in the short  term I f ound
the game fairly  boring and f rustrat ing.
But, being a persevering type, however,

er,.. persevered, and af ter a whi le I
must  admit  that I was rather get t ing into
St ormlord.

The mos t  attractive aspect of  the
game is the atmospheric  background
graphics which look exactly like the mos t
stonking set you could imagine for A
Mids ummer Night 's  Dream, or Spencer's
The Faerie Queen. Tons of  strange
fl owers,  warped,  gnarled trees, and
striking t hunder and l ightning abound.
The main sprite however,  lets the game
down a lit t le.  Alt hough it  is suitably
coloured and complements  the
atmosphere well,  the animat ion is a lit t le

t ime. The screen is of-
ten c lut tered wi t h  Dr
Who rejects. Just keep
fi r ing a n d  y o u ' r e
bound t o  h i t  s o me
thing, t hough you can't  always  tell what
you've h i t  o r  what 's  hi t t ing y ou.  Sk ill is
certainly less of  a p remium in this  game
than a s t rong t rigger finger.

The other problem is that you can
blast one of  the onc oming Rollerbabies
with enough hardware to put  the wind up
Gaddafi, and st ill end up polishing the
fl oor with y our brand new 501s. Not  all
are so persistent. If there is a name for
fear of doorways  then the Crit ters have
got it. You go through a door with an
ent ire family  of  the things hanging of f
your testes and then there you are on the
other side wit hout  so much as an
embarrass ing itch.

The game does have some nice
graphical touches. For example,  you can
angle your gun instead of  always fi ring in
straight lines f rom the hip. This  is fairly
useful, to say nothing of  satisfying, when
those wretched Crit ters start nibbling
round your ankles and cast wis t ful
glances upwards,  But  to be honest,  I
spent most  of  this game on my  knees.
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"I t 's l ike this officer ,  I  was standing on
this fl oati ng lump of soil, when al l  of s
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 dit ty and wind howl ing through
the trees. It 's in the gameplay  league
where St ormlord scores the points  -  after
init ial unf riendliness,  it  develops  into an
addict ive arcade adventure.  The
problems  are well t hought  out, and give
the game an element  of  challenge which
will keep you c oming back to it  as you
suss each problem.

All in all (he said, int roduc ing the final
paragraph wit h a typical s ummary
statement) St ormlord is a fl awed but
addict ive game and to my  surprise, I
found myself  returning to it  again and
again. Defi nitely  the type of  game which
wil l  bring back many  a happy  memory  for
anyone who,  like me, has moved up to a
16-bit computer f rom an 8-bit ter.

Ami ga score -  ST out  now

GRAPUKS I I I I I ICTIVINESS

SOUND E X E C U T I O N  0

OVERALL79

"I  say I say I say,  what's al l  this green sl ime?"
"Fl ue?" "No,  I  came by telepor ter  -  BOOM BOOM!"

The only  incent ive s topping me f rom
grovelling about  on my  knees were the
various objects I kept being told to pick
up and even these of ten seemed more
t rouble than they were wort h

My  fi nal grouse is that I never knew
how well I was  doing.  Failure to kill
enough aliens  wit hin the t ime l imit
means the destruct ion of  a planet  or
spaceship. Whenev er I was dema-
terialised at the end of  a miss ion,  I was
never sure if  I was  going to get a medal
or be melted.

Well,  there it  is. A rather irritat ing
shoot 'em up in which the good ideas
never quite come off, Instead the screen
becomes clut tered wit h confus ing
monsters and faceless heroes. In the end
I couldn't  give a monkey 's  who won.

ST Score -  Ami go out  now

atomics (Z) MIDICTNIIMESS 0

WINO 0  EXECUTION 0

OVERALL

67
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Prove to the racing world that you have
the guts and determination to become r
aFormula One Driver. Take the challenge
of the CONTINENTAL CIRCUS,
consisting of eight races in eight different
countries. YOU MUST N O T  FAIL!

- ,  A M I G A  E19.99
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Deep in the darkest
depths of London lies a
place more secret than
the Batcave and more
taxing on your wallet
than a night out at
Stringfellows! ZERO's
Alan Tomkins and M att
Bielby went 'pockets-a-
bulgint to the
Electrocoin warehouse
to turn on, tune in and
freak out at the latest
and greatest dosh
eaters in town.
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You'll be pleased to know
we've kept the ratings pretty
simple here in Dash 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...

ZERO

This particular Electrocoin (and we're not gonna tell you where it
- so there! Ed) is the place where most of the coin-ops that find
their way into your local arcades start off life in this country. It
set up ten years ago by John Steigides and Don Holman. In the
early days they brought you the likes of Pacman, Space invaders

nd Defender - today they've probably already got next year's
hristmas number one. This month, two of the main contenders for
e Kung Fu crown (currently held by Bad Dudes) are fighting it a
ne of 1
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mpo t  "I'll just give it o r e  go" c t o r

SPECIAL PROJECT
Kortami/50p a go

W
a
t
c
h  
y
o
u
r  
b
a
c
k  
0
0
7  
'
c
o
s

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
yourself flying across the sea Space
Harrier style towards an island, but
don't let that deceive you. Just when
you 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 tire
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 yet 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

' -  -

*Kt
Hey, what's oi l  this? I di dn't  ask for
an escort.  Wender  i f there are aay
sharks below?

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

As you progress you get the chance
to pick up a selection of fire arms
including grenades (hold 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

lacsik behi nd yell! You maybe abl e
walk on water ,  but  these lokays coo
too and the one wi th the hang gl ider '
about to 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 where
you'll confront a real bad mother in a
black overcoat. Beat this guy to a pulp,

1 1 1 4 4 4 0 - 0 1 J 1 L
There I  was bobbi n' al ong,  Own all el
a sudden Mi ke  Smith drops in - soh
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

Special Project I" has excellent
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.

SSiewEl5i
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NUMMI(
Taito/30p a go
This mult i-level hovercraf t  extravaganza
plays along vaguely  Op Wolfi sh lines,
with you cont rolling an on-screen
crosshair cursor and your lit t le red craft
just bumping along af ter it. You get  t wo
weapons iordinary  bullets  and super
missiles) and a jump funct ion,  al lowing
you to clear logs and fl oat ing 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 variat ion on the theme.

OMEGA ALPHA
UDI./20p a  go
This is a bog s tandard vert ical scroller,
with little else to rec ommend about  it.
The honeycomb backdrops are vaguely
attractive, while your ship makes a
pretty catherine wheel explos ion when
it dies and, um,  that 's it. There are the
usual number of  power-ups  it hough
they all seem to do the same thing) and
I can't be bothered to write any thing
else about it. Next!

SKY ADVENTURE
Alpha/20p a go
As cheap° vert ical scrollers go (there
seem to be a fair number of  t hem about
at the moment) this  ain't  half  bad. From
the '30s air race t it le screens to the
spooky mad-dic tator-crossed-with-the-
land-that-time-forgot story line,  it 's  all
vaguely charming - and s light ly  more
than vaguely well executed too. You get
a choice of four old fi ghter planes to fly
in, each equipped wit h t win machine
guns and an extra special weapon
lbombs and a flock of  mini aeroplanes
etc) while the baddies range f rom fi re-
breathing dinos to boomerang-chuck ing
natives, with the enemy  squadrons of
the evil General Claude himself ,  in
between. Not  too bad at all - give it  a go!

SAGAM
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Taito/50p a go
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grasp of  Japanese means it 's all Greek to me (or something).  Apparent ly ,
though, a 'sagaia' involves fl y ing a lit t le space ship along and shoot ing

things. Ho hum.  So much for originality .
Still, as  hopelessly unimaginat ive shoot  'em ups go, Sagaia isn't  half  bad. It lives

in an impress ively  big (and painfully  diffi cult  to photograph) cabinet  wit h t wo (yes,
two! ) screens lodged side by side inside. You fl y in f rom the left  of  one screen as the
waves of  baddies zoom in f rom the far right  of  the other - then the fun begins.  It all
seems quite easy at first -  the bad guys have to cross t wo screens to get  to you
(which means  there's  plenty of  t ime to blast t hem} and power-up icons are plent iful.
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Blinsey! I t 's a gl oat solar fish thing! Looks l ike we'r e in deep Wools here,  boys!

Then suddenly  it  all gets very tricky. Solar flares rip your ship to shreds, giant  fish
leap out  of  the fl ames beneath you and even the ordinary  aliens become extra
sneaky -  entering f rom behind (Lordy !  Ed. .  The screen fl ips over and scrolls the
other way  occasionally  too, which is  tres confusing.

The first level (which I 've just been blathering on about ) takes place over the
surface of  the sun, but  later goes to Mercury,  Venus and successive planets out  to
Jupiter Ibut  I didn' t  get that far.) Ahem.  Basically this t wo screen business is a fairly
playable gimmic k  (sprites only  disappear
down the crack between them for the brief-
est of picoseconds) but I doubt  the game'll
go c lown as a real coin•op classic.

BIG RUN
itRiSrBi

Taito/E1 a  go

W hat 's the point  of  a s it -down driv ing game without  a hydraulic  cabinet, eh?
No answer to that one -  have you, Taito? Oh, urn, you have? Ah, it  seems
Big Run,  like mos t  racing games,  does come in a hydraulic  cabinet if  you

want  one, but  mos t  arcades don't  'cos: a) they cost more and: b) they 're too heavy to
lug about .  Even more of  a disappointment  is the fact that the game is des igned to be
linked up wit h loads of  other Big Run cabinets -  so everyone play ing is rac ing
against each other- but no arcades outside
Japan land perhaps the USA) have enough
machines to do it. Shame.

Still, even in ' bor ing'  non-hydraulic ,
non-linked up mode Big Run turns out to
be a surpris ingly  jaunty  lit t le bash. Your
motor -  in this case a rally-going Porsche
Turbo -  has  all t he usual cont rols  i t wo
gears, a brake and a thrott le pedal) to keep
it vaguely  under control,  plus a neat horn
gimmic k  wh i c h ,  wh e n  honked,  c lears
other cars out  of  the way.  All wou ld  be
hunky dory ,  bu t  t here are s ome o f  t he
twistiest, turniest  mountain paths around
helping to send you spinning off. Which I
did -  a lot!

I've a f ew complaints  though.  Chiefl y
that the graphics seem a touch blocky and
crude, but it all runs fast and while Big Run
won' t  break any barriers  it  wil l  win  a fair
f ew f riends.  I  think .  I t 's  certainly  more
playable than Outrun. Give it a go anyway.

Big Run is based on the Par is-Dakar
rally., There are numerous stages,
each one  a  ni ghtm a r e  of  tw i sty
m ounta i n passes,  bum py  sur faces a nd
daddy  bends.  Yikes!
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(RIME CITY
Taisumi/50p a go
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people who brought  you Bad
Dudes, wit h just  a touch of

Operat ion Wolf  thrown in for good
measure. Yes, what  we have here is a
t wo player, horizontal-scrolling Kung
Fu-pick-up•a-gun-and-blow-the-suckers
-away job.  Then just  when you're get t ing
into it, the act ion suddenly  changes to a
3D shoot- out.

The game starts, as you've already
guessed, on the city streets. Sc rolling
along you're given the chance to beat
up assorted thugs, then pick up a
selection of  fi rearms and blow away  a
bloomin'  great  black doberman.  Level
two is a hoot .  Here you jump across the
top of speeding cars and trucks and
onto hanging plat forms to progress on.

There I  was wi th my fistful  of dollars
when these dudes star ted coming at
me from al l  directions.  Suddenly i t
was G unfi ght  At  The O K Cor r a l  for  m e
and curtains for  those punks!

your way.  I loved the Hell's  Angels,  who
roar in wit h their choppers.  Af ter the fun
comes some real hard light ing in an
underground car park, where the act ion
keeps switching between 3D and
horizontal scrolling.

Survive all this  and you fi nd yourself
in a bank. Your job here is two-fold -
first you have to b low away  the baddies,
then rescue the hostages. Once you're
outside again,  you mov e f rom a scrap-
yard to a seaf ront  sett ing, rescuing
more hostages on the way. If you're a
glut ton for punishment  you fi nd
yourself  back on the city streets again,
but this t ime the urban guerrillas  have
fl ame throwers  and pet rol 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, i t s  fun to play and should end
up in mos t  arcades.

Wil
ZERO

Isn't there something up wi th the
stale here or  is this the biggest T72
assault tank In the wor ld?

UN SQUADRON
Capcom/50p a go

T h e  latest in a long line of  games
f rom Capcom is a bit  of  a let-

down,  I 'm afraid. The presentat ion
graphics are well laid out  and detailed,
with the fi rst screen giv ing you all the
usual crap about  your all import ant
mission to save the world,  Then you get
a screen wit h three youthful pilots  and
you have to choose between a Tomcat
and an A10_ Hav ing made your select ion
your pilot  disappears and your plane
zooms off  to do battle.

It's when the game screen comes on
that the graphics go downhil l  and
poorly -drawn planes and backgrounds
abound. If this orte ever makes it  onto
home computers,  some graphic  art ist 's
going to have a fi eld day improv ing on
them. Thankfully  the gameplay  is bet ter
than t he graphics, even if  it is a cross
between Defender and Silkworm_ It's a
horizontal shoot  'em up and  all the
usuals are there inc luding extra
weapons.  Level one sees you blast in'
the hell out  of  an oil refi nery  complex.
Enemies inc lude Hind 24 helicopters
and T72 tanks so you could almos t  call
this Commie Bashing Squadron.  This
two-player game is not  up to Capcom's
usual s tandard.
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Come her e l i ttle one -  I 've got
something for  you.  How about a
baz ooka or  a 'matron 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 Hord
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 HO 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
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 cried' arcade in the
land I recommend Casino
Entertainment in London's
Tottenham Court Rood 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
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 W1P 1DE.
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GM AMIGA £24.99
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On the night of the Plbaraoh's death. Asnon-Re, the Sun God. rescues one young prince from the wrath of Seth, God
Desert and Evil. bringing him to the fellers amontstittiorn he Is raised. You are this young Egyptian prince, royal blood flows

veins end ambition and intealgtmee move you Into trade as a merchant - your opportemity to escape Els life oft servant.
• as your wealth Increases and position in society rises. ireiltralonsy threatens your life. It is then that princely courage

protects you against your enemies. The struggle to regain your birthright is a life's Journey of adventure and action.
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"Pharaoh comb-Mee effective
graphics and superb sound in a
very playable game. From the
word go, It offers a wide variety
of options and playable sub-
games. I f you fancy something
different, take a look.”
AMIGA ACTION.

u m (  graphics are superb t o
ST FORMAT
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Wes
MacDonald d  Se
onto an 'X particle',
accelerated them to
cent the speed of light, and
shot them into the Dream-
track Corporation's Security
Computer to have a look at
!Morphoses. It was a tricky
process, (Sean bruised his
little finger)but we'll go to
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Set in the
not  too
di stant
futur e,  the
wor l d of
interphase
comes at a
ti me w h e n
ever yone
has a l ot
of  spare
ti me on

thei r  hands,  due  to the total
automat i on of  most  industr ies.  As
a resul t,  the  leisure i ndustr y has
expanded beyond al l  r ecogni ti on,
and one  par ti cul ar  for m of
enter ta i nment  has come to
domi nate:  the  sci ence of  Dr eam
Recor di ng a nd Dr eamTr acks.

Dr eamTr acks (r ecor ded patter ns
of  i magi nati on) whi ch are pr oduced
by mul ti -nati onal  cor por at i ons but
the 'Dr eamer s a r e  bei ng
subl iminal ly br a i nwashed by the
power  classes w ho are pepper i ng
the Dr eamTr acks wi th pr o-
gover nment  pr opaganda.  n u k e
frankly.  thi s i sn't  cr icket.  And one
Dr eamer  swears to do somethi ng

a bout  i t.
Cha dd (the
Dr eamer  i n
quest i on)
bui l ds
somethi ng
cal led the
I nter phase,
whi ch
spr oi ngs
his mi nd
inside the

i r  S e c u r i t y
Com put e r  -  wher e he can basical ly
bugger  up the whol e  caboodl e.  I t s
a bi t  l i ke a cross between Tr am
Max Headroom, Joe 90 a nd Lassie
Finds Vet Another Boy Stuck in A
Dangerous Mineshaft
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plans (the dif ferent  levels) to
study and you have to al low

your 'girlf riend'  to pass f rom one end of
each fl oor to the other wit hout  walk ing
into any hazards. For instance, there are
video cameras, which,  if  they spot her,
wil l relay the informat ion 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 ' ins ide the computer' .  You can
s ummon up info on what  the camera
'of f -switch' looks like and fi re up the
navigat ion c omput er (which wi l l  s how
you the way to go) before you plunge
into this weird world.

Aha! There's the doofer  that launches
the aer opl ane thingies.  i t 's r ipe for  a
homing missile, I 'l l  be bound.

I ts really  like being ins ide a rather
bizarre computer.  All you need to k now
is that the animat ion is absolutely  first
class. Oh, and your 'ship' is cont rolled
ent irely  by mouse,  so get  a ZERO
mouse ma t  (Out  soon!) 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,
you' ll encounter all manner of  hazards
to interact  with in the 3D env ironment :
locked doors  (er, you need to open
them);  turntables  (they send guards  off
in direc t ions of  your choosing);  pressure
pads (you need to avoid them.  Um,  and
somet imes  you don't );  electrifi ed fl oor
(frazzles the guards,  unless your chick

touches them fi rst in which case they
frazzle her);  workshop systems (where
you can manufac ture items you have
accidentally blasted and then realised
you need).  And there's  more,  but  this is
a miss ion of  discovery, so I won' t  spoil
it for you. Basically  it 's a case of  looking
at the map,  think ing ' ' how on earth can I
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 react ions match up? Is
it a perfect blend or are you lef t  want ing
to jump out  of your top window? Um,
no actually.  To my  way  of  think ing it
comes down too heav ily  on the cerebral
wit h 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'.  May be it gets a lot  harder on the
later levels, but  the trickiness of the

4111, 41
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Uh-oh! Under  attack from a futuristic
cabbage crate (ici: a plane).

strategy element  can bog down the
most  ardent  shoot  'em-up fan unt il he
tor she) just  gives up. May be I haven't
applied enough ' thought '  to the
problem at hand, but  there you are -
that's how I feel in 10 tests. On the other
hand, the dedicated strategy buf f  might
well fi nd the 'arcade' sequences
(regardless of  the impress ive graphics
and sound) something of  a bind.

However,  there's  a 's ub-s erof  people
with the IQ of  Sir Clive Sinclair,  the
reflexes of  Roadrunner and the patience
of a lighthouse keeper, who wil l love
this game.  It 's a blink in'  c lever lit t le idea
and though diffi cult ,  it 's implement ed
with sheer class..
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A fiendishly canny strategy/
shoot 'am up with outstanding
graphics and brilliant sound.
BUT_ it gets too hard FAR too
quickly.

89
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1. The starting point for your
chick

I  The first locked door. But
dean unlock it  until you've

It with the first camera

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

4. The second camera. Leave
this en. As your 'babe '
pusses, it ' ll set a  defence

d Into meofien on its pre.
1 .1  path -  which moans

it won't be ' in the way'  a  bit
inter on.
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7. The lift. "Going up HI
level two!"

IL This shows the power of
magnification available. It's
crucial that you zoom in and
check things out -  what looks
like a full stop might actually
be a picture of the
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I nter phose

Mir rorsoft

£24. 95

ST/ Ami go

December

5  ean;  Let 's  face it, the chances
of get t ing the brain of  a
technical genius  and the brain of

a mega game des igner squodged into
the same skull are pract ically nil.  So,
when a game like this comes along,
pushing back the graphics barriers  in
huge chunks, fun-wise they 're generally
about  as excit ing as play ing t iddlywinks
with y our aunt ie who died last year.

ImageWorks,  doubt less  aware of  this
problemet te,  got  round it  by get t ing one
person to design it, and another person
to work  on the actual gameplay .  Two
brains, t wo specialists and t wo skulls.

Well,  almost .  It's the fastest solid 3D
ever but  to be honest, this fact doesn't
impress me too much.  The graphics wil l
be improv ed on eventually ,  or maybe
within months ,  and excellent  games
have certainly  been created wit hout
stretching limits ,  so barrier-break ing is
no real indicat ion of  playability.  The

He r e 's  the  be r k  w i th the  electr i cal
cable sel lotaped to the back of  his
'l eathers'.  Bleeeeegh! What  a gimp!

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

Fortunately,  interphase manages to
create a believable,  imaginat ive 3D
world,  and pack in an addic t ive chal-
lenge to boot.  You wil l  be able to tell
f rom the screenshots that Interphase
has t ruly  as tounding graphics, but  what
you won' t  be able to glean, is the
smoothness and speed wit h which the
screen updates -  scrolling is too s imple
a word to describe what  happens. This
smoothness, which I would put  on a par
with some animated fi lms,  really  does
create the feeling of  'being there' more
than any other computer game I 've
played, Basically, the graphics are
superlative, In addit ion the sounds are
very 'science fict iony',  and again
contribute great ly  to the overall atmos-

phere of  the game.
The actual game,  once past the

cyberpunk scenario, is a sort  of strategic
shoot 'em up. Each level begins  wit h a
thorough examinat ion of  the map,  and a
route must  be planned ahead for the
girlie if  she's going to avoid get t ing
fried on an electric pressure pad or
mashed by some defence droid.  Even
the map section is impress ively
presented, an indicat ion that  at tent ion
has been paid to perfect ing every aspect
of the game.  Needless to say, the shoot
'em up sections of  each fl oor are
brilliant ,  and you can either go st raight
for your object ive as fast as possible,  or
stroll around taking pot  shots at
anything that  strays wit hin range_ It's
brilliant  fun either way.

All is  not  sweetness and light ,  how-
ever. At  the end of  each level is a sect ion
which involves  guid•
ing y o u r  craft  t h ro -
ugh a  red and whit e
stripey tunnel. Maybe
I 'm just crap at steer-
ing or something,  but
I f o u n d  t h i s  t o  b e
pretty diffi cult .  Even
if I  fi nis hed a  lev el
wit hout  l o s i n g  t o o
much energy,  I  gen-
erally  lost loads in the
tunnel. Personally I think it was all rather
distract ing, as it seemed to be tacked onto
the end of each level for the sake of it, and
it added not h ing  t o  t he  game.  May be
that's just me,  though,

I also wonder  about the actual
' learning curve',  and whether it  gets too
diffi cult  too quickly, thus forc ing some
people to reach an impasse and give up.
This said, I suppose some smart  arse is
bound to writ e in within about  two days
with the complete solut ion.

Still, chucking my  personal gripes
through the round window, I am certain
that no one who buys Interphase can
fail to be impressed by the mix  of
as tounding graphics and addic t ive
garneplay. It's a thoroughly fab game
and I wouldn' t  hesitate rec ommending it
to anybody

!ME VERDI(
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GRAPHIG 95

ADDKTIVENESS 95

EXECUTION 85

EXCE1111111 blend of
breathtaking graphics and
addictive gaineplav Yet
another impressive game
courtesy of linageworks.

HASSLE FACTOR: 1
The tackiest, most
awful 'start of
game' sequence
ever. Has to be
seen to be beleived,
but once is enough.

•  2 0  •  4 0  •  6 0  •  8 0  •  1 0 0
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MICROMEDIA
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 riot
worth it. The PC Engine is a machine
with wonderful capabilities. USE THEM!
For further information and location of your nearest stockist. ring 0743 271792
or write to:

MICRO MEDIA
MICROMEDIA SALES AND MARKETING LTD.,

83a lAryle Cop. Shrewsbury , Shropshire SY1
Tel: 0743 271792. F a x :  0743 272168.

• 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 you will have access to
our exclusive games tips (and cheats!)
and information to help you enjoy your
machine to the full.
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NORTH AND
Infogrames/ST & Amiga/C24.99

SHORTS

Sean:  Now before you get
confused, let  roe just explain
something.  Nort h And South
is the Brit ish vers ion of  a
French game based on a

Belgian comic  about  the American Civ il
War. Everybody got  that? Good.  No w
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 let ters after their name fi nd
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. (Eh? Ed.)

Firstly, as it 's  based on the American
Civ il War,  it  can be played as a fairly
s t raight forward but  pret t ily  presented
strategy game.  Mov ing your forces
round the map,  you mus t  dgeat  the
enemy, and v ic tory is largely  dependent

'Er .  we go,  ssirli we go,
hal f a l eague,  hal f a league,
league. . .  You get the Idea.

'Sr .  we go,
half a

upon protect ing your rail network  and
the ports. Random elements  can be
integrated into the game,  such as
rainstorms (these prevent  batallions
f rom mov ing) and the arrival of  boats at
the port  carry ing soldiers  (whose
soldiers depends upon who is occupy-
ing the port  at the t ime).

In addit ion,  it  can be played as a
strategy game where victory depends
on you defeat ing the enemy  in various
arcade sections. There are three of
these, the fi rst and mos t  important
being the bat t lefi eld sequence, in whic h
you mus t  fi ght  the oppos it ion.  Obvious,
really. In the next one, you get  the
chance to steal money  f rom the
enemy's  trains, by boarding at the back
and work ing y our way  to the front.

Finally, there's  a sect ion where you
must capture the oppos it ion's  fort. This
is a race against  the clock to reach the
fl agpole.  Between you and v ic tory  stand
enemy soldiers, booby  traps, broken
paths and dogs  who attack you, Eeeek!

The one thing everyone in the ZERO
office said about  North And South was

Dunnit  look good'  and there's  no
doubt  that it 's an inc redibly  slick game.
From start  to fi nish,  the c art oon
,
/
graphics and animat ion are brilliant ,
Even the opening sequence,  where the
opt ions are set, is invent ively  des igned

"...ammo •  •  a •  • •  •  •  • •  •  "ma
, •  g i p  . . . p e a t -  
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I l ove a story wi th a happy ending.

and superbly  presented. The sound is
likewise unusual,  but  excellent,  and
perfect ly complements  the cartoony
graphics. The arcade sequences are
impress ively  presented and great  fun, if
a lit t le difficult ,  and do actually play
pretty well.  Nort h And South has also
got  some very original and very funny
sound effects. For instance, you start
the game by pok ing your cursor at a
cameraman's  derriere.

All in all,  a pret ty  good mix  of  arcade
sequences and strategy. I doubt  if  it  will
appeal to hardened strategists, but  it
does int roduce an element  of  planning
and organisat ion for those who are
normally  rabid joystick wagglers .
However,  I 'm not  sure that it wil l  stay in
many  people's  drives for long,  as it
seemed fairly  s t raight forward af ter a
while.  St ill,  it 's really  good fun and well
wort h a look, but  give it  the once-over
before you buy.
Ami go Score -  ST out  now

GRAPNICS 0  ABOICTIVINESS

MIND u tc u n o m

2 LEAGUES: 16 PLAYERS EACH LEAGUE. 30 MATCH SEASON • U.
CHAMPIONSHIP: WORLD CHAMPIONSHIP. INDIVIDUAL PRACTISE
,SAFE IV. POSITIONAL POTTING. ADVERTISING : RUYISELL SHARES

SAVE/LOAD GAME STOCK MARKET: MORALE
. P . W . L  F A R T S .  5
S K I I
LEVELS • MANAGERIAL RATING: PROMMION• RELEGATION: TOUR
TV SHOWS STRATEGY QUESTIONS PERSONAL APPEARANCES
- C I .BREAK: PLAYER/MANAGER NAME EDITOR. FIXTURES: WATCH

PLAYER: WIN POOLS • LOANS BANKRUPTCY: SACKINGS: PLAYER
OFFERS: ILLNESS: LEAGUE MATCHES BEST OF 5 FRAMES: STATIC]

MA fCH GRAPHICS: ALL ROUND PRACTISE: VIEW LEAGUE TABLES
PRIZE MONEY: IMPROVE PRACTISE TABLES: COUNTDOWN END 0

SEASON EARNINGS: FULL RESULTS

£7.95 SPECTRUM
48K/128K

Make cheque/PO
payable to:
Image Software,
Trevol Business Park,
Trevol, Torpoint
Cornwall

Coining soon:
SNOOKER MANAGER 2
For Spectrum 128K,
Atari ST,
Commodore, Amiga

Tel: (0752) 812148
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You want

a big

compo???
That's

rather

hard???

With an

extremely

long list of
prizes???

Well, here
it is!!!

IT'S A
BLINKIN'
(And here' s the second par t )

ZERO

FIRST PRIZES

SECOND PRIZES

RUNNER-UP PRIZES

THE ZERO/VIRGIN MASTERTRONIC COMPETITION
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W I N  £ 5 0 , 0 0 0  WORTH OF PRIZES!!!

5 0  Sega Super Systems (Each with the Sega
console, t wo  control pads, a light-gun, 3-D glasses
and a  free 3-D game to get you started)...

5 0  G oodma ns " Y uppi e  Blas ter' CD/ ra dios  (each
with  16  track p rog rammab le  memory,  5-band
graphic equaliser, turbo bass boost and loads loads
more)

2 5 , 0 0 0  quids wor th of Virgin hiastertronic
so f twa re  (i.e. about three squillion gougol t rillion*
tota lly b rillian t  games).
•roughly

1 0 , 0 0 0  quids worth of money-saving vouchers
(a llowing you to  save heaps o f  your hard-earned
spondies).

AND THAT, AS WE SAID, ADDS UP TO f  5 0 , 0 0 0 .
QUITE A  WAD REALLY.
You'll wa n t  to kn o w wh a t  to do this month though, wo n ' t  you? Well,  we ' re  not
going to tell you (ho ho ho). Oh, o ka y then but fi rst a wo rd  f rom our sponsors:
Part t wo  o f this amazing competition is being brought to you by...
1) The grand o ld  fo lk a t  Virg in  Mastertron ic 2 )  The sterling people f rom
Goodmans 3 )  Us, the spiffing ZERO team and 4 )  An extreme ly wh if f y  'sa lty
sea-dog' fishing t ra wle r captain f ro m No rwa y  called Jurgen Jugennson. (Are
you sure about number four? Ed ).



IT'S
A

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
issue!

Whoops r ns  afraid we
forgot to add on ear  map in

Issue Ono the following
acknowledgements: Based

upon the Ordnance Survey mop
with the permission of the
Controller of Her Majesty's
Stationery Office, (cj Crown
Capywright. Reproduced by

permission of Geographers' A-Z
Mop Co. Ltd. Sorry!

THE STUFFY CONTINUES

I'm afroid there's no time to
go into the Gold Run now....
It'll be RIGHT at
the beginning
of the next
show.
Goodbye.
See you then.
(Grovel grovel

ZERO
THE ZERO/VIRGIN MASTERTRONIC COMPETITION

If you worked out the starting place lost 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 some 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. Wa lk  down this
road and take  the third right (opposite 'crappy
green spiky leaf  you get  a t  Christmas' Lodge
Gardens). This third right  wil l  t ake  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 's ix  sided ro ad ') .  No w 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  lit t le dance on the band-
stand ( if  you feel in  a  'g e t  down and boogie' sort
of mood) and chug on up and over the brow of
the hill. This wil l  bring you onto a  road (wel l ,  i t '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 wil l  t ake  you through a  road with a
rather crap Welsh sounding name. Jot i t  down.

What 'Bob' is trying to say is that we're not
going to give you the final clues and the entry
coupon here: we'll be doing it next month -  in the
final part of the competition -  with details of
what to do with the information gleaned so for
(so you can actually fill the entry coupon in!) And
with the chance to get your hands on some of the
£50,000 worth of prizes. You'd be rather stupid
NOT to fill it in. Goodbye. See you next month.
(Grovel grovel).

1_ . 3 . )  O r  L t .  1 n u m
4810213K

Make cheque/PO
payable to:
Image Software,
Trevol Business Park,
Trevol, Torpoint,
Cornwall

•

SNOOKER MANAGER 2
For Spectrum 128K,
Atari ST,
Commodore, Amiga

Tel: (0752) 812148
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Hold onto your
bladders, chums!
David McCandless

is here with a
huge deluges of

tips, hints, maps,
cheats and... um...

that's it, really.
(*atom of a trickle, actually.)

SLO W THI NG S O F M E  UNIVERSE

110.,111 THE T1111 -TO
E D S L I MThe sluggardly three•toed sloth only

'goes to the toilet' when it rains. This is
because the pathetic creature is so

useless at running away that it &smell
risk blowing its cover by accidentally
'wee weeing' on a toes head whilst
dithering through the treetops. Mehl

GUM
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 Wooclyatt, for  the
following tips.

Mi m i ng!  Y ou are a b o s A
sister the br own-nose

zone.  Parched for  Nps
month,  I  wonder ed how I

could fil l  those
beloved pages.  I  spent a
night tossing and turning

(and tossing soave more) in
an effor t to decide.  Final ly

I tur ned to the oh-so
bri l l iant I l ectr eak Arts for

help.  Angel is tosl oy
Monstor d hoard say

grevel l ing plea end very
kindly sent nee several
tenses of tips and hoist

books for  EA gausses.
Here's a selected few for

Bord's Tabs I .  And now kw
the plug: Nils smogs book
and others l ike i t cam be

obtai ned from the EA
Customer Service Desk at

1 5 . 0 0  each.  Thera ar e
t I l l . .  l i ke SooHnol  Worlds,

Wasteland,  and Bar d's
Tole II.  And they'r e greet,

they'r e bri l l ,  they'r e. . .
(I  thMk they' vnt possibly

got  Mao meager *  wow - NEM II I

VIGILANTE
A rather perplex ing lit t le chea
mode-elle,  this. Get a high
score is implic it y  in itselfi  and
then enter your name as e'the
'POOKY IS MY PAL' on the V
or 'GREEN CRYSTAL' if  you're

using an A mi g a .  Remember to include
the spaces in both cases_ Then, when
you restart, El wi l l  give you a life and R
will advance you to the next  level,

LAST DUEL
On the ST and A mi g a ,  use
the game wit h F9 and
hold the HELP key down with I
left shif t  and '1'.  Unpause
and the funct ion keys wi l l  take
you through the levels while
FE3 gives you fi ve extra lives.
For mult iple PC cheats type
'STRIDER' on the game
screen. Then F9 wil l  teleport

you t o the next  level, FS will give player
one five lives, and F7 wi l l  do the same
for player two (the snivelling sneak).
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INDIANA
JONES
Car, you've got  to be a
shandy-man if  you can't
complete this  game.  On the
tit le screen type IEHOVA (the
Latin spelling of  Jehovah -

intellectual Ed.) and the screen wi l l  flash
grey if  you've done it  right .  Then '2' wi l l
teleport you to the pre-fi xed points  in
the level, 'L' wil l  advance you to the
next level, and 'I wi l l  give you an icon.

STRIDER
Pause the game with F9 then
hold down the HELP key with

left shift and '1'. Af ter unpaus ing,  keys
1,2,3,4,5 will take you to the respect ive
level, while Fl,  F2, F3, F4 wil l  take you
to the fl ash-points of  the levels.

SPHERICAL
Type '13LADERUNINER' on
the menu screen for a variety

of pathetically gut less effects.

i
l
l
e
r
r  
•

DENARIS

crystal tips*
*and Alistair

Okay, this  is a hard game but  that 's no excuse. To receive infi nite 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 but ton whi le it  loads.

ZERO 69



TEETHING
TROUBLES

This section is
dedicated to those

games that a
tougher than averag
to get into, giving you

a little head start on
the road to complete

fulfillment. This month
we're grappling with
Steel and Bloodwych,

both deceptively
complex. Don't forget,
if you've any tips on

toughie to pass on
send them

TEETHING TROUBLE
at the usual address

and then the enti
universe will

eternally in your de
(or possibly not

crystal tips*
and Alistair

STEEL
hen I reviewed this game I
complained that it was a
mite too simple, but now I'll have

to retract that rather over-ambitious
statement. At the time I thought, "Easy-
peasylapaneasy. I'll complete it no
hassle." And it seemed no hassle until I 'd
collected all the cartridges and was about
to uniam signal six. Aft. Doing 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.

GENERAL TIPS
•  Keep fi ring as much as possible.
•  Mos t  of  the scenery is just  decoration,
don't  spend hours  t ry ing to pick it  up or
shoot it.
•  If you fancy a breather then fi nd a
room with a wall on one side and stand
(or fl oat  in this case) at  the oppos ite
edge of  the screen. No robots  wil l  enter
•  Af ter k illing a squill ion robots  don't
go, reek ing wit h confi dence, to the
nearest power-up wit h the intent ion of
recharging all y our energy. If you fi ll up
to 999 you wil l  explode.

The mos t  ideal fi ll-up stat ions are at
A2 and C6 on the map.  They  are screens
completely  enclosed by walls  so no
androids  can force their way  in.

= Computer Terminal •  = Cartridge E = Energy I  = Wall  El

I N  • 1111 PIE N M
K i l i c 1 1 1
-
1 1 1 1 M 1
1 0 1 1  
1 3 1
1 1

M I N  MUM N M I  l i g  I N
M E I  1111101•111111

111 N M  N M I  PI
M N  M I N  -  11111311

1111•1111111 P A M
151 111111E11111 • N M I

Nil M i l  E INI  P I M  E M I
Mil • '  O i l

STEEL

•



---: Nothing... zitcho
= Pillar
= Door

tED = Er... bed

GENERAL TIPS

THE ZERO MAP
,

LOODWYCH: THE FIRST HALL

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...

•  Use the quick start opt ion.  Wandering about  recruit ing no-
hopers to your 'merry  band  takes too long if  you want  to get
down to some serious annihilat ion.
•  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 k now the layout  of  the
dungeon you' re in, and use the old 'dodge as quick as
lightning' ploy  to avoid your enemy.  Alternat ively ,  retreat
steadily, fi ring miss iles  and spells  f rom a distance, so that  he
doen't get a chance to gut  you.

crystal tips*
and Alistair

Nasties can't  open portcullises so use these as a fi nal
escape if  all is  not going well.

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

Characters you t ry and communicate wit h are the ones who
don't  attack you s t raightaway.

Always  give your fi ghters the best armour.
Always  have your mage ready wit h a spell (or three).
Here are the prices for the shop. Make sure you visit  here

before entering the keep. DAGGER (51, LEATHER SHIELD (6),
SWORDS (10), STAVES (8), LEATHER (71. CHAIN MAIL (121.
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 wil l  be exchanged for
the money  in t rue Leslie Crowt her fashion.

ZERO 71
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It's expensive not to join
Club Privileges m e m b e r s h i p  E5•00
• Bi monthly 13L,yers 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. Mos t  lines in stock.
• Games sent individually by 1st class post. Mos t  irt through your letter-box.
• 7.day hotline, until apm weekdays, 10 to 5.30 Saturdays, 11 to 5 Sundays.
• Written notification of delays and instant rPfundS on request

AMIGA S T
30 PC/Di
APB
 AFTERBURNER
ALTERED BEAST
ARCHiPEtAGos
ARTHUR (INFOCOMI
ASTAROTH

BALANCE OF POWER 1990
BALANCE OF POWER '990
IIALLISTIX
IIALLYHOO IINF000046
BANGKOK KNIGHTS
BARBARIAN 2 PALACE)
9A9BARiAN 2 IPSYGNOSJS- 9 9
HARDS TALE t 7 9 9
DARDS TALE 2 _  1 6  49
BATMAN TH E  CAPED CRUSADER 1 5  49
BATMAN THE MOVIE . . . . . . 1 5 9 9
BATTLE SQUADRON _  _ •  •  1 5  99
BAT1LECHESS . 6  49
BATTL E TECH IINFOCOMI 1 5 4 9
BEACHVOLLEY 1 5 . 9 0
HE YOND DARK CASTLE 1 5 9 9
BEYOND ZOIRK iiNFOcom)  1 3 9 9
BLADE WARRIOR 1 5  99
E IL
,
9 0
0  
M
O
N
E
Y  
-
4  
4
9

•P .  - 7
9
2 W Y
C H  
1
5  
4
9

18 49

99 DOE PLAYER 2003 ,  .1 4 4 9
LIGHT (3-D ANIMATION •  DRAwi 3 1  49

CAaAL,  1 5  49
CAPTAIN
CHAMBERS OF SHAOLIN 1 4 9 9
CHAMPIONSHIP BASEBALL 9 . 9 0
cHkiaPioNsmip BASKETBALL 5  99
CHAMPIONSHIP FOOTBALL 'USA' 4 9 9
CHAOS STRIKES BACK
(OH, SCENARIO DISK).
CHESS PLAYER 2150 ' 5 . 9 9
CHESSMASTER 2900 1 5 4 9
CHRONO QuEST •  9 . 4 9
COLLOSUS CHESS X 5 . 4 9
CONFLICT EUROPE •  1 6 . 4 9
CONTINENTAL CIRCUS ,  w a
CORRUPTiON (MAG SCROLLS) 1
3  9 9DAMOCLES 1 6  49
DATA STORM 1 2  49
DAY OF THE VIPER ,  1 5  99
DEFENDER OF THE CROWP/ 8 1 9
DEGAS
DEJA VU ,
2  
4 9
DEJA VIJ 2  • 1 5  99
DELUXE MUSIC CONSTR SET, 4 6  47
DELUXE PAINT in . 5 .  49
DEMONS TOMB 1 2 9 9
DEMONS WINTER (SSI)
DRAGON N1NJA •  5 49
DRAGON SPRIT 1 2 . 9 9
DRAGONS LAIR 11 MEGI 2 8  49
DRAGONS OF FLAME ISSI) 1  T49
DRAKKHEN . 8 9 9
DUNGEON MASTER
DUNGEON MASTER 11 MEG' 1 5 . 4 9
DUNGEON MASTER EDITOR • •  7 4 9
DYNAMIC DEBUGGER 1 5 1 9
DYNAAMTE DUX •  • 1999
ELIMINATOR ,  ,

[DISKS

Name
Address

' 599
'2 99
'6.49
15 90
15 49
16 49
'4.99
6.99
599

MEG'
699

IS 99
1818

13 49
EMPEROR OF THE MINES „  1 9 4 9EXOLON
EYE OF HORUS •  • 1 9 9 9
F16 COMBAT PILOT •  15 grg
Fie FALCON . . . 1 0  49
F16 FALCON MISSION M K  . 1 2 . 9 9
FAERY TALE 1399
FAST BREAK•  1 6  49
FEDERATION 04-  _  • •FREE TRADERS . 1 9 4 9
FERRARI FORMULA 1. 1 6  49
FiEND4SH FRED'S BIG TOP OF FUN 18,49
FIRE BRIGADE ( I MEG' •  •  1
0  4
9

FIRST WORD PLUS

13.49
8.49

1219
519
999
4.99

1599 GE TTY S B U R G ISSii ' 9  99
599 G O L D  RUSH /SIERRA)
9.99 G R I O I R O N  (US  FOOTBALL'. 1 4 . 9 0

13.49 G U I L D  OF THIEVES iMAG SCROLLS'13 99
1
5
4
9   
G
U
N
S
H
I
P  
.
1
5  
9
9

1499 H A R D  DRIVIN'   1 2  99
799 H E L L FIR E  ATTACK. . . . . . . . . . .

HEWSON PREMIER C L  V OL1 1 6 9 9
12 99 H E WS OP I PREMIER CCtL VOL? I T  49
15 99 H IL L S FA R  (SSII,  1 7  49

HIT DISKS VOLUM .E
2_ 9 .
4 9

19.49 H I T C H  H( E RS  GUIDE IINFOCOM)
16 49 H O N O A  FIVE
- 7 5 01299 H OS TA GE S

HOUND OF SHADOW
999 H Y B R S  ,  •  •

i5.99 i N D i A N A  JONES 'ACTION GAME1
449 I N D I A N A  JONES 'ADVENTURE( •

1549 IN FE S TA TION  . . . . . . .
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499 I N G A I D S  BACK 'LEVEL 9) •  r  49
-14 49 I R O N  LORD 1 9 . 4 9
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JINXTER 1MAG SCROLLS)
JOURNEY ( INFOCQM),
KAMPFGRup9E is s o
KARTING GRAND PRIX

12 49
1599
16 49
949

15 49
le 49
12.99
1
3 
9
9

49

16 99
6.49

'4 99
99

1599

'2 99
17,49
12 99
1799

1749
16 99
15 49

7 49
-
6 
4
9

13,49
599

15 49
15 49
599

15 99
15.99
is  49
12 99

19.49
1649
1819

591.99

SONY 7 9  1

DS DD

15 49
17 99
849

12 99
15 49

1499
9.99

1

AMIGA ST
SCROL. ---

ELI, a m u L A T O R  •-
FLIGH
9 
S i
M u
L A
T O
R  
2

WEST EUROPE SCENERY DISK
FOOTBALL MANAGER 2
FM2 EXPANSION KIT
FUN S CI400t 2 126. 6 6  OR 8,1
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FUT URESPORT

OFFICIAL SECRETS
Annual Membership costs E 2 2 (UK )

including:
M y t h  by Magnetic Scrolls

Gnome Ranger by Level 9
6 issues of Confi dential

Adveniuw Helpline
Special Reserve membership.
Please write tor full details or enter £22
as the membership fee instead oh the

normal E5 fee for Special Reserve. O r
join Special Reserve and upgrade later

for E17. You may request a surprise
alternative instead of Gnome Ranger.

Myth is exclusive to members of
Official Secrets and is not available in

the shops.
KEEF THE THIEF
KICK OFF
KICK OFF EXPANSION DISK
KINO WORDS 2.0 119
KING OF CHICAGO
KINGS GUEST 4 iSIERRA)
KINGS GUEST 1 .213  (SIERRA:
KNIGHT CRC (LEVEL 91
KNIGHTFORCE
KRISTAL •
KLAT
LANCASTER
LANCELOT 'LEVEL 91 •
LAZER SOUAD . . .
LEADERBOARD w o w
LEATHER GODDESSES IINFOCOM
LEATHERNECKS
LEGEND OF THE SWORD
LEISURE SUIT LARRY 1 'SIERRA,
LEISuRE SLAT LARRY 7 'SIERRA,

To Order please write, or complete the coupon, or telephone us

Post Code  P h o n e  No.
Computer  - 5 , 2 5 " / • 3 , 5 - r 3 , n • T A P E
Payable to: Special Reserve

P.O. Box 847, Harlow, CM21 9PH
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• No 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. Y ou  can buy games at the same time as joining - or
join now and select from our lull catalogue. A l l  Items advertised are only for
sale to members and are subject to availability.
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25 49 L I F E  AND DEATH ' 5  99
LIGHT FORCE (COMPHLATIONt': I s  99

13,99 L IV E R P OOL  . . . .  .  •  7 99
649 L  OMBARO RAC RALLY,  4 99
5 4 9  L O R D S  O F  T HE Ri S I NG 5441
' -  9  
4 9

12 49 L U R K I N G  HORROR (INFOCOM; ' 3  99
1549 M A N H U N TE R  NEW YORK 'SIERRA) 1 2 .
4 912.90 M E N A C E  6 . 9 9

MrCKEY MOUSE . .  1 3  49
MICROPROSE SOCCER . 1599
MILENNIUM 2 2 1 5 9 9
MONOPOLY .  .  13,49
MR HEU . .  .  1 5 . 9 9
NEBUL US • 5 9 9
NEUROMANCER 1 6  99
NEVER M N °  .  .
1 2 4 9NrGEL MANSELL'S GRAND PRix . 1 9 9
 NORTH ANO SOUTH ,  1 5  99
OBLITERATOR .  •  5 45
OIDS .
ONSLAUGHT 1 4  99
OOZE 1 5  99
PACLANO ,  .  7
4 9PACMAN1A 7 9 9
PAPERBOY ) 2  99
PASSING SHOT .  . . .  . . .  1 5
.
9 9
PAUL GASGOINE SUPER SOCCER., 1 4
9 9PAWN flAAG SCROLLS) .  1 3  99
PERSONAL NIGHTMARE 1 0  99
PHOTON PAINT. .  .  .  1 9 9 9
P901019 PAINT 2.0 11 MEG) .. •  5 4  99
PIRATES
POLICE GUEST 1 (SIERRA) ' 5 . 9 9
POLICE QUEST 2 (SIERRA1 .  1 5 . 9 9
POPULOUS 1 6  49
POPULOUS PROMISED LANDS. 7 9 9
POWER DRIFT .  1 5  99
POWER139099,1E l e  A9
PRECIOUS METAL COU-ECTION 1 5 4 9

 PROTEXT WORD PROCESSOR . .  .64.99
PUBLISHERS CHOICE DIP  I MEG) .6 6 4 9
PURPLE SATURN DAY 7  49
QUARTERBACK .  12 9919.TYPE .
RAINBOW WARRIOR ,  •
RALLY CROSS CHALLENGE
REAL GHOSTBUSTERS
RED FrEAT
RED IICHINING 155
-
11..
RED STORM RISING
RICK DANGEROUS
RISK
ROBOCOP
ACCKET RANGER
RUN THE GAUNTLET
SAINT AND GREAVSIE
SCAPECHOST (LEVEL 91
SCRABBLE DE LUXE
SDI (ACTivi5PON1
SEASTALKER I INFOCOMI
SENTINEL
SHADOW OF THE BEAST
SHADOWOATE
SHILOH ISSli _  •

11.49
15,99
12 99
849

15 49
19 99

15 49
12 49
15 49
999

15 49
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•9 99
II 49

, .1990

SHOGUN IINFO0DIMf .1 •  •  _ 1 9 9 9
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999 1 7 .4 9  S T  ADVENTURE CREATOR

12 49 12919  S T A R  COMMAND (SSI) .
1349 S T A R  WARS , • . 8 9 9
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1499  T I M E  BANDIT . . . . . . . . . . . .5 4 9
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wERMINATOR
wETTE (CORVETTE1
VINDICATORS
VIRUS.

VOYAGER
WAR IN MIDDLE EARTH
WAR SHIP 1SSII •
WATERLOO
wAYNE GRETZKY HOCKEY
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Engine has been re-engineered by a Brit ish
company lo  produce a fu lly-operat ional UK
version. C la ssic arcade act ion is now on ly

199 pounds away.
-ACE M agaz ine Nov em ber  *99

PC Engine Plus (TV) £179.99
PC Engine Plus (Scan) 079.99
Com plete w i th  TV  or  SCart c able, joy pao, one

tree game and 12-monM warranty'
iPnce mcludes VAT and deliverY)

Software
All software s  subject to availability M a n y

more titles Will be availabao soon.
CHAN 9  CHAN 2 2 .
4 9SPACE HA RRI E R 2 3 • 4 9
DRAGON SPIRIT 2 3  49
SON 9 SON PI 2 3 4 9
Y9INI19G GCLF SHOT 23 49
DuNGEON.ExEtORER23 49
DEEP BLUE 2 3 . 4 9
PACLAND 2 3  49

CYBERCROSS
yAKKSA
FINAL LAP TWIN
ROCK ON
BLOODY WOLF
ORYDENE
ALTERED BEAST
EfILDKENNAsTEri

23.49
23.49
3319
2349
33.49
33.49
3349

Penpherals . inc luding the  C D  Porn uni t,
available soon. The PC Engine is

m anufac tur ed in J apan by  NE C T h e  P C
Engme Pius includes a buirt in PAL board

and is compatible with a ll NEC penpherals

on 0279 600204. Please note that there is a surcharge of 50p per game for orders placed by telephone.
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Special Reserve membership E5 UK, E6 EEC or E7 World
ZERO

I 1  1  T O T A L
Credit card expiry date

Ic
Overseas Orders must be pad by credil card

PriCeS include UK Postage and Paciung
EEC orders please add 70b per item

World orders please add Cl 50  per rtern
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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
a debriefing session. What hol

ally ho and chocks away,  it 's  nearly
take-off t ime again (the wizard
crates  fi red up and I 've got  a st rafi ng

run over Hamburg on the cards), but  fi rst
read some of  your letters. ( M
-
H U M )

J. Whi ting from St Albans wants to
know about  the 'shop i n  Xenon II. "What  are
the last three items you can buy?" he asks.
Well, I 'll just  t humb through the 'classified'
drawer in my  Strategic Air Command fi ling
cabinet: hold t ight.  Plan X Flight-Plan Details...
X-Ray Photos Of  The Stuka Factory In Berlin...
Aha, here it  is: Xenon II. Right °  -  number 18 is
the Drone,  number  19 is the Flamer and
number 20 is so classified I 'm afraid I 'm not  at
liberty to reveal its name.  Hard luck, old man.

Mork  Ha mmond of Redbill has written
in with a belly  good t ip concerning Stunt  Car
Racer f rom MicroSty le.  "A  'suct ion pad'
joystick wit h a large shaft is bet ter for this
game than a t iddly  hand-held one, " I say,
that's a good show.  He cont inues, "When
racing on The Drawbridge it 's a good idea to
stay right  on the tail of  the computer-
controlled car unt il you're over the mov ing
ramp on the fi nal lap. Then overtake it  and go
for broke. On the other courses it 's best to
overtake as soon as possible_ Oh, and
spending too much t ime ' in the air'  s lows you
down, so t ry  to keep your tyres on the track.
And don' t  waste your turbo when airborne. "

Edward Ba rre t of Warrington next,
with some t ips on Kick Off, that  spit t ing soccer
game f rom Anco. "When in two-player mode,
taking the ball s t raight  up the middle of  the
field f rom any  kick-off, f ol lowed by  a quick
punt just  outs ide the area gets a goal about
80% of the t ime.  In any  mode,  if  the oppos it ion
attempts a s liding tackle in their own area, a
quick jog over their outstretched legs wil l
result in a penalty  for you. When you get  one,
wait  unt il the arrow is approaching the net 's
centre, then give the joystick a quick prod.  If
taking a corner,  go for the bot t om corner
corresponding wit h the net  end (i.e. if  the net
is to the left of  the ball,  go for the bot t om left
hand corner). This  wil l  beat  the goalie,  and
leave it  for you to stroll one of  your men into
the ball and score a goal, "

Corking good show,  you chaps, that 's  the
spirit. Anyone else stuck in a game? Or got  a
wizard t ip? Well,  just
send them to me,
Wing Commander
illinicy' Berkmann,
14 Rathbone  Place,
London W i l l  IDE .
There's a ZERO t-shirt
for anything printed,
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Well chums,  that 's_ > _ _ D U  571/P40 NA ZI  S W / P E , )all for this mont h then.
I'm of f  to Hamburg,  and
I'm going to leave Johnny
Bosch a 'souvenir'  he' ll
not forget for a long t ime.
Where's my  fl y ing
helmet? Ah,  there it  is.
Tally hol (Sound of
Spitfire taking oft).

crystal tips*
'and Alistair

IMPROVE YOUR HEX LIFE!
Blimey! It's that time of the month again, which can
only mean one thing - Jon North's back to prove the
worth of a damn good POKE.
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last month and discovered what  a unique POKEs section this is.
You see, we' re the only  mag to of fer you 16-bit ters the kind of

hacks and POKEs 8-bit ters have been used to for years... and what 's  more,
you get  a s t rong dose of  hex f rom us every s ingle bloomin'  mont h

PAPERBOY (Amiga)
This was  one of  the first games  I
hacked when it  came out  on the
Speccy, but  it 's A n d y  Th e
A r l i i n g  (that 's what  T.A. stands
for, apparent ly ) who's  cracked it  on
the Amiga.  This  one gives infi nite
lives and papers.

10 REM Paperboy  hack by Andy
the Arfl ing
20 FOR C=0:  FOR F=521472 TO
521619 STEP 2
30 READ AS: POKEW F,VAL
("241-1"-FAS)
40 C=C+VAL("&H"-tAS):  NEXT F
50 IF CALL 558730 THEN END
60 CALL 521546
70 DATA 41 FA,E,23C8,3,B6,4EF9,3,
C,41 FA,E,23C8,4,F1 AO
80 DATA 4EF9,4,F01 C,33FC,5350,
4E71 .3C68,33FC,4E71,0
90 DATA 3920,33FC,4E71,0,21 7C,
33FC,41 FA,0,3588,6100
100 DATA 3A,4EF9,0,800,2C78,4,
2E3C,3,0,207C,FE,88C0
1 10 DATA 43 FA, FFA4 ,43 E9,
FEBA,303C, 145, 12 D8, 51 C8, FFFC
120 DATA 23FC,2007,4E71,7,F3FC,
4EF9,7,F3D0,323C,10.303C
130 DATA FFFF,33CO3DF,F180,
51C8,FFF8,51C9,FFF0,4E75
140 DATA 5A45,524F,3839

Yikes, I 've run out  of  space again.  Sorry  it  was so short, but  perhaps I'll
have s ome more room next  month.  (Not  a chance. Ed.) In the meant ime,  if
you've had enough of  Freestyle taking all the fame, why  not  have a go
yourself? Send any POKEs you've done (lis t ings are fine, but  disks are
better) for ST, Amiga or PC to Jon North,  improve  Your Hex  LH* ,
ZERO, 1 4  Ra thbone  Place, London WI P  I DE .  Send a suitable
sae if  you want  a reply,  or your disk back (hint  hint).

FRIGHT NIGHT (Amiga)
One of  the st range things I've
noticed about  hackers is that they all
hang out  in huge crowds.  I saw this
rout ine at September's  PC Show
when the spokesman for Freestyle
UK, one Mr.  Fr o s t b y t e  Esq.,
appeared in the middle of  a group of
about  15 others_ St ill,  I don' t  suppose
it's for me to judge,  s imply  to writ e a
column._ iThis  gives immortalit y ,  by
the way. )

10 REM Fright  Night  hack by
Frostbyte
20 C=0:  FOR F=768 TO 888 STEP 7
30 READ AS: POKEW F,VAL
("81H"-FASi
40 C=C+VAL(n&H"+AS):  NEXT F
50 IF CALL 528590 THEN END
60 CALL 768
70 DATA 33F9,DF,F006•DF,F1 80,839,
6,E3F,E001 ,66EC,2C79,0,4
80 DATA 43FA,52,4EAF,FE68,2C40,
41 FA•3C,2208,343C,3ED,4EAE
90 DATA FFE2,2200,243C,6,0,363C,
892,4EAE,FFD6,41 FA,E,23C8
1 00 DATA
6,73E,4EF9,6,24,23FC,4E71
,6000,5,D5EA,4EF9,5,801 4
110 DATA 4446,303A,4652,4947,
4 8 5 4 , 0 , 6 4 6 F  r
7
3 2 E ,
6 C 6 9 , 6 2 7 2

120 DATA 61 72,7900,5A45,524F,3839

IDIOT'S GUIDE
Bit of a hacking 'virgin'? Then simply
use the handy chat-up lines provided
below, and you'll soon have the chicks
queuing up. Erm... well, you might be
able to POKE your computer, anyway.
AMI G A:  Boot up the machine with your Workbench
disk, then replace it with the Extras disk when you have
the Workbench screen. Load Amiga Basic, slap the
listing in (save it if you want),  then put the game disk in
the drive and RUN it.
ST A  PC:  There's  no point  in giv ing you instruct ions
because there's no POKEs for you this month... sorry!

ZERO 73
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HE WZAPHICS ARE OF A
/FRY HIGH STANDARD • • •
.90ZING WITH STYLE
.AND HUMOR • •IS HERE IS

T H r S U N I S I S F A T I N G  DOWN,
ROCK IN' ROLL MUSICS PLAYING •  •

SPECTRUM AMSTRAD

8.99 9.99
SPECTRUM COMMODORE

C A S S E T - T E

• time for Beach Volley -
let's take on the world!

Your team travels the globe from London to
Sydney challenging all comers in the latest craze
that's sweeping the beaches.

Fantastic action with variable service and play
controls as you lob the defences, try a lightning
reflex short smash to win back your service, jump
block to defend your match winner_
This is Beach Volley y o u  may even catch a tan! Ocean Software Limited • 6 Central Street Manchester W

Telephone; 061 8326633 Telex; 669977 OCEANS C, • Fax: 06183

WILLOW!
ALL THE FUN OF
THE REAL THIN' BUT
WITHOUT THE RISK OF
SUNKIRN AND SAND
IN YOUR SHORTS! . .THE EMP

ON FUN AND THERE'S
CERTAINLY MORE THAN\ H I G H t yENOUGH OF THAT ON RECOOMENDED!
SHOW.' T O  ONE Z U P



ULLARD D

At the start of  a race bring your
engine to about  8000 revs, but
never exceed 9000. Nudge the
joystick carefully  to fi ne tune it.

Concentrate on the lights. When
• they hit  green just  open the throt t le
i and blast of f  f rom the start ing grid.
Cunning weav ing and dex t rous
turning at this point  can ensure you
a good head start.

. A l w a y s  pract ice on the tracks
III before you race; make a mental

note of  the bends arid the direct iori,
they go in. It's always  best to go th
right way  around a corner or else
trees and other bits of scenery t end
to get in the way.  ,

Taking  those corners like a pro
is the mos t  important  skill you
have to master.  A mere shandy-
drinker who knew a sharp left-
hand bend was  coming up would
stick to the left like glue,  s lam on
the brakes, and take the corner
like gran hav ing a bit  of  t rouble
with her Zimmer  frame. But  to
become a wel l-endowed games-
ninja, alt hough you k now the
corner is going left, you mus t  turn
right  instead. Then,  one pico-
second before hit t ing the actual
bend, turn lef t  fus ing none of
those pansy gears or woof ter
brakes); if  you t ime it  correctly,
you'll make the bend at  full speed.
And if  you don't ,  um. . .well,
perhaps you'd be bet ter of f  with a
Zimmer f rame anyway.

INTERCEPTOR

crystal tips*
•and Alistair

PT.
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.

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 Me nde n* .
WHE N O
-
J A L I F
Y I N G

Always approach f rom the south. The other compass direct ions are wrong and
besides, the conning towers  tend to get in the way. The easy way  to qualify :  take off
and apply  af terburner wit hout  bank ing lef t  or right.  Instead just  pull s t raight  back
unt il you're fl y ing ups ide-down.  Fly inverted past the carrier for about  five miles,
then push f orward unt il you're upright ,  wit h the carrier in sight.  You' ll be aligned for
a perfect  approach and landing.  And don' t  forget  to drop your arrester hook.
COMBAT
Never get too close to your enemy.  In hard-turning dogfi ghts  your plane will lose
more speed and alt itude, leav ing it  more vulnerable to faster mov ing 'bogies'.  Try  to
use the ANIRAAMs at max imum range,  forc ing your target  enemy  to break, mak ing
him an easy hit  if  your miss ile fails.

THE MI S S I O t :
On the rescue miss ion,  you mus t  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 s low
and low,  t iming the drop well.  As for the sub-miss ion -  this is a k iller and no mistake
Fly to the carrier at a height  of  under 100ft, s ituated at about  320 degrees f rom it.
You mus t  pump all s ix missiles into the conning t ower of  the sub. Each hit  wil l
produce a smoke trail.  Af ter six shots it 's a case of  'hi ho silver' and you can zip back
to the mess for a bit  of  's lap and t ickle' wit h the lads in the showers.  (Eh? Ed.)
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BARGAIN SOFTWARE 60 Boston Road, London W7 3113

ST AMIGA

A.P.B. 12.99 12.99
Balance of Power 1990 15.99 15.99
Reiman Coped Crusader 11.99 14.99
Batman The Moue 11.99 14.99
Beach Vollet 11.99 14,99
Black Cauldron 17.99 17_99
Castle Wanicro 12.99 12.99
Codonerstai Circus 12.99 12.99
Dragon Spirit 12_99 12.99
Orekkhen 21.99 21.99
Dynamite Dux 17,99 17.99
F-29 Retalial 11.99 14.99
F15 Strike Eagle II 15.99 15.99
Fiendish Freddy 15.99 21.99
Fontbener of the Year II 1499 14.99
Ghostbusters /I 14.99 17 99
I Jones • Last Crusade 14.99 14.99
Interphase 15.99 15,99
Kill 15.99 15.99
Laser Squad 12.99 12.99
Last Nines II 17.99 17,99
Lords of The Honig Sun 15.99 19.99
New Zealand Story 11.99 14 99
OilImuenum 17.99 11.99
Paper Boy 12.99 12.99
Player Manager 12.99 12.99
R.A.C. Lombard Rally 15.99 15.99
Rely Cross 12.99 12.99
Robocup 11 99 14_99
Rue The Gauntlet 11.99 14.99
%nes 12.99 12.99
Shuffle Puck Cafe 12.99 12.99
&bleed 17.99 22.99
Star Wars Trilogy 15 99 15_99
Steel 12 99 12.99

ST A M I G A

AmIGA

ST A M I G A

Strider 14 99 17.99

15.99

Action Service 4.99 4.99
Stry• 12.99 12.99

15.99

Barbarian 7.99 7,99
Sups.' ltionderbot 17.99 17 99

Days of The Pharaoh

Billiard Simulation 4.99 4.99
Taighan 15.99 15_99

..12.99

Bismark NIA 8.99
Thunderbirds 10.99 10.99

15.99

Bubble Bobble 2.99 NA
finwscanner 14.99 17.99

Kick Off ... . „ .  ...............

Caption Elsocid 6.99 6.99
Verrainator 15.99 15.99

16.99

Casino Roulette 3.99 3.99
*mil Dreams 15.99 15.99

17 99

Chariots of Wrath 15.99 15.99
Xenon 11•Megablast 15.99 15 99 Crazy Cars ll 12.99 15.99

Si AmIGA
Archipelagos 15,99 15.99
Barbarian il 15.99 15.99
Blood Money 15.99 15.99
Bloodwych 15,99 15.99
Chase HO 11.99 14.99
Contact . 15.99 15 99
Days of The Pharaoh _.•17_99 17.99
Double Oregon 12.99 12 99
Dr. Doom s Revenge ..12 .99 15.99
Dungeon Master 14.99 14,99
F-16 Combat Pilot._ .15.99 15.99
Gemini Wing 12.99 12.99
Grand Prix Circuit 17.99 17.99
Kick Off ... . „ .  ............... 12.99 12 99
Master Grand Prix 12,99
Micro Prose Soccer 16.99 15 99
Midwinter 15.99 15.99
Minentum 2 2 17.99 17 99
Moonwalker 14.99 17.99
Navy Moves 14.99 17,999

BUY BY PHONE
a  0 1 - 7 4 1 1 2 2 2

01-995 3652
0525 37 1884

Other branches -  309 Goldhawk Road, London W12 8EZ
18 Market Square, Leighton Buzzard, Beds

*Unit 33/34, Rumford Shopping Hall, Romford
* 6 7 5  Holloway Road, Archway, London N19

OPEN TO THE PUBLIC 10am-8pm 6 DAYS

PRICE PROMISE
If you wish to purchase any product from our list and find that you can buy the
same product cheaper from another mail Order company. simply enclose the
lower amount_ stating the name of the other company and where you saw the
advert (I t must be the current issue.) Price Promise does not apply to other
companies -
S p e c i a l  
O f f e r
s " .

ENQUIRIES
RING

01-5677621
office hours only

CHART TOPPERS

BEST OF THE REST

COMPUTER NITS TWO only E1.911
ST -  Trois A M I G A  Tetris,
Tracker, Joe Blade, Jou Blade, Golden Palk
Tau Can B l a c k  Shadow

PREMIER COLLECTION
ST E12,99

Esolon, Nehulus. Neallterworld, imps

TRIAD
ST f 12,99 Amigs E12.99

Starglitler, Defender of the Crown. Barbarian
1 1
1
s y
no
s 4
1

BARGAIN ORDER FORM
Please send me the following titles. Block capitals please.
Type of computer:

Title

• Personal Callers Only
Total enclosed E

Amount

ST •
A l l
t l i
G A

Out Run.. ....  6 . 9 9  6 9 9
Out Run Europa 1 0 . 9 9  1 0 .9 9
Pirates .   _ 1 5 9 9  1 5 9 9
Populous  . . .  17.99 17, 99
Populous Promised Lends.. 7 .9 9  7  BB
Powerdnfl  1 4 . 9 9  1
7 . 9 9Red Heat 1 1 . 9 9  1 4 .9 9
Renegade 111  1 1 . 9 9  1 4  99
Runrung Man 1 2 . 9 9  12.99
Silk Worm 1 2 . 9 9  1 2 .9 9
Stunt Cars 1 5 . 9 9  1 5 .9 9
Switch Blade.  1 4  9 9  1 7 .9 9
The Real Ghosibusters 1 4 . 9 9  1 7 .9 9
Tinun on the Moon 1 2 . 9 9  1 2 .9 9
Toobin  1 2  99  1 2 .9 9
Untouchables  1 1 . 9 9  1 4 .9 9
Vigilante   1 1 . 9 9  1 1 .9 9
War in the Middle Earth 1 2 . 9 9  1 2 .9 9
World Class Leaderboard _ 1 4 .9 9  1 7 .9 9
Zak mcKraoken 2 1 . 9 9  21.99

FANTASTIC OFFERS

TRIAD!!
ST El 5.99 Amiga E 15.99

Tern
Baal, Menace

STORY SO FAR 1
ST E15_99 Amiga E15.99
Ike!" Warriors, Battleships.

Beyond The Ice Palace. Buggy Boy

STORY SO FAR 3
ST f15.90 Amiga f15.99

ThundetCata, Borriblack. Lice and let Die.
Space Harriet

De Ja

Dragon Scape
Eliminator
Elite
Empire Strikes Beck
Garfield
Garfield Winters Tale
Gold Rush
Hostages
Kings Guest IV
M•Cocbe
M Disc Plus
Mackunlers
MI-Print
Operation Neptune
P. Bearrisleys Int. Soc.
P 0.W.
Pac mania
PriV00

Purple Saturn Days
Return of the Jedi
Space thew II
SpideMonic
Star Wars
Slarglider
I  N.T
teenage (been
TV Sports Football
Wanted
Warlocks Guest
Zynaps

Please make cheques and postal orders payable to BARGAIN SOFTWARE
Orders under [5  please add 50p per tape P&P: Over E5 is FREE, Europe please add El .00 per tape.

ElseColthere please add f  1.50 per tape.
These are mail order prices only. Shop prices May vary.

ST

6.99
4.99
5.99

15.99
B.99
NA
NA

14.99
11.99
14.99
4.99
4.99
9.99
4.99
8.99
7_99
NIA
9_99
NIA

8.99
8.99

11.99
3.99
8.99
14.99
5.99
8.99

15.99
5.99
NA
5.99

ZERO DECEMBER
Name

Address

Postcode

Tel. No.

AMIGA

NA
111.lA

5.99
NA

8.99
12.99
12.99

NIA
14,99

N.*
NA
ffiA
NIA
9)*
NIA
7.99

12.99
NA

4 99
8 99
9.99
NA

3.99
8.99

hA
NIA

15.99
5.99
3,99
5 99

3% - DISC
2 for 1 lifetime guarantee

I O t 3
D S O
fl O i
t c i  
_  
.
.
.
.
.  
_
_
_
7
9
9

z 35" OS 00 Discs 1 4 , 9 9
50 35" OS DO Discs + 1 Free Storage Sot .„37.50
190 z 35" OS OD Discs • 1 Free Storagt1301
200 it 35" OS DO Discs + I Erie Staiage Boz12999
500 i 3Ili" OS DO Dora* 1 Free Storage 0,930499

All Discs offend are suppked nue labels
and nivaluaily sieeird

VISA
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your ghoulies? Wel l ,  now you can 'cos US Gold's
spook arcade conversion, Ghouls 'Pi' Ghosts is here!

Not only that,  we've got these pretty spiffo prizes
to boogie on down to -  a Sony Discman, 1 0  CDs of your
choice and 1 0  spine-chilling copies of the game.

UP FOR O-O-RABS
Yus indeed. How does a well cool top of the range Sony D 250 Compact Discman grab
you? It's got the lot ra ndom memory search, repeat play, remote control capability and
a terrifying retail value of E300!!! But what are you going to play on yer Discman? Well,
were 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 D 0 0 0 0 !  (W00000tol)
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 Dyke,
Mistress of the Dark. And so on... but beware y o u  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 i f  you do want to win, then send your
entries to Ghoulies Competition, ZERO, 14 Rathbone Place,
London M P  'IDE. Don't worry about listing the CDs you
want we 'l l  get back to you for that. Oh, and remember to
answer the tie-breaker 'cos we're expecting an
avalanche of entries!

Name

Addr ess

Postcode

OM VI

GHOULS RULES
•No employee of Dennis Oneshots or US Gold is
allowed to enter, 'cos if they do they'll have to
spend a night in a graveyard with Peter Cushing.
•No entries received after first post on December
315t will be considered.
•The Editor's decision is final, and anyone
arguing will get a kick in the (That's enough
ghoult
.
e 
j o k
e s .  
)

Fr a nk e ns t e i n i s N o
Dr acul a  i s N o . . .
El vi r a,  Mi str ess O f  The Da r k  is N o
The Muns t e r s  i s

Ni ght m a r e  O n El m St r ee t  i s N o . i
Spi t t i ng I m a ge  I s No. 3 . . .
TIE BREAK: What's the name of Herman
munster's spanking niece?

WIN!
This incredibly hip

Sony Discman!
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of your city, how many times have you said -
Put  m e  i n  
c h a r g e  
f o r

a day and I'll make this wretched thing work!"
Now. with Sinl City, take the destiny of the worlds greatest cities in hand.
Or take charge of a new evolving and growing city. Bewine both mayor
and city planner of a dynamic real-time simulation

Build houses, streets, factories, airports, a stadium, or even nuclear power
plants. Organise urban transport, hire police, firemen, bulldoze entire
neighbourhoods.
Raise and collect taxes, balance your budget, manipulate property values.
Sim City is alive .11's loaded with animation and detailed sound effects.
Build roads, cars appears Loy tracks, trains go. Build an airport, planes fly.
Neighbourhoods go upper-class. Areas deteriorate into slums. Small indus-
tries gmt iota huge factories Everyming is managed and animated in real
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What you
should know
about the game
of the year.

RIO OE ANEIRO 211

time. Every decision instantly influences the life of your town.
In a special mode, you can even cause tornadoes, floods, fires and other
disasters or your whim Save Son Francisco from the great earthquake ol
1906. Or save Tokyo of pollution and horn his famous B-mowe MOKIEt
SIM City is an all-absorbing unique game which contains 8 pre-defined se-
norms e•g San Francisco, Tokyo, Rio de Janeiro._ With it's excephcad
depth of play, its still simple to play with icons and graphics, withour le(
commands.

Design and build the city of your dreams Sim (rty gives you the keys. It
rest is up to you,
INFOWDRID Volume II Issue 20, -
P e o p l e  * O n g  
S o n  
( 4  
a i r  
c o m p l e r
e T ,  
p l o o
d

into the world they mote diseppeoring for Pours -
NEW YORK TIMES ''Ihe model ts very stalustitored
• y e l  t  f
,  •  r  s r  
r i n fl u b e .  
k p l

as important, it's fun, too" •  •
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FUTURE WARS
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.

T i me  t ravelling and the future seem
to be in 'vogue'  wi t h  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,  inv it ing their human
neighbours for a quick nat ter and a cup
of tea. No -  they mean to annihilate
every homo sapien, burn every vestige
of mankind f rom the surface of  the
planet arid ext inguish every... (We get
the message. Ed.).

Luckily, old Ronald 'The Robot '
Reagan did have a use after all. His SDI
system st ill exists in the future, and
that's precisely what  thwarts  the aliens.
So the extra-terrest ials take the obv ious
course of  act ion - they go back in t ime
and plant bombs  at crucial points  in the
Earth's history, hoping to nip mank ind
in the 'bud'  (as it were).

The game starts with you,  a jolly
window cleaner, merrily ,  er, c leaning
windows on a mass ive met ropolit an
facade. Your boss pokes his grizzly head
Out of one window,  and gives you a fair
old blast ing for no apparent  reason.
Slightly peeved by  this ,  you decide to
zip back and forth in t ime to become the
sole saviour of the planet  (as one does
in these situat ionsl.

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

011
1 1 1 . 1 1 ,
1 1 1 - -  
-

Ther e 's  a  c o n t r o l  b o x  i n  t h e
i
r 1 1 1 1 1 1

Cr ' s ' o u  not i c e  t w o buttcm ts

on t he  box  1 1 1 0 1 1 1 1 1 1 R 11 T 1 1 1 1 1
1
1 1 1 1 n i P
i n i l  
1  
1 1
1

--
I.
7
-
J
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•
This is the skyscraper where you start off cleaning
windows only to be insul ted by your  boss.

screen -  clicking on the required
dest inat ion makes happy-go-lucky you
wander across the screen. If any objects
hike chairs, tables, dead bodies  etc)
block the way  then you s imply  have to
rapidly  click around the object  and your
man wil l  f o l low the route.

The right -hand mouse but ton is the
key to the interac t ionladventure
element.  It activates a menu whic h
holds a variety of  commands ,  al lowing
you to manipulate objects lExamine,
Take, Inventory,  Go to the toilet  etc).
This is when your keen eye comes in.
More of ten than not, import ant  items
like locked cupboards  are hidden in out
of the way  places.

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

Now  i t 's  ov e r  to a  gr e a t  ha l l  w he r e
you'l l  meet Torin,  Lord of the
Province. He'l l  have some handy tips.
object us important  a 'blow-up'  wi l l
appear in the corner of  the screen for
you to scrut inize in more detail,  The Use
c ommand deals with things  you have in
your hand,  whereas  Operate is
concerned wit h doors,  handles,  but tons
and all those fi ddly  things. Speak is a bit
of a one-s ided c ommand,  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
lusually  an insult i.

Characters wander in and out  of  the
game. Mos t  say
things, either
prompt ing you or
talking around you
(a quick 'eaves-
drop'  is probably  in
order here for
gleaning ext ra
informat ion).  Extra
fun can be had in
the arcade
interludes, where
quick refl exes play
a hand. There's
one sequence
where you have to
be inc redibly  swif t
indeed to type in a

review

This is the Close Encounters lookal ike opening
scene wher e a gi ant UFO swoops down and has
to weather  attacks from us mere humanoids.
code o r  pop your cork.

It's the graphics that  make Future
Wars brilliant ,  wit h an inc redible
amount  of  at tent ion being paid to detail,
colour and realism.  For instance, mos t
screens are brought  to life wit h a small
piece of  animat ion (chimney  smoke,
birds in the distance, peck ing hens i.The
dif ferent screens blend well,  and each
t ime zone is characterised by  its own
style, graphics  and colours.

The problems  and puzzles are hard.
and I can see non-puris ts  becoming
easily f rustrated wit h this  game,  where
a f ew pixels can mean the dif ference
between success or failure.

The look and garneplay  of  Future
Wars owes  a lot  to the Sierra On-Line
style of  arcade adventure.  But, where
the Sierra games
are s i mp l e  a n d
quite accessible,
Future Wars  i s
c omp lex  a n d
hard to get into -
but  does have an
a t m o s p h e r e
that's lacking in the other games.

I'd say curios ity  is probably  the main
mot ivat ing force when play ing this
game -  curiosity about  the later screens,
curiosity about  the solut ions to the
problems and curios ity  about  what  the
objects do... Brilliant

HASSLE FACTOR: I
Maybe a little too hard
for beginners. Something
for hardened arcade
adventurers to bite into.

GRAFNICS cD mosmicmrEnEss a)
SOUND 0  I I I I I T I O N

O V U M90

TITLE

PUBLI SHER

PRICE

FO RMAT

RELEASED

Future Wars

Pal ace/ Del phi ne

£24. 95

ST/ Ami ga
Out  n o w
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Top Quality 2nd Drives for the Amiga
and Atari ST at low  low prices

512K RA M ,  i M b  Driv e and built  in TV  modulator 126900
520 STFM 1MEG internal drive upgrade kit with lull instructions E74.95
520 STFM 1MEG memory uptade kit, requires soldering E09.00
520 STFM 1MEG memory upgrade lifted by us E119.00
1040 STFM Hyper-Super Pack: combines extras supplied with

1040STFM Hyper Pack and 1040STFM Super Pack all for only E469.00
Mega ST1 with mono 111011110( E599.00
Mega ST2 with mono monitor E849.00
Mega ST4 with mono monitor E1099.00
SM124 high resolution monochrome monitor E119.00
5C1224 colour monitor E279.00
Megatile 30Mta hard disk E439.00
Vortex HDplus  40Mb hard disk E519.00
5_25 Ex ternal Aoteo track drive (360)720K) IBM compatible E99.00
Vidi-ST 16-tone video frame grabber inc. digitising software E95.00
Philips CM8832 colour monitor with ST cable E219.00
Philips CM8833 stereo version ot above CM8832. plus A/V inputs E 2 2 9 . 0 0
ITT CP3228 16_5" remote oft' TV/Monitor, with ST cable 5229.00
Pace Linnet Modem Pack, includes cable and Comma software • El 79,00
Contriver Hi-Res. Mouse including mouse mat & pocket £22.95
520/1040 STF /STFM Joystick accessibility extension adapter E 4.95

512K R A M
/ C L O C K  
U P G
R A D
E  
U N
I T
,  
u l t
r a -
n e a
t  
d e
s i
g n
,  
l
o
w  
c
o
a
t

... E79.00
Externa l 5 , 2 5 " 40 /80  t ra ck svertchable fl oppy d r ive El 14.96
Omega Projects MIDI interlace including 30
- s e r i a l  c o n n e c t i o n  
l e a d  . ,
. .

E29.95
Vortex 'System 2000' 40Mb hard disk, with interface & software E52900
ITT CP3228 16.5
- T V /
M o n i t o r  
w i t h  
f u l
l  
r e r n
i c t r i  
&  
S C
A R
T  
c a
b l
e

E229.0C
Philips CM8833 stereo sound colour monitor, cive Amiga cable E229.00
Amiga 500 dust cover E 4.95

A Type Pacmania Cut Run NO WI I I PSAfterburner &argioder Borrtuzal St a r
-
g o o
se

Bout*
, 
D r
a g
o n

Super Huey Xenon First Music
Super ilanoon Elinvator Gamut li Firs! dasc
Space Hamer Predator Biwa Lamp OversawOvertarder Bornbiack Sierra,

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

t/  Top quality drive mechanism
6/ One megabyte unformatted capacity
6/ External plug in PSU (Atari  ST)
• Thr oughpor t  (Amiga)
s/ Very quiet
s/ Slimline design
s/ Colour  matched to computer
s/ Long cable for location

either side of computer
sl Full  12 months guarantee

A g a  Hardware Offers
520 STFM POWER PACK
Amazing value, a ll new special ST package from Alen I includes 520STrM with 1Mb internal
drive, g a m e s jo yst ick. mouse, u se r  gu ide . 5  d isks o f  public domain software, p lus an
Incredible selection o f  chan-iopping software (over £500 total R AP) I  Software includes:

(Aolrl E 3 49.00
o n l y  Inc VAT & delivery

520 STFM SUPER PACK
Great va lue package, comphsing of a 520STFM with 1Mb inlemal drive, Meuse and games
joystick. use r guide, p u s  21 ext ra  software t it les (C450 total R AP) I
Marble Madness T e s t  Orksi C r o p p e r  X
Beyorci Ice Palace B u g g y  Boy Ra n a / a cn e
Thindermes C u a c e a l i e n  S l a r a i l e a
Summer C irt io d  X e r o n  G e n e s i s o n l y  E 3 1  9 . 0 0Anianold II W a b a l  R a c k  Leap
Sedie Edwards Sid Se C OrOS Out Th ru st  I n c  V A T  &  d e l i v e r yikarl Warriors Z y n o p s  O r g a n i s e
,  B u s n e s s  
S i w a r e1040 STFM

Wen iM b  in vo .
1 MO RAM, plus

bu ilt
-
in  
T
V  
m
o
d
u l
m
o
r

E399_00

1040 STFM
H Y P E R  P A C K

Inc. *Hyper Painf, 'Hyper Draw'.
'Firs t eA s bc •  plus  'Or ganis er
-  f o r C429_00

1040 STFM
S U P E R  P A C K

Inc.21 aware  lilies and loysticA
(as with above 52051 package)

E 4 2 9 .0 0
520STFM E X P L O RE R P A CK  Package includes 520STEM with

3_5" D i s k s
10 Bulk packed OS/OD 3. 5
- d i s k swith labels ,  fully  guaranteed   E  9.95
25 bulk disks as above E 2 2 . 9 5
10 disks as above with plastic case   E 1 1 . 9 5
25 disks as above, wilh 40 capacity
lockable storage unit  E 2 9 . 9 5
Kodak DS/IDD 3_5' disks, top quality
Storage media, fully guaranteed. Box of 10 E17_95

Don't forger:Till prices shown
include VAT and delivery

E y e s t
r a i n

1 1
I I I

DOUBLE TAKE!
PYE 15" FST
TV/MONITOR

(MODEL 2325)

AM I G A ACCE S S O RI E S

I N T F I S
All p r i c e -  i nc l ude  VAT1delivery  &  c a ble

geL
11
.
1
"
. .
.

Hugely su cce ssru i 9  p n  t o o te r,  the Sta r
LC10 p ro vid e s 4  N L O  fonts ( 9 6  p r in t
combinations)l  36COS and 144cps draft.
includes 4 K bu f fe r and Ifiktrpara lle l in ter-
lace, f ro n t  p a n e l opera t ion ,  p lu s  pape r
parking. a llowing sing le  sheets to be used
writiOut rem oving  t racto r paper

ATARI ST VERSION ONLY

£ 7 9 . 9 5
AMIGA VERSION ONLY

£ 7 4 . 9 5
including VAT and delivery

Superb quality, stylish medium
resolution FST colour TV/moni-
tor to suit the ST or Amiga.
Features teletext, lull infra-red
remote control, Eurociannector,
Video/Audio input and head-
phone output  connectors, 4 0
tuner presets. external aerial
connector and loop aerial. Sup-
plied with cable lpiease state
computer type when ordering)

GREAT
VALUEE269.00
Includes VAT

and computer
connection lead

12 MONTHS ON SITE MAINTENANCE
CONTRACTS FOR ANY STAR

PRINTER. AVAILABLE AT TIME OF
PURCHASE. ONLY E 5.75 EXTRA

O n l y  C 1 6 9 -0 0
C o lo u r ve r s io n  a l s o  a va ila b le ,

O n l y  E 2 1 5 . 0 0
Price s I n clu d e  2  e xt ra

black ribbons tree of charge.
Sta r LC2 4 -1 0  m u lt ilo n t  24p1n printe r,  a ma zing n e w lo w p rice
Star F R -1 0  9 p in  3 0 0 / 7 6 cp s w it h  3 1 K  b u t le r . 1 6  N L O  fo n t s,

EE-PROM memory  & 12 months o n
-
s i t e  m a i n t e n a n c e

Sta r AR - l b  w id e  ca rria g e  ve rsio n  o f  a b o ve  F R - t o
Star LC-15 wide carriage version of above LC10
Olivetti DM1005 super 9pin 200/ 30 cps. 12 months on-site warranty
Pa n a so n ic KXP1 0 8 1  re lia b le  +  st u rd y 9p in  t o '  p rin te r 120/24 cp s
Pa n a so n ic 1 0 (P1 1 0 0  fea tu re -packed  m u it ilon t  9 p in  1 1 "
Panasonic KXP1124 good specification multilont 24pin 11"
NEC P2 2 0 0  budge t  24  p in  168, .56cps
Epson  L X4 0 0  (w a s LXBOO) budge t  1 0 " 180 /25  cp s
Citizen 1200 budget 9pin printer 120cps
Mannesmann Ta l ly M T - 1  1 3 0 !  24 cp s

E239.00

E399.00
E499.00
£329.00
E129.95
E169.00
£199.00
C299 X.
C279 tx,
£17900
E139.30
C149.00

How to order from
E C I E L E E I M M

VISA Phone us with your
A C C E S S or VISA

E l l
c a
r d  
d e
t a
i l
s  
o
n

Tr 0386-765500

All prices include VAT and delivery. Express Courier delivery E5,00 extra,

Send cheque, Postal Order
o r ACCESS/VISAcarddetails

Govt., educ. &  PL C  o rd e rs veelourne
Sense d a y despatch w h   p o s s i b l e

All goods subject to  ava ilab ility,
Open i o  ca llers  6  d a r t ,  9_30- 5,30

a
Evesham Micros Ltd

63 BRIDGE STREET
EVESHAM

WORCS WR11 4SF
(
1
)  
0
3
8
6
-
7
6
5
5
0
0

fa x 0 3 8 6 -7 6 5 3 5 e
RthiL  1 7 6 2  Pershore Road, Coarrider. Birmingham 830 38H Te l: 011158 Heluutlem
also Cl 5 ti l i s s on  R oad , Garnbrielpz 2 1 1 4  T e l :  0213 323SeS,



7 9 .0 0
14.95
29.95
29.00
29.00
29.00
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199.00
29,00
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159,00
199.00
!99 .00
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79 .00
39 .00
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MANIA( MANSION
Lucasfilm/ST, Amiga & PC/C24.99

Mik e :  What 's  going on?
The ev il Dr Fred has kid-
napped Sandy and is
threatening to remov e her
brains? One glimpse of  her

pert pixelat ions and I could think of
better things  to remove.. .  (Wash y our
mouth out  with Listerine, Gerrard!  Ed.)
Time to round up your buddies  and
break into his maniacal mans ion,  the
one with the chainsaw in the kitchen
and a purple s lime geek on the loose.
Yep, sounds like my  k inda game!

Hero of the hour is Dave, Sandy 's
boy f riendNou have to choose t wo
chums to go in there wit h h im and save
the scint illat ing Sandy. But  who? Razor,
lead s inger wit h Razor and the Scum-
mettes? Or maybe Jeff  the surfer dude,
who hangs out  around the beach. Let 's
hope the police don' t  catch h im at it.

Maniac  Mans ion is a Lucasfi lm
game, in the vein of  Zak McKracken,
and owes  a lot  to the Sierra On-Line
style. But  it 's a lot  bet ter executed than
Sierra games,  wit h speedy sprites and
good use of  your mic ro's  memory  to
store screens, rather than loading t hem
from disk every t ime.

Inside the house your three charac-
ters can split  up. Choose the New Kid
opt ion f rom the list at the foot  of  the
screen and you can switch f rom one to
another. All your choices are lis ted for
you and you fl ick around t hem wit h the
cursor, so there's  no typed input  at all
for a t  all, at all' f or our Irish readers! )

" W e ' v e  got  j ust e nough t i m e  for  a
spook  t a ngo . . . "  D a v e  doe s n ' t  seem
be t a k i ng thi ngs  ser i ousl y . . .
Choose f rom the likes of  Pick Up,  Open,
Turn On, Use etc. A great  inc lus ion is
the What  Is opt ion which lets you mov e
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 f rom the f ridge.

t o

SHORTS review

Meanwhile Jeff 's been dumped in a
dungeon and brave Dave has discov-
ered a nuc lear reactor in the basement ,
and a pool of  radioact ive s lime. Yuk.
Assorted locked doors  are scattered
about, some of  them y ield to hidden
keys, others need a push here and
there. But  how do you get  the radio
f rom the middle of  the s wimming pool,
when none of the wimps  will go in af ter
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  talk ing to Chuck
the plant  in the library.  And as for Dave
-  why  are you fi ddling wit h that  keypad
which says Danger on it? You k now if
you press the wrong code the whole
house is liable to... KABOOOOMMM! ! !

New game? Yes, please. This  ain't
half  bad, s lime lovers and you won' t  see
such an oddball set of  characters again!

ST Score -  Amiga and PC out now

GRAPHICS GD ADDICTIVENESS

SOUND 0  EXECUTI ON 0

OVERALL75

KNIGHT FORCE
Titus/ST, Amiga & PC/C24.99

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, I thought .

Three years on I was  st ill t ry ing 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 beaut iful Princess Tanya, and
save the k ingdom of  Be' loth along the
way. To do so, he mus t  pursue the evil
Red Sabbath across five dif ferent  lands
arid assorted ages (shades of
Highlander here, methinks).  Timescales

You travel  3 , 0 0 0
years into the
future and who's
the fi rst per son
you meet?
illeemin• Twi ggyl

range f rom Prehistoric  right  up to the
future. No sooner have you fi nished
exchanging blows  wit h a Cro-Magnon
man (whose sense of  fair play  is as
dodgy  as his  taste in fur coats) than you
fi nd yourself  in Royal France. There you
are s tanding outs ide the beaut iful
palace of  Versailles being c lubbed on
the head by a Paris street urchin.  The
graphics c omplement  the sett ings well
whils t  the backdrops and fi gures are
also t op hole.

That 's  the good news  - now lets start
the hatchet  job. The delay between the
Knight  leaving the side of  a f rame and

the picture catching up,  leaves h im wit h
plenty of time to plummet over a cliff or
roast his chestnuts in a caveman'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.
Now what  does it  say on the screen? Ah
yes, *Load Other Disk Then Press Space
Bar To Cont inue. '  Easy. Ooops!  I 've
fallen into a river. Oh dear, I appear to
be dead. A real case of Game Over.
What 's  this? "Load Other Disk Then
Press Space Bar To Cont inue. " Ho hum,
here we go again.

After repeat ing this rout ine a few
times, this rev iewer was fast doing his
nut. Then I completed a level.  At  least I
seemed to have done,  every thing was
dead but  I wasn' t  get t ing any where fast.
Let's go back the way  we came. What 's
this? 'Load Other... ' I think you can
guess the rest. So I loaded another disk.
Did I get  to another level, did I get  lots
of bonus points  for being a hero,  and a
pretty good look ing one at that? No I
didn't .  What  I got  was  a Game Over
f ol lowed by a you k now what .

As you may  have guessed, I got
pretty f rustrated by  this lit t le number.  It
sounded such a good game -  perhaps it
was, but  I 'm af raid I never got  a chance
to fi nd out.  Nice look ing game,  shame
about the hassle.

PC Score -  ST and Ami ga eat new
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Strap on your exclusive GrenoVisior0
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

B I L V O N D  I I I !

BLACK HOLE

• r o v  S t  wwwww tar,Pw 31•0 rib fi n a l . ,  k w . .

YOU WON'T BELIEVE Y O U R  EYES!

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, Magnets that exert
an eerie pull, Eyeballs that follow your
every move and dozens more.

For further information on Mindscape Products and your local dealer  contac t.
Mindscope International Limited, PO Box 1019, Lewes, East Sussex B118 40VI. Tel. (044 486) 545/547
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It's here -  the Amiga version of Ocean's stunner has emerged
from the Batcavel 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 fo r -

1 I

)1WORKS

eOLP a mix ture of  01' Dogturd's  Original Pale
Sellafi eld s ludge and mineral water

- an experience which wil l  result  in his
becoming The Joker. (W000000h! )

review
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Oh would you l ike to swing on a batr ope,
moonbeams ar ound in a jar .  (Eh? Ed)
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really predic table 'Holy
something or other'  start -  let's

lust launch st raight  into the gullet  of
Ocean's latest lit t le number,  squidge
about in the giblets  a bit,  and pass a
verdict as we emerge,  refreshed, at the
other end. (Not sure I like the sound of
this one. Ed.)

The fi rst section is set in the Axis
Chemical Plant, and to secure v ictory
the or 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 mus t  be
disposed of  - the most  effective met hod
being the batarang in the belly.  (Heuch!)
Victory in the fi nal conf rontat ion on this
level will result  in Jack being dumped in

WHAT'S WHAT
TITLE

PUBLISHER

PRICE £ 2 4 . 9 9

FORMAT

RELEASED

Batman The Movi e

Ocean Softwar e

Ami ga (ST to fol l ow)
Out Now !

In the next section Batman jumps  in
his trusty batmobile and makes good
his escape f rom The Joker through the
streets of  Gotham, avoiding both police
roadblocks and the smiling one's
minions  Out run style. Corners  are
negot iated by a t imely  chuck of  the

grapnel hook to twang
round us ing lamp posts.
The middle section wil l
fi nd you back in the
batcave at tempt ing to
isolate three substances
which have been
impregnated wit h The
Joker's lethal smilex
chemical.  Yikes!

For the penult imate
section it 's back to the
mean streets of  Gotham
City, this t ime fl y ing in the
Batwing.  Balloons  have
been fi lled wit h smilex
gas (boo! ) by The Joker
(hiss!) and you mus t  fly
the Batwing t hrough the

mooring ropes of  the balloons,  causing
them to fl oat  harmless ly  away  (hurrah! )

And fi nally  Cy ri l_ and fi nally  Esther
it's the big s howdown wit h The Joker,
set against  the backdrop of  the Got ham
City Cathedral.  Similar to the first
section, this  t ime c rumbling fl oors  and
vicious rats must  be avoided before an
even more  fi nal conf rontat ion wit h The
Joker on the roof  of the
cathredral. So 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
and hence produce a
decent game?

Batman is, fortunately,
an excellent game. The first
and fi f t h sect ions  are ex -
cellent examples of how to
produce a bri l l iant  arcade
adventure, whils t  the driv-
ing and  fl y ing sequences
are almos t  games  in t heir
own r igh t ,  Wh e r e  mo s t
games at tempt ing to pack
in several sect ions tend to leave out
playability  in order to squeeze all the
code in, Batman doesn't ,  and manages

carry

•

' a p er  s a n g  o r
an ear ly bath.—

0  ' Clegturd's

to be both fantast ically addict ive and
slickly programmed.

Each sect ion is colourfully  designed
and it 's  obv ious  that someone has taken
a lot  of pride in get t ing the details  just
right. All the fi gures are well animated-
watching our hero chuck out  the
batrope and c l imb it,
is st ill v isually  satis-
fying several hours
int o p l a y i n g  t h e
game_ S imi la r ly  the
gloomy ,  b r o o d i n g
streets o f  G o t h a m
City are well portra-
yed in the driving and
fl y ing s e q u e n c e s .
Sound comes court-
esy of a neat lit t le tune and the usual
thuddy  noises and sampled gunshots.

There's a bit  of  t ime wasted in
point less disk accessing, but  this
doesn't  affect the playability  of  the
actual game,  though,  and this is where
Batman is outs tanding.  A well thought
out  adaptat ion of  the movie,  and
brilliant ly  programmed to boot. Ev ery
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. -
o x
i l l i
t 4 ,

•

HASSLE FACTOR:1
A chunk of
pointless picture
loading happens
each time a  game
ends. Annoying.

What ki nd of Idiot would stick a bui lding next to a
landing str ip? That's what I want to know.

GRAPHICS ADINCTIVENESS
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SCAPEGHOST
Level 9/ST, Amiga & P C / C
.
1 9 . 9 5

M i k e :  In roust gam es  you
end up dead but  in
Scape ghost you start  of f
that way ,  actually  s tanding
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
t radit ional 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 wit h -  you're a ghost  of  a
chance! The wreath on your grave says:
' 'For Alan Chance, a much loved roan
and long-serv ing police officer, mur-
dered in the line of duty. His  family  and
friends shall miss  him clearly." Um,
that 's nice to know.  But  cock your
ghost ly  lug-hole in the direct ion of  the

You'r e a bl inking sti l ly.

Soon :  N o w  forgive me if
I 'm wrong,  but  the scenario
for Pharaoh is probably  the
first to ever borrow a story
f rom The Bible.  Try  and

guess where this s tory  was blagged f rom
-  Seth, King of  the Desert  and God of
Evil, is planning a coup d'etat, and so
when the Pharaoh pops  his papyrus,  he
decides to t i p  all the poss ible ascen-
dants to the throne by drowning them.
Fortunately,  a good God decides to save
one sprog f rom drowning,  and takes him
to the Egypt ians 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  ris ing t hrough
the social ranks unt il you've proved
yourself  worthy  of  the Pharaoh's  throne.
You do this  by t ravelling up and down
the Nile,  t rading at the various towns  on
the riverbank, and by using y our cash to
build monument s  to various gods and, of
course, yourself .  I 'm aware that it  takes
all k inds to make a world,  but  I must
admit  that at the moment .  I 'm hav ing
t rouble think ing of  anyone who might
enjoy  this arcade strategy t rading game
more than any  other.  It's s implis t ic ,

ZERO

detective s tanding round your grave
and you' ll fi nd that  some of  your so-
called ' f riends ' are very glad you've
popped y our clogs.

The fact that  no one knows  you're
eavesdropping is the advantage of
being a ghost ,  along wit h 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 any thing
up -  everything just  s lips through your
fingers. But  if  you're part icularly  light -
fi ngered, you might  get the hang of  it.

It's a great  idea for a game and no
gravestone is lef t  unturned in the search
for a merry  jest... a t omb with a v iew,
spirit  levels -  they 're all there!  I like the
one about  the ghost  in the next  grave to
you. He's  called Joe Danby  and used to
be the landlord of  the Pig and Whist le,
but can't  go back to haunt  it 'cos they
don't  serve spirits. Laugh? I nearly  died!
Joe takes you on a tour of  the cemetery
where you mus t  meet  the other
inhabitants  -  a cheery lot  of  ghosts and
ghouls.  The fi rst part  mainly  has you
helping out  these creatures as you
struggle to c lear your name and the
mystery surrounding y our own death.

The puzzles are all nicely  done,

DAY OF THE PHARAOH
Rainbow Aris/ST, Amiga & PC/C24.99

r ud i men t a r y  a n d
boring,  t o  s ay  t h e
least. Indeed, as any
Egypt ian t rader wi l l
tell you,  a lif e based
solely on  t rading is
f air ly  b o r i n g ,  a n d
he'd pack in  his  job
and become a py ra-
mid  d e s i g n e r  i f  i t
weren' t  f o r  t he  ar -
cade sec t ions .  A h ,
yes. What 's  the point
in bringing out a trad-
ing game  i f  i t  is n' t
spiced up with pret ty  graphics and hasn't
the odd arcade section t hrown in?
Unfortunately,  that 's  what  they are. Odd
and t hrown in.

There are three major arcade a n d  I
use the word very loosely  s ec t ions  in
Pharaoh. One is a daf t  af fair where you
at tempt  to stop people boarding y our
ship by giv ing t hem a quick slap across
the head wit h a paddle.  Another involves
t hrowing arrows  at attacking is tat ionary)
enemies  while you poot le along on y our
chariot. There's  also a sect ion in which
you guide your ship through rocky waters
by mov ing the joystick left and right.  All
are lacking totally  when it  comes to
gameplay  and fun, and a s imple joystick
error can end t wo hours  wort h of  empire

"I f I 'd known I  was invisible I 'd
never  have put on this stupid French
detective disguise!"
though wit h s ome of  them there's  a
feeling that  you've been there before
I he means  deja vo. Ed.) in earlier games
like Knight  Orc and Gnome Ranger. It
could all have done wit h a lot  more
play-test ing too.

Part t wo gets you out  of the grave-
yard into a g loomy  house whils t  part
three begins  wit h a priest  about  to
sprinkle your grave wit h holy  water.  The
graphics are great,  t hough so far I 've
only seen the ST version. The others
wil l  have to wait  'cos the editor's
screaming at me for this rev iew.  At  least
I think  it  was the editor..,  hang on while
I look  round.. .  Aaarrrgh! !

What  a shame Level 9 are bowing
out of  text 'n'  piccies style adventures
with this good.  but  not  brilliant  game.
ST Score -  PC a nd Ami ga out  now
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sow,  row,  r ow your  boat,  gentl y down the stream, merrily,
merrily, merri ly,  merri ly,  i f i crash agai n s c r e a m .

building on t wo of  these sections.
'Frustrated' does not  accurately describe
the seething mass I turned into, when-
ever this  happened.

In addit ion to boring gameplay  on all
fronts, Day  of  the Pharaoh wins  my  vote
for this year's prize as the most  un•
f riendly  disk juggler.  Somet imes  you
even have to swap disks to learn you've
been k illed.  It's a pity  that what  could
have been a fi ne game has been ruineo
by s loppy design and a lack of  thought.

Amiga score -  ST and PC out now

INAPNICS ADDICTIVENESS cD
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PRECIOUS METAL .14.90 18 .90
CHARIOTS OF WRATH 16.90 1 6 .9 0 PREDATOR .16.90
CHICAGO 90 13,90 1 3 9 0 PREMiER COLLECTION . 1 1 9 0  19 .90
COLOSSUS CHESS 1 0 1190 1 6 .9 0 ..111.10 - -
CONFLICT IN EUROPE 16.90 1 6 .9 0 R•TYPE , 1690 13 .90
CONTINENTAL CIRCUS 13.90 1 3 .9 0 RAC RALLY 16911 16 .90
COSMIC PIRATES le 50 1 6 .9 0 RAINBOW WARRIOR. 1690 1  6 90
CRAZY CARS 2 16 90 1 6  90 RED HEAT 14190 1 3  90
DAILY DOUBLE HORSE RAC 13 900 1 3 9 0  R E D  LIGHTNING. 19.10 -
DARK FUSION 1390  1 3  90 RENEGADE 3 11390 1 3  90
DAY OF THE VIPER 1990  16 90 RICK DANGEROUS ..,16.90 l e  90
DEJA V II 2._ ............ le  90 l e  90 ROBOCOP , 16.90 1 3  90
DEMON'S TC046... 13 90 1 3 9 0  R U N N I N G  MAN ,111.90
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16.90 1 6 .9 0 xytiOTS 12.90 13,90
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SEGA GAMES
SEGA SEGA

AFTERBURNER 2 t  9b MONOPOI Y 26 SO
ALEX KID° lOS T STARS) 21.95 IONIA 20 SO
ALIEN SYNDROME 21.95 OUTRUN 21 9 5
ALTERED BEAST. 21 9 5 PENGUIN LAND 2 8 . 6 0
AZTEC ADVENTURE 20.50 POWER STRIKE 2 0 9 0
BLACK BELT.. . 21350 PRO WRESTLING 1 7 . 9 9
BLADE EAGLE 30„ 21.95 QUARTET 1 7 9 5
CALIFORNIA GAMES 24.50 R TYPE 2 9 5 0
CAPTAIN Sit vER„ . .  . . . . . . . . . . . . .21.95 RAMBO 3 2 1 . 0 9
CASINO GAMES 21.96 RESCUE MISSION 20.50
CYBORG HUNTER.. 20.50 ROCKY, 21.95
F>C4JEK E DRAGON.. 21.96 SECRET COMMAND 20.50
ENDUCO RACER 20.60 SHANGHAI 20 5 0
FANTASY ZONE 2. .  . 21.95 SHI14091 21 95
GANGSTER TOWN 11.95 SHOOTING GALLERY ............. 20 5 0
CLORM DEFENCE 20.50 SPACE HARRIER 20) 30 21 95
GREAT BASEBALL 20 50 SURNARINE 3D . . . . . 21 95
GREAT BASKETBALL 2050 THUNDERREAD( 71 95
GREAT FOOTBALL 20 50 TIME SOLDIERS 21.95
GREAT GOLF......... 20 50 WANTED 21.96
GREAT VOLLEYBALL 20 50 WON D GRAND PEUX 20.50
KIING FU KID 20 5 0 WORLD SOCCER.. .20.50
LORD OF THE SWORD 2196 Y'S 29.96
MAZE HUNTER 30 21.95 ZAXxON 20) 30 21.86
MISSILE DEFENCE 3D 21 9 5 ZiiiiON 2 20.5020

BOXING MANAGER
Real Fighting - Real Tactics - Real Management
End of Round 7 your boxer returns to the corner. The cuts worsening and there's
a swelling beneath the eye You have thirty seconds to patch him up What about
Kier fight tactics? Is he in f ront
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YES ANOTHER SMASH H FT COMING
All lights use  an a rt ifi cia l inte llige nce  with  inde pth comme nta ry as 100
I,oxers struod'e b e c o m e  Heavyweight champion of the world,

THIS GAME HAS...
100 Boxers 20 light  Managers  JO wan initiv idual abilities and ratings.
5E9105 *Different governing hodoes• Physio • Trainer •Area national and world
ranking displayed •  Secretary • Fillolax • Letters and telephone calls •  It's all
here with more.

PLUS
. . .

ALSO...

BEWARE...

• Move around your offi ce •  Use your telephone •  Answer mail •  Sign
agreements with boxers. promoters, governing bodies is Sel up deals •  Visit
physio or pop into the training camp • Manage up to Five boxers 81 once

Decide upon light tactics according to the strength and weaknesses of your
boxers. what are their weaknesses? sorry - you'll have to find out Work as a
second during rounds. Use sponge, flat iron, towel, water etc. Opponents use
intelligence to decide upon their next round plans so beware.

Heou'ne looking for something easy or a joystick waggling punch up - look
elsewhere this is the fi ght game with reality.

GOLIATH G AME S  special ises in ADV ANCE D -  I NV O LV E D
- O R I G I N A L  SO FTWARE D O N ' T  FORGET IT

AVAILABLE ON- .
CBM 64 - 9.95/12.95 DISC
SPECTRUM - 9.95
AMSTRAD 9.95/12.95 DISC
AMIGA • A TA RI  S T-19 . 95
MM - 19.95 iixtudinu VAT Plus bgp post & paciunu

PLEASE SEND CHEQUES/P.O. TO:
Me 614,73•assoslat metwOrt

1 SCIENCE PARK, ABERYSTWYTH, DYFED SY23 3AH

1 UPPER PARK STREET, HOLYHEAD
GWYNEDD LL65 1 HA

IMMEDIATE DELIVERY OF STOCK ITEMS BY FIRST CLASS POST

T e l . . .

UK BFPO DELIVERY FREE. ELSEWHERE f 2.00MAME FOR AIRMAIL
PLEASE MAKE CHEITUEIPO PAYABLE TO KEY SOFTWARE

ORDER FORM PLEASE PRINT; S T A T E  COMPUTER
GAMEGAME

TOTAL

, C O S T

Name
Address

1 2 1 2 )
SEND TO KEY SOFTWARE 1 UPPER PARK ST HOLYHEAD GWYNEDD L165 1HA
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ADVENTURES!

The Bearded
Wonder of
Adventure-
land is back!
Yes, M i k e
Gerrard
spills the

from the depths
of hippy Huntingdon
on w hat  he's been up
to (adventure-wise of
course!) during the
last month.

This, fel low adventurers,  was history
In the maki ng -  infocom's first ever
game to have graphics. . .  even i f i t
was lust the l oadi ng screen!

ZERO

w hile I was  checking Out the
Infocom info this mont h and
feeling despondent  ('cos due

to wretched company  take-overs the
regular fl ow of  adventures that I love -
the t ruly  Interactive Fict ion type -  may
cease), I perked up cons iderably  when I
realised that  there are st ill dozens of
Infocom games  that I 've never really
even got  my  teeth into.  Yay, I 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 I
was so rushed of f  my  feet (That 's  a
feeble excuse. Ed.) that  I didn' t  get
much t ime to play it_ So, the other day I
decided to "Stuf f  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. Lit t le did we know
what  that would lead to!

Win k,  w in k,  nod, nod .. .
Next thought  came as I read the
int roductory  screen's text. (Newc omers
note that  'text ' means  loadsavvords on
the screen). Anyway,  I 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 c heer ing_"B l imee,  I thought ,
completely  enraptured,  'There's  a whole
game 'ere! '  Even typing 'I ' for Inventory
produced:  'You have one Zorkrrild'.  A
fi nancial ny mph appears  on your
keyboard: 'By the way,  you can check
the amount  of  cash you're holding at
any t ime with the Cash c ommand or
just type '$' f ol lowed by RETURN. Bye! '
And she disappeared wit h a wink.

Right, I thought ,  how can you
possibly get all that  on an icon? And
how can an icon compete wit h the

s imple 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-
ball! ' I don' t  know
about  you but  I
revel in  all that  kind

of stuff. Even being bit ten on the ankle
by a rat -ant  as you go down into the
cellar. If you t ry  to attack the rat-ant  with
your shillelagh,  each response f rom the
program is s light ly  dif ferent,  t hough
s omehow you always  just manage to
miss the creature!

And lo and behold then it  happened.

I went  north f rom the cellar in ye Rusty
Lantern public  house, and forgot  to light
the rusty  lantern before I moved.  The
result? Why  naturally  I was  in imminent
danger of being eaten by a grue!  Eeekl
Luckily, I surv ived that t ime,  but  it  did
make me wonder whet her graphics base':
games wil l  mean that  someone,
s omewhere is going to make the fatal
mistake of  t ry ing to depict  a grue.  Even
The Lore And Legends Of  Ouendor
booklet  that comes  wit h Beyond Zork
doesn't  make that  mistake. On the very
first page, beneath the drawing depicting
a f ew human remains,  we read that  'No
grue has ever been seen by  the light  of
day: f ew have surv ived its fearsome jaws
to tell the tale. '

Phew, Ph ew , Barn ey NicGrue
And long may  that be the case. A
graphical grue? No way, Jose. 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 I do wit h the fishcake?

As the ZERO editor is so strict  (0000h
I like it  really ! ) and insists that writers
writ e their writ ings  (Cut  the alliterat ion.
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 fl ood of  letters that 'll no clout)!
s wamp this page in the future... well,  they
er, haven't  arrived yet. This  can only
mean one thing -  I 'll have to writ e it
myself !  Drat  and t riple drat!

So this mont h I 'm gonna give all you
adroit  adventurers  an Infocom exclusive,
revealing its case history,  latest news and
titbits.

Infogo...
The adventure wor ld 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, Lurk ing Horror,
Stat ion fall and so on... A t  least a dozen
ace games  were released f rom '86-'88,
and that 's not  count ing the brilliant  earlier
classics like Zork,  Deadline,  Hitchhiker's,
Planet fall and Suspended.

But then things  started to change.
Quality  seemed to suffer a tad. Some
thought  Plundered Hearts was scraping
the bot t om of  the barrel,  that Border Zone
was  teetering on the average, and others
s imply  couldn't  f athom 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 Lurk ing Horror and
Stat ionfall were the last two games to be
made available for their machine,  and
then Atari ST users had the screaming ab
dabs when Sherlock Holmes  And The
Crown Jewels  failed to appear in their
format.  It was wit hdrawn soon after on
the ST and though some have been
promised,  wi l l  they actually appear?
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In the mids t  of  all this,  the company  was
taken over by Mediagenic /Ac t iv is ion
due to fi nancial difficult ies. I reckon that
if you're produc ing award-winning
games selling by  the hundred thousand,
IHitchiker's. Zork  and Leather
Goddesses Of  Phobos certainly did for
one) and not  mak ing 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 they?
Games? Comics? Every Infocom fan I
knew sussed they were doomed to
failure as soon as they heard about
therm 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 look ing round for dif ferent ideas?
Adventure players like me would have
been quite happy  to carry on play ing
new Infocom games  t ill the cows  came
home but  it  seems that they had to turn
their hand to something new -  quick.

Leather Goddesses of Phobos
Amongst  all the wranglings  and
uncertainties, late in 1988 the Infocom
President and long s tanding member  of
the team, Joel Berez, res igned.
Followed by  the closure of  the Infocom
offices in Cambridge,  Massachusetts. To
find out  the latest hot  gossip. I 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 mov ed into
Mediagenic offices, and are hoping,  that
the programmers  who were left  behind
will cont inue 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 sett ing up their own
company! On the other hand, this was
actually one of  the rumours  that
Activision refused to confi rm or deny.
Maybe we l l  see an adventure company
centred around the likes of  Dave Lebling
and Steve Meretsky. Between the t wo of
them they 've produced Lurk ing Horror,
Planer fall, Sorcerer,  A Mind  Forever
Voyaging, Leather Goddesses of
Phobos, Hitchiker's  Guide to the Galaxy,
Shogun, Zork,  Enchanter,
Suspect, Spellbreaker
and Stat ion fall. I for one
would like to see more
Inter-active Fic t ion f rom
the guys who did all
those graphics-
dominated, rather than
icon-based, RPG-type
games. What  about  you?

MY PLAY LIST
This is where I 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 fl ow 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 I think of any more river-type puns? (Hopefully
not. Ed). I'll just get on and look 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 Sho. Well blow me down with Hurricaine Hilda if those very same three
titles haven't been converted to the ST by author Jack Lockerby using
Incentive's STAC and published on one disk a t under a termer. It gets full
marks for value from me! They're all text-only so there's no attempt to use
STAC and the ST'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, I thought I 'd look in detail at the most recent, Domes Of
Sho which I liked in its Spectrum incarnation, giving it 80 in the mega-
wonderful Your Sinclair adventure pages.

D omes  is set on the planet  of
Olaxas which is where the Sha
tribe live in their own lit t le valley.

All around them the planet  is dying,  but
can they quit  their valley to go in search
of bet ter prospects? Can they heckers.
The Cold Fear stops them.  Till now,  of
course. Enter one brave ii.e, too dumb
to k now better) adventurer.  You fi nd an
ancient scroll early  on, and although it 's
writ ten in a long forgot ten language,  the
programmer k indly  prov ides a
translat ion. The gist of  this is to get in
there and lead the people out  of  the
valley. But  first you have to fi nd the
village elder.  (What 's  wrong wit h 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
lett ing you sort  Out the problems!

The problems  are good.  Right  f rom
the start  they've got  you puzzling, and
the size of  the game leach one's  nigh-on
90K1 means  there's plenty  of  them. Like
how to get the Sunowl's  egg down f rom
the t ree when mu mmy  bird attacks you
if you take it? How to get the black
object rest ing 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 comes in very handy,  so don' t
break it  - so far I've used it  in three
dif ferent problems  and I 've a feeling I
might  be needing it  again. If you get
stuck you can always  type HELP - that
gives you the phone number and
address of  River Sof tware(

So far so good. The bad news  is that
this has been a pret ty  hasty convers ion
job: mis s ing comas, typing mistakes
(e.g. southest for south-east), the
Sunowl suddenly  becomes Sun Owl,
that k ind of  thing,  Nothing drast ic but
still s loppy.  There's  also a lit t le bug. If
you enter a mult iple mov ement
c ommand (like SOUTH,  WEST, NORTH)
in one input,  then the status line at the

top and the screen descript ion
underneath disagree wit h each other,
Typing LOOK gets them to agree,

Despite the increase in size, I don' t
think these games convert  well  to the
ST (only  available on ST at the moment l
- why  buy  a 16-bit  machine to play 8-bit
adventures on? And that 's what  it  felt
like, I f  you've played t hem on the
Spect rum 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 s imple presentat ion
and lit t le mistakes. But  they do only  cost
about three quid each, so recom-
mended for the paupers  among us!
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Adventure Health Warning:
Reading the following may

seriously damage your adventure fun -
unless you're completely crap anyway.
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THE PAWN
Getting Started:
Go east, say ' He l lo "  to
Kronos, listen to what  he
says and then say to him
"What  is the wris tband?"
What To Do In The
Palace Gardens:
Look in the fountains

and under the mat.  Examine the bushes.
Use the metal key f ron your jeans to get
into the shed, and look under and on
the workbench.
How To Stop The Guru Laughing At
You:
Hide the wris tband wit h your shirt,
How To Get Past The Boulder:
Use your shirt  to t ie the hoe and rake
(f rom the shed) together,  and lever the
boulder.
How To Get The Guru What He
Wants:
Melt  the s now to produce the water.
To Lift The Floorboards:
Close the door behind you.

JINXTER
What To Do With The
Plastic Dragon:
You can play  with it  in
the bath but  otherwise
it's useless.
Early Red Herrings:
Your mailbox ,  the book
on the bat hroom fl oor,
the dragon

What To Do When The Phone Rings
In Your House:
Answer it, you fool!  I t 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 us ing the
phone in Xam's  house,
How To Get Past The Bull:
Get the table c loth f rom the
conservatory table, wave it  at the bull,
then t hrow it at the bull.
What To Do With The Spectacles
From The Magpie:
Wear t hem to see in the dark.

ZERO
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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 solutions
or tips you think might interest other readers, send 'em in.

Now it's hard to know the best way to go about handing Out 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, I 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 wont 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.

(1:1
-•.t
(A

CORRUPTION
Getting Started:
Take the share cert ificate
and amended ledger
f rom 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  f rom the obv ious  responses, you
should look in the cistern but  don' t  take
what  you fi nd,
How To Get Into David's Office:
If you wait  unt il about  10am, then
Theresa wil l  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  t ill the
conversat ions begin.  Take the fi rst one
in your office, the second in Theresa's.
How To Avoid Winding Up In The
Hospital:
You can't  y o u  need to go there, then
escape.

THE GUILD OF THIEVES
Getting Started:
J ump 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 Rot To Bet On:
The grey one
What To Do In The Junk Room:
Move the junk.
How To Get Into The Windmill:
Shout  and ask the mil ler to "Please stop
the vanes."
Hot To Get The Miller's toot:
Buy it  with the cheque f rom 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!
How To Make Coffee
For The Producer:
You can't  so tell Rod to
do it.. Works  every t ime
How To Play The
Various Cassettes:
First watch out  for the
bug which means  that if

you put  the tapes in the player first. you
can't  actually get them out  again and
also can't  complete this section. So
PLAY CLEANER IN PLAYER fi rst to clean
the heads, then SET FADER TO 3 so 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. I t ' ll fly out  after you've left and
explode s omewhere in the jungle.
How To Get Past The Hippies:
Make sure you're wearing all the clothes
f rom the van and also switch of f  the
torch when carry ing the pew.
How To Get The Gargoyle:
Stand on the pew,  t ie the gargoy le with
the cord f rom the altar, get  down again
and PULL CORD.
When You Arrive In Roach's
Appartment, Hydropolis:
Check y our 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!
I shall go 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, 14 Rathbone
Place, London W1P 1DE.
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Gate, Captain Sensible is glued to
the latest rev iews  of  his new album

Revolut ion Now.
"Sounds called me one of  the

vvorld's mos t  disgust ing s lobs," he
explains genially .  "I t  was a good rev iew
though and I also got  a good one in
NME  You mus t  read it . "

"Here's  Mus ic  Week  'This  album
should give the Captain the songwrit ing
credit  he deserves.„'  Aaaargh!  'Tracks
like A Riot  On Eastbourne Pier have
simplis t ic  yet  charismat ic  qualit ies
about t hem that  makes this a ref reshing
set...' Aaaaaargh!  Bri l l iant ! '

He waves another disk, this  t ime
labelled 'Steinburg' ,  referring to the
German sof tware house of  the same
name. Well,  nearly  anyway.  I point  out
that it 's spelt  wrong_ "Typical, " mut ters

his press officer.
The camera
shutter begins  to
click away  on
motor-wind. . .

It's pret ty weird to fi nd an ex-punk
axeman who composes and records his
music wit h the help of  a Computer.
Captain Sens ible l'Capt '  to his  f riends)
bought  his Atari ST t wo years ago and

"You'd wipe the
bloody thing!"

ZERO

This month,
ZERO's Tim
Panting lays
his sanity on
the line when
he tries some
happy talk
with Captain

said WOT?'
Sensible.

now fi nds it  indispensable.
"When I started us ing computers ,  it

was all totally  beyond me.  I was just a
humble guitaris t  who played in a punk
band. So I left me computer down the
studio and the other guys learnt  to use
it.. When we got  t hrown out  of  the
studio, I took the thing back hotoe and
forced myself  to get  to grips  with it. Al l
very much t rial and error stuff, I 'd spend
a good couple of  hours put t ing some-
thing together and then I 'd accident ly
wipe the bloody  t hing! "

The Captain uses the Steinberg Pro
24 sequenc ing program almos t
exclusively. That  way  he can wri t e
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 s tudio t omorrow that's got
the same 16 track tape recorder and
computer as me, All I do is take me
disks down and mix  it. But I always do
the drums  in the s tudio live so as to use
all the effects units which I haven't  got
at home.  In fact, I 've just spent the last
four days  d r u m programming  f o r  new
songs. I ' ve got  an Akai 5950
sampler and I  real ly  l ike t he
drum page on t he Steinberg.
Terific. I 've just discovered the
' loop funct ion'.  If you do a 16
bar passage, you only  have



to get two bars together,  loop
'em and then copy 'em wit h the
repeat funct ion.  Then you go
through and fi ne tune put t ing in
fills and stuff  like that. It 's just so
much quicker to do it  that way . "

A fax arrives giv ing the details
of an import ant  Sens ible appoint -
ment. P.S.  Don' t  forget  your gui-
tar' reads  a  footnote.  I  begin t o
wonder jus t  what  mak es  a punk
st rummer turn t o the ev il God of
the Silicon Chip.

"What  do you call someone
who hangs around wit h mus i-
c ians " asks the Captain.

Dunn° .
"A drummer, " he laughs.
I make a t rite c omment .  Well,

probably more offensive than trite.
"Are you a drummer?"
Erm, yes.
"Well,  that 's why  I use the

computer. Af ter twelve years
with Rat  Scabies (drummer wit h
The Damned),  anyone would fall
in love wit h a Steinberg.  No,
don't print  that, he won' t  buy me any
more drinks... I Sorry Captain, couldn' t
resist it, Ed. .  I also really  like work ing
on my own, " he explains. "I t 's  a bit
antisocial but  I work  wit h a 118t of
musicians and if  you writ e the songs
yourself, that  way  you don' t  end up with
someone else's interpretat ion.  I 'm a
rubbish keyboard player but  the
quantise funct ion is quite fantastic. (A
function of  the sequencer that automat i-
cally corrects bad t iming).  You can s low
the track right  down to about  25 beats
per minute and play your keyboard part
in much more s lowly .  Then you speed it
up and it  sounds f ab! "

Meanwhile,  the cat has fi nally
managed to get out  onto the ledge and
is invest igat ing the possibility  of
abseiling down the side of  14A Not t ing
Hill Gate wit hout  a harness.

"I hate that cat," adds  the Captain
sombrely before returning to the subject
in hand. "Whenev er I saw people us ing
computers in music,  I thought  that  it
was the computer that made it  sound
robotic. When I got  mine,  the fi rst things
I sequenced were totally  sixt ies sound-
ing. Computers  don' t  make mus ic  sound
like a robot,  it 's just the way  you press
the buttons. If you listen to the album,
it's full of  old sixt ies 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,

"I never use a mous e -  I haven' t  got
room for one, I use all the controls  on
the keypad. It 's brilliant ly  quick once
you get used to it -  you get  this method
together wit h the up/ down and right / lef t
arrows. 'Ddlic illdlIdlidddldldi'  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  I mean?'  Erm,
yeah, sure thing Capt....

He reels of f  all the lit t le bits of  gear
he's pulled together to record the album
- mostly ancient  and outdated.  I ask him
if he uses any other mus ic  programs  for
the Atari, suggest ing he might  use it  to

program the Akai sampler -  a muc h
s impler opt ion than us ing the
ins t rument 's  own complex  system.

"Blimey,  yeah, that 's a good idea. I
haven't  got  a program for that. I 've got
an editor for the Roland D50 (a powerf ul
synthesiser) which is Vrific_ You can put
a load of  patches together and store
them on the Atari.  I can't  remember the
name of  the program but  what  I really
like about  it  is the RANDOMIZE
funct ion. You press this but ton and get
a completely  dif ferent  sound.  It tweaks
everything ins ide the D50, i t  just goes
beserk. There's  a lit t le 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  rriffi c .  Some-
t imes I sit there for a couple of  hours
after I come back f rom the pub, just
pressing the RANDOMIZE but ton.  You
get fi fty new sounds that are really  quite
strange and of f  the wall.  I got  a really
great sitar one actually which goes
bigieowieowleow_. . "

And now he's of f  on another tan-
gent, sett ing up a business import ing
sitars. Pakistan is called to fi nd out
prices and 20 sitars are ordered there
and then. My  mind begins  to wander
and I begin to fantasize about  invent ing
a MIDI  sitar for cont rolling 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. suggest ing she check out  his
new album_ "I  get  quite excited about
the fax machine,  it 's good fun, " he
explains. Eventually ,  I manage to turn
his at tent ion away  f rom world domina-
t ion and back to the humble computer.

"What  else have I 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 t it les."
He laughs." I completely  OD'd on com-
puter games. I bought  jus t  about  every
game in existence when I had the

I

m
u
s
i
cCommo-

dore. Not
having a screen, I
used to use me dad's
TV in his liv ing room.  He'd
come downstairs  on his way  to
work  at six in the morning and
I'd st ill be there play ing this
cricket game.  Even when he got
back f rom work  I'd still be there
play ing it. 'I want  to watch the
televis ion, ' 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. I
just OD'd on them,  I hardly  play
'em now.  I don' t  do things by
halves, y ou k now. '

Opening another can, he
takes a gulp and cont inues, "My

favourite v ideo game I ever had -  which
is totally  ideologically  unsound because
it's an American'  Let 's knock the
Russians on the head' game -  was
called Beachead I  think it  was a
c ompany  c a l led
US G o l d  w h o
produced it. Fan-
tas t ic  g a m e  i t
was totally great,
about  seven games  in  one.  I t  has  t his
fi ghter plane near the end-  you can sort of
turn f rom s ide to s ide and all that  stuff.
The screen is almost  3D, it 's really clever.
That was on the Commodore. " He frowns.
"I got  rid of  that, a bloody  pain in the butt
that mac h ine  was .  I  us ed t o  t h ink  a l l
computers  were like the Commodore 64 -
having to load them with a cassette, such
a b loody  drag.  I  s t ill can' t  f at hom h o w
systems now work  wi t h  a lit t le disk. Al l
that in f ormat ion_ When y ou lis ten t o a
cassette, it goes "eiierghh aarghrgh',  !can
unders tand that ,  bu t  h o w the lit t le disk
holds it, is  totally  beyond me. "

Aware that the conversat ion is about
to plunge even deeper into the wonders
of modern technology,  I begin to excuse
myself  and s lowly  wend my  t owards  the
door  a n d  t h e
c o m p a r a t i v e
sanity of the out-
s ide wo r l d .  I t ' s
now t hat  ev ery
one suddenly  realises that the Walk man
has been recording every word for the
past hour and a half  and has witnessed
some pret ty dodgy  revelat ions.  (And
we're not  t alk ing Ataris  but  world
issues like Pakistan,  internat ional poli-
tics and black market  MIDI  sitars.) One
of the Sensible c rew cries f rant ically
"That  tape might  get  stolen by  some
Iranian fanat ical group! " Captain
Sensible in Salman
Rushdie hostage mix •
up? Er, no,  I don't
think so s omehow.

Come back Rat
S c a b i e s , e v e r y -
thing's  forgiven.

"Benazir Bhutto,
check out his albums."

"Let's knock the
Russians en the hood."

ZERO 91



' T W I N  DISK DRIONLY

Stimihie  e xtra  low profile  un it
Only 6 " long
,111; T o p  qua lity drive  me cha nism F u l ly
compatible
Throughport a llows d a y- ch a in in g
other drive s (Amiga  only)

I
F 
A 
s
u
p
e
r
b
l
y 
s
t
y
l
e
d 
c
a
s
e 
f
i
n
i
s
h
e
d 
i
n

compute r colours

AMI G A VERSI ON S I NGLE
DRI VE

O NL Y  £ 6 9 . 9 9
ST VERSION

ONLY E89.99 WITH
I
F
1  
m
e
g  
u
n
f
o
r
m
a
t
t
e
d  
c
a
p
a
c
i
t
y
.

FREE OCP ART STUDIO
Good le ngth cable  for positioning
on yo u r de sk e tc.

ADD E5 FOR CO URI E R DELI VERY  I F REQUI RED
EXTERNAL DRIVE S WITC H

I F  Sw it ch  in / o u t  o f  e xte rna l drive s.

I F
S
a
v
e  
o
n  
m
e
m
o
r
y  
a
l
l
o
c
a
t
e
d  
f
o
r

drives not curre n t ly in  use .

256 x 2 5 8  displa y with  1 6  gre y
le ve ls.
Rea't im e  frame grab I / 5 0 t h
second.
Takes sta nda rd composite  Vide o
Input f rom camera  or Vide o
recorder.
Screen update  1 fra me  pe r second.
single, continuous or buffered
displa y.
Load. Sa ve  fa cilit ie s including I FF
Save.
Edit  picture ,  cut,  copy. paste  and
undo.
Specia l e ffe cts. reverse ,  negative ,
mirror. compre ss. e tc.
Increase the  width  o f  the  displa y
to 3 2 0  x 2 5 6  a utoma tica lly Or
ma nua lly.

;IF Plu g s in to  the  pa ra lle l port o f  yourAmiga  1 0 0 0 / 5 0 0 / 2 0 0 0 .
7  C o m e s comple te  with  it s ownpower pa ck.
ONL Y  £ 8 9 . 9 9

7  C o m e s comple te  with  se t u p  d isk &
a larm clo ck u t ilit y.

O NL Y  E 29. 99

5 . 25  E X T E RNAL
DI S K DRI V E

EXTERNAL 3-5" DISK DRIVE

AMIGA VIDEO
DIGITISER

The corre ct t ime / da te  e ve ry t im e
you switch on yo u r ST.
Works with  most GEM  type
applica tions.
Ba tte ry backed C lock/ Ca le nde r.

On board L ith ium ba tte ry for e xtra
long life .
Displays in  1 2  or 2 4  H r. forma t.

Add a n e xte rna l 5 .2 5 " D isk D rive  to
your ST. •

Up to  7201 I ll

I
F 
I
d
e
a
l  
f
o
r  
P
C 
D
i
t
t
o 
e
t
c
.

4 0 /8 0  t ra ck switcha ble .

Attra ct ive ly style d in  compute r
colours.

I
F 
C
o
m
e
s 
c
o
m
p
l
e
t
e 
w
i
t
h 
i
t
s 
o
w
-
n

power supply Unit bu ilt  in

I
F 
5
.
2
5
"  
D
i
s
k
s 
a
r
e 
m
u
c
h 
c
h
e
a
p
e
r  
t
o
o
!
!

O NL Y  £ 9 9 . 9 9

VE O NL Y  E l  29 99

(AMIGA ONLY)
DF1 & 1311
,
2 
c o n t r
o l l e d .

O NL Y  £ 9 . 9 9

High qua lity d ire ct  re pla ce me nt for
mouse on ST/ Amiga .
Teflon glide s for smoothe r
movement.
Rubber coated ba ll for m in imum slip

Optica l syste m count ing-  5 0 0 / m m .

Speci al  offer  f r e e  mouse
mat  t  m ous e  house

(wor th £ 7 . 9 9 .

ONLY £29.99
COM PLETE (STATE ST  OR AM I GA)

512K RAM
EXTENSION

CARD
Ava ila ble  with / without  ca le nda r/
clock option.
Simply plugs in te rna lly in to  A5 0 0
slot.
Switch in / ou t  with  switch  supplie d

Fitte d in  minute s - no  solde ring e tc

Acce pts 4 1 2 5 6  DRams (ze ro K
RAM fitte d)
With ca le nda r/ clock onboard t im e /
date a utoma tica lly booted.
Ba tte ry ba cke d to  re ta in t ime / da te

ONLY £19.99
FOR S TANDARD CARD TO
ACCE P T 5 1 2 K
O NL Y E3 4 . 9 9
FOR VERSI ON WI TH CLO CK/
CALE NDAR

NB TH ESE PRICES AR E FOR BOARDS
WITHOUT RAM  CHIPS. PHONE 0 7 6 2
744707 FOR  RAM  PRI CES.
PHONE FOR LATEST FULLY
POPULATED BOAR D / R AM  PRI CES.

ACE 4

An easy to handle  Ha ndy Sca nne r
featuring 1 0 5  nun sca nning width &
400 dpi re solution enables you to
reproduce gra phics & te xt  on your
computer screen
Adjustable  switche s for brightne ss
et contra st.
Printout for Epson compa tible s

With Ge nisca n you have  the  a b ility
to e a sily sca n images,  te xt  &
graphics in to  the  ST/ AM I GA.

I F
A  
p
o
w
e
r
f
u
l  
p
a
r
t
n
e
r  
f
o
r  
D
e
s
k  
T
o
p

Publishing
I
F
P
o
w
e
r
f
u
l  
s
o
f
t
w
a
r
e  
a
l
l
o
w
s  
f
o
r  
c
u
t  
&

paste e diting o f  images e tc
Save images in  suita ble  forma t for
most le a ding packages including
DEGAS. NEOCHROM E,  FLEET
STREET. D ELU XE PAI NT e tc.
Unmatched range o f  e dit/ ca pture
fa cilit ie s sim p ly not offe red by
other scanners a t th is unbeatable
price .

SPECIAL OFFER
COMPLETE WI TH OCP ART S TUDI O  (ST) OR

DELUXE P AI NT I I  (AMI GA)  FOR O N L Y  £ 1 8 9 . 9 9
INCLUDING 1111ANDIVARE/SOFTWARE

ALL ORDERS NORMALLY DESPATCHED WI THI N 48 H I SHOW TO ORDER
BY PHO NE

E3 • • • "
0782  7 4 4 7 0 7

24hr Cre dit
Card Line

BY POST

Send che que s/P0 5  made
payable to

• Date ' Ele ctronics

PRICES AND SPECIFICATIONS CORRECT AT  TI M E OF PRESS
AND SU BJEC T TO CHANGE WITHOUT NOTICE

CALLERS WELCOM E -  Please reserve  goods by te lephone prior to visit .

FAX
0782  744292

UK ORDERS POST FREE
EUROPE AD D  E l

OVERSEAS ADD .E.3

DATE L ELECTRONI CS LTD. .  FENTON I NDUSTRI AL ESTATE
GOVAN ROAD,  FENTON,  STOKE-ON-TRENT,  ENGLAND.

SALES ONLY
0782  7 4 4 7 0 7

TE CHNI CAL ONLY
0782  744324



a l l
u s
t  
t
o  
r
e
c
a
p  
f
o
r  
t
h
o
s
e  
o
f  
y
o
u  
w
h
o

missed Part One of  the MIDI  feature
last month,  a MIDI  (Musical Instru-

ment  Digital Interface) is a communica-
t ions 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  s imple
ins t rument  set-ups involv ing MIDI.

A s imple set-up (diagram 1) is  where
you cont rol t wo synthesizers f rom a
"mas t er" synthesizer. The mas ter synth
is normally  called a MIDI  cont roller (and
it could be any thing f rom a keyboard to
a drum kit -  as long as it  has MI011.
Other synths can be complete instru-
ments in their own right  or they could
be "ex panders ' .  Expanders  are synths
or samplers  wit hout  keyboards de-
signed to be played f rom a MIDI
controller.  People of ten use them to
save space and shekels (or both) in a
MIDI mus ic  set-up. Af ter all, why  buy
loads of  zappy keyboards when you've
only got  two hands? (And one over-
drawn bank account. Ed_)

Each of  the ins t ruments  produce
sounds as if  they 're being played f rom
its own keyboard but  receive note infor-
mat ion f rom the controller.  So sound
f rom a number of  ins t ruments  can be
"layered" together to produce a
"bigger" sound,  or they can be spread
out across the master keyboard so you
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can play t hem separately.  This  is called
keyboard "s pl i t t ing" or  ' z oning".  Arid
it's not  actually as painful as it sounds!

Or 'owzabout  a sequencer cont rolling
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 sequencer needs to tell
each of  the other pieces of  gear what

notes to play  and it
does this  over
MIDI. I t 's a bit  like
an orchestra where
a conductor (our
sequencer) is
direct ing all the
music ians (the
synth and sampler)
to play  the music.
Just like 'the Cap-
tain' himself
advises, it 's  worth
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IDI?
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 wi l l  be able to tell
that a note has been pressed, what  that
note is  (MIDI  Note ON and MIDI Note
Number),  how hard you pressed it  (Note
Velocity Informat ion) and when you
release it  (Note Off  Informat ion).  Other
informat ion 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 compat ibility .  Any  instru-
ment  whether it 's a reverb unit  or a
teasmade I What? Ed) that you want  to
include in your MIDI  set-up needs to be
''MIDI compat ible. '  If you're not  sure
whether your ins t rument  is fi tted wit h
MIDI, have a look at the back panel.  If
you don' t  fi nd sockets marked MIDI  In,
MIDI Out  and MIDI  Thru,  it  almost
certainly won' t  want  to play ball.  If
you're us ing an Atari ST you' ll fi nd MIDI
In and Out connect ions 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.  Mos t  of  us encoun-
ter this t hroughout  life -  if  you're smart
you' ll make a career out  of  it and
become Cecil Parkinson, if  not keep
drink ing 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 mus ical
gear that goes with it...

MIDI MUSIC CENTRE
SYNTHS
A synthesi z er  is an el ectr oni c
i nstr ument tha t  gener ates sound
usi ng osci l l ators,  fi l ter s,  ampl i fi -
ers and hundr eds of  other  impres-
sive terms.  Don' t  wor r y  about
them and they  w on' t  wor r y you -
just yet.  Synths  come in a var i ety
of for ms: anal ogue synths are ol d
and unrel iable,  but  very hi p in
dance musi c and aci d house.
Digi tal  synths al so come in
several  shapes and sizes but  the
most  common is the Yamaha DX
series. These have got  a l ot to
answer  for  though.  'cos they'r e
responsible for  many of  the
pai nful  noi ses on Stock.  Ai tken
and Water man pr oducti ons.
(What? Kyl ia's a lovely gel.  E d. )
SAMPLERS
Sampl er s ar e basical l y digi tal  tape
recorders.  They  al l ow you t o
r ecor d a sound and pl ay i t back in
lots of  di f fer ent  ways -  for war d,
backwar d,  a t  di f fer ent  pi tches.
They can be used for  al most
anythi ng,  f r om i mi tat i ng real  i n-
str uments l ike fl utes and viol ins
t o r i ppi ng of f  other  peopl e 's
or iginal  di tti es.

SEQUENCERS
A musical  per for mance (pr ovi ded
i t's pl ayed on MI DI  i nstr uments)
can be r ecor ded i nto a sequencer .
This r ecor di ng can be edi ted,
sounds can be changed and the
whol e thi ng can be pl ayed back at
di f fer ent speeds.  The  thi ng to
r emember  about  sequencer s is
tha t  they r ecor d MI DI  i nfor mati on,
not  audi o i nfo.  Thi s means you
can't  r ecor d a si nger  (vocal ist not
sewi ng machi ne),  bagpi pes or
anythi ng at  al l  that  makes sounds
in t he  natur al  wor l d.

DRUM MACHINES
Dr um machi nes are a cross
between a sampl er  and a se-
quencer .  They'r e  samplers be-
cause al l  the sounds in them are
sampl ed (unless i t's a very ol d
one) and they'r e sequencer
because they l et you r ecor d 'dr um
patter ns' i nto them.  Best of  all
the  musi c-maki ng is simpler  than
for  ei ther  of  the  other  i nstr uments
-  pr obabl y in an a t tempt  to make
it mor e l ike a real  dr ummer ! .

These are the  basics bui l di ng
bl ocks of  a MI DI  set-up and we'l l
be refer r ing to them regular ly.
Some of  you may al r eady be
maki ng musi c w i th your  computer
usi ng the i nter nal  sound chi p.
Al t hough these chi ps are very
l imi ted compar ed to most  MI DI
equi pment ,  you've  taken the fi r st
step i n the wor l d of  el ectr oni c
musi c a n d  you'l l  pr obabl y be
fami l iar  wi th some of  the synthe-
sis techni ques.  Y ou may also be
abl e to use MI DI  to hear  your
musi c pl ayed wi th mor e impres-
sive sounds usi ng synths and sam-
plers. Al l  you need is pati ence and
a massi ve wad. . .
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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/r9 .99  ST & Amiga

A lien Syndrome is a conversion of a Sega coin-op from thelast 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
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me, but then game
scenarios have never

...,- b e e n  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 on
arcade game, there
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

Wi l tm l i ntr I O " O " M
This could happen to you i f you eat too many buy  beans.

exit to lake 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
there's n o  excuse fo r  no t
owning a copy.

That's one of your  stupid 'chums i n  the top corner.

OVERALL SCORE 8 3

FIRE BLASTER
Prism Leisure/C5.99 ST & Amiga
You k now when you're stuck in a grotty
mot orway  service stat ion 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 s light ly  grot ty looking
machine,  that you've never heard of, in
the corner? You shove your money  in,
expect ing something dire,  but  then
discover that, despite its primit ive nature,
there's quite a chunk of  playability  in
there. Well Fireblas ter is just like that.

It's a s t raight forward blaster like God
where a screenful of  aliens appear for
blasting. Once they 're wiped out, another
screenful arrives. The graphics are fairly
s imple (as is your spaceship) and the

Alright,  so i t doesn't  look br i l l iant,  but
It's playable - honest .
sound is very much like every other
budget  that 's been released.

In short,  Firoblas ter has its fair wodge
of playabilit y  and a large amount  of  that
vital 'one more go'  factor. Call me
warped,  but  there you have it!

OVERALL SCORE 7 6
ADDICTABALL
Alligata/15.99 ST
Acidiclethal! eh? What  a game tit le. It most
probably  ranks in the top ten crap puns
ever foisted upon computer garners. This
is an unreleased 16-bit  vers ion of  the
eight•bit  Addic ta ball -  an Ark anoid rip-off
dat ing f rom 1987. Being such, you' ll know
exactly what  to do in this  lit t le number -
namely  use your 'spaceship' (bat to you
and me) to bash your ball (Ouch!) against
the bricks to break through the wall.

Even t hough it 's a blatant  rip-of f  it
does dif fer in several aspects -  instead of
present ing a succession of  screens to
work  through,  the whole lot  scrolls slowly
downwards  towards  your bat. This  means
you mus t  make sure that there is a clear
path t hrough the bricks, as contact will
destroy y our bat.

Underneath your bat is a barrier,  and
occasionally fi reballs  and bricks wil l fall
towards  it. You mus t  catch t hem if
possible -  otherwise they 'll make holes in
the barrier,  t hrough which the ball can
fail, thus dest roy ing another bat. In
addit ion there are the usual icons to
collect, giv ing you fi re power,  new ammo,
s low balls etc.

Despite the dire name,  Addic taball is
an excellent  variat ion on the Arkanoid
theme. They 're no fantastic programming
rout ines or anything,  but  then there's
none needed. What 's  here is loads of
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Your turbocharged bat,  a r m - -  heads
for destruction guns a 'Dioxin'
colour and sound along wit h s moot h
scrolling. It wil l  insist  on sending you all
the way  back to the start of  a level each
t ime you die, but  apart  f rom this one pain
in the bot tom,  there's  oodles of  playability
and enough levels to keep you at it  for
days and days.

In fact I 'd go as far to say that i t s
better than some of the full price product
knocking around,  and at six quid,  there's
absolutely no reason why  you shouldn' t
go out  and buy  it this  very second. Apart
f rom fi nishing reading ZERO, that  is.

OVERALL SCORE 8 5
ICE HOCKEY
Anc o/ C5. 99 ST & A mi g o
Ice Hockey's one of  those strange sports
which, due to its nature, appeals  only  to
those liv ing wit hin a walk ing distance of
the North Pole, namely  Canadians,
Eskimos and polar bears. This  should not
however, prevent  a convers ion to the 16-
bits -  let's face it, if  darts and golf  can

i m a k e  it, any sport  can, prov iding the right
amount  of  playability  is t hrown in.

Ah, playability .  I knew there was
something miss ing.  That 's  where Ice
Hockey slips, if  you'll excuse the incredi-
bly bad pun.  The f ront  end is fairly
impressive, and leads you to expect that
once you're play ing,  you' ll be in for some
chunky fun. Not  so. The play ing area is
actually larger than the screen so you
have to scroll -  it 's ex t remely  s low and

WinsFs for  a quick peck then?
jerky. As for the graphics, they 're also
very primit ive and the sound is average.

The players  mov e round the play ing
area like tortoises on valium,  and all at
the same pace, which makes tackling and
chasing pract ically  imposs ible.  As is
passing, scoring,  etc.

A s loppy lit t le number which,  wit h a
little more at tent ion may  have been a
commendable budget  tit le. But  then
again it  might  not.

OVERALL SCORE 4 3

BUDGET

SPEEDBOAT ASSASINS

review

16 Blitz/4.99 ST & Amiga

F our of the world's harbours have been occupied by enemy forces, and it
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 a t 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

Attack of the gi ant mutozold retainers's"'

OVERALL SCORE 7 8

16 Ifi tz/E4.99 ST & Amigo

N ormally you'd be rolling along quite happily in your space-tank as the
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.

Now 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
than you can shake a stick 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
fie when to switch between shield
mode and blast mode) requires large
amounts of dexterity and skill.

It does seem tha t there's too
much going on a t times, and you
don't actually get to do anything
other than blast. But having said that,
Road Wars II is well worth five quid of
anybody's money.
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STAMM
MicroProse has announced its fi rst
Space simulation. Rumour has it that
Starlord will be one of the  most vast
and complex games yet to  come from
the undisputed Master o f  Simulations.
Starlord centres around the successful
conquest of the galaxy. Whether this is
achieved by brute force or by more subtle
means is one o f  your first decisions. As
long as you realise that whichever way you
choose, it will be a long and tortuous
path to  ultimate rule. With over 65,000
different galaxies, 1,000 star systems and
5,000 planets of various types, within
each galaxy, as well as individual control
of up to 250,000 ships held within 1,000
battle groups, Starlord looks set t o
redefine your concept o f  gameplay.
STARLORD -  T HE F INAL WO RD
IN SPACE SIMULATIONS.
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c a m 3 ,  CONSOLE

BRING ON THOSE 16-BITS
F rank ly ,  I 'm in need of  some heavy

consoling. The so-called next
generat ion 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?

Woul d you pay over  E 2 0 0  for  the
Sega? We did.  See page 1 0 0 .

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  even seen
the prev ious  lot  yet!

Nec has just launched its 16-bit  vers ion

of the PC Engine, and Sega are report -
edly work ing on a CD-ROM device for the
Megadrive• Alt hough technically  the
current  PC Engine is held together by an
8-bit  processor, it  performs  like any other
16-bit console because of  its phenome-
nally powerful v ideo and sound circuitry_
Just think ing about  a 16-bit  vers ion of  the
Engine makes the mind boggle.

Virgin Mastert ronic  has promis ed to
dist ribute the Megadrive by the middle of
next year. Nec is cons idering selling the
8-bit Engine in this country,  but  hasn't
any immediat e plans while Konix  has
been promis ing a 16-bit  console for the
last six months .  Ho hum.

Come on, guys! By the t ime this
technology reaches our shores it  wil l be
dated. Passe. A  bygone.  Obsolete. Dead!
Know what  I mean?

Don't  get me wrong.  I haven' t  really
got any thing against  the 8-bit  Segas and
Nintendos but  judging by some of  the
latest games  available for them,  their full
potent ial won' t  be reached for some t ime
yet. They 're damn fi ne machines but  they
are get t ing a teensy bit  old.

Sadly the s ituat ion won' t  change.
Although the Japs are interested in
money,  they see us as small f ry  and
aren't  part icularly  fond of  us. They 're not
too keen on the Americans  either but  the
lure of  hundreds  of thousands of  sales is
obv ious ly  irresist ible, The only  hope we
have of  get t ing 16-bit  console technology
in the home quickly, is if  innovat ive UK
companies  like Konix  go out  there and do
the biz. So go get  'em lads!

MEGADRIVE MAYHEM
Grey importers pounce on Sego's Console
Are you a power addict? Does the
prospect of getting your hands on a new
Sego 16-bit Megodrive make you foam at
the mouth? Just recently a tempting spate
of ads have appeared offering the
Megadrive for around £250.  To say
Virgin Mastertronic (official Sego
distributors) is upset woul d be on
understatement. Virgin aren't distributing
the Megodrive in the UK until Easter next
year, so these grey importers could moke
a killing in the meantime.

According to the rumours, there are
absolutely no problems with the Scan
version of the new megadrives, but
Virgin is saying that the Pal versions
(those designed to run with a standard
UK television set) ore faulty. Of course
they would soy 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 whatsoever
for them, so if anything goes wrong then
the customer is on his own."

ZERO

We talked to one of the grey importers
about the changes that must be mode to
the imported Megadrives. They said:
"We've heard nothing about these kind
of changes, but people who purchase the
Megodrive from us have to accept that
we can't offer guarantees. All we're
doing is importing the machine. We don't
know anything about how it works,"

The price of these imported
Megadrives is also disturbing for Virgin.
They are hoping to market them for
under E150 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  Thunder biade and
Space Harrier II are being brought into
the country along with the 16-bit console,
These games are retailing for between
£30 and £40 - again a major price leap
on Mastertronic'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 afflicted games addicts will just have
to pay these extortionate fees.

KONIX
KLIFFNANGER
The future of the * ba l e  Mul ti -
System is hangi ng in the balance.
Rumours have been flying round
for months but things now seem
to have reached crisis point.

Komi* has over-stretchod itself
financial ly wi th the Mul ti -System
prolect and is findi ng i tself in a
bi t of a pickle.  Wi l  ei ther  have te
drop Its plans,  or  the whole tor
par t) of Koni x wi l l  have to be
bought out.  Al ready companies
I l k.  Amstrad and Atar i  have been
named as possible front runners.

Unfor tunately,  Koni x are still
reel ing after  US-based software
giant,  Epyx,  recently went bust.
Epyx owed Kettle a vast SIMI of
money for  al l  those gr eat
Spoodking loysticks I t distr ibuted
all over  the shop.  Then Epyst's
sudden downfal l  l eft Komi ' in a
very precarious posi tion.  And to
make matters worse,  the
continual  r e-devel opment of the
Kerma" Mul ti -System is eating up
cash quicker  thins a Pacman
hooked on Power  Pills.

All eyes are now on Konix
boss Wyn Hol l oway to see i f he
can rescue his company yet again.
So stay tuned.
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chair for the Mult i System yet
again (it 's turning out  to be a real

popular hobby  this one i n  a bid to
ensure that it  is as near perfect as
possible by the t ime 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 v iny l
belts are being used to give the
essential speed and v olume require-
ments, but  surpris ingly  enough Konix  is
reluctant to discuss the fi ne details of
the redesign.  Two of  these belts have
been connec ted to the chair, one f rom
front  to back and the other f rom 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 mov ed f orward to late next
year, so doubt less there' ll be t ime for
many  more changes. Konix  is st ill
insist ing that  the console wil l  be
released in t ime for Christmas,
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SEGA ON TV
It's official -  the Sega
console is becoming a
superstar. Queue right here
for autographs. Yes, the
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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 (yawn!)
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
freel There are game reviews,
tips, features and news
designed to keep you
informed of the latest in
Nintendo developments. Write
to NEM 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
cemsolesi

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 Sego 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 biggies like Rabocop

CHEAP CONSOLE
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console market  plac e wit h 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 potent ial of  the console market  and
Atari's  hand-held games  console -  the
Lynx -  is due to be released very short ly.

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  surpris ing since the
console, being based on the 8-bit
Amst rad CPC computer,  wil l  have
capabilit ies s imilar to exist ing 8-bit
consoles. Amst rad's  model is unlikely  to
be launched much before April 1990 -  by
that t ime Nintendo,  Sega and Konix
should ell have their 16-bit  consoles on
he market.  There wil l  be far more
riterest in the 15-bit  machines, but
because of  Amstrad's  aggressive pric ing
,
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nrobably  sell I k e Perrier in... er... Paris?
Amst rad's  Alan Sugar intends to keep

the console compat ible wit h the CPC to
prov ide a decent  s o f t wn
,
e  b a s e  
f o r  
t h e

console. New custom v ideo and sound
chips have been considered,  but  it 's
unlikely that  these wil l be used l i t he  new
console is to remain compat ible.

The developers  of  the new console
have apparent ly  been instructed to rip
apart the five year old CPC (the fun part)
and turn it  into a 256K console (oh dearll•
There wil l be no disk drive or cassette
system -  sof tware coming on cart ridge
instead. Exist ing CPC sof tware wil l be
transferred onto this cart ridge and should
run wit hout  problems.  New sof tware is
likely to use the extra memory  to exploit
the capabilit ies  of the console to the full.

Amst rad's  mov ement  into the console
market is surpris ing 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
Josh as  possible. And wit h consoles set
to take of f  in 1990, Amst rad is eager to
get its port ion of  the sales.
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GO
GAME CRAZY

Keep your  eyes peeled and your  ears
to the gr ound at your local  Ni ntendo
software stockist 'cos four  great new
games should be hi tting thei r  shelves
pretty damn soon.

Tr ojan,  G un S m ok e  a nd G hosts  ' N '
Goblins are al l  Capcom licences
converted from the arcade machines,
while l kor i  Warr iors (a l so a coin-up
conversion) fea tur ed on al l  home
computer  formats long ago,  but only
now can i t make its Ni ntendo debut.

Trojan has great ani-
mated s e que nc e s
and beauti ful  sprites
in this action adven-
ture game where you
use a  s w or d a n d
shield to fend off all
attackers.

M a r i  W a r r i o r s  -  a
ver ti cal l y- scroll ing
shoot 'cm up wher e
you must blast all the
sheriffs and var ious
gun- tot i ng nasti es .

The br i l l i ant l y a d -
dicti ve G h o s t s  ' N '
Goblins s e e s  y o u
overcoming all sorts
of odd characters in
your quest to rescue
a beauti ful  princess.

G un S m oke ,  w i th I ts
action set i n a  gol d
mining town, has you
battl ing i t out agai -
nst c o w b o y s .  Y o u
must save the town
from m one y - gr a b-
bing thi eves i ntent
on s l a ught e r i ng a l l
the occupants.

and Batman could be available on the Sega next
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
15-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 software 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.
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DESPERATELY SEEKINGSEGA
Richard Montiero's thirst for
hard news made him hit the

streets Philip Marlow style in
a bid to get his 'hot'

, Megadrive - quick.
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took one last drag on my  cigarette
ano s tubbed it  out  on the grimy

street below.  My  trench-coat 's rather
large raised collars hid my  face as I
sneaked into a seedy East London store,
Dodging i. bearded,  fat bouncer I started
negot iat ing in whispered tones wit h a
lit t le Chinaman.  "E180, " he mut tered.  I
gave h im cash, He handed over a plain
brown box which I quickly stuffed under
my  coat. Miss ion accomplished_ I 'd got
my  hands  on a Megadriv el

Yep, Sega's  new sensat ion is just
start ing 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 Mastert ronic ,  it 's  not  going to be
offi cially available here unt il next  Easter.
So it 's not  surpris ing then, that  ardent
games addicts are hav ing to resort re the

_
out l i n e s  on les

does Il ltegadrive, I  cl imbed i
lair  CS, posi tioned myself ender  a

•l uti onar y particle de-oesphaskier
and shrunk myself down small enough
to sktict al ong the circuit tracks.

• ,

: The Zilog Z80 central processor. This is the
PU which actually controls the Amstrad CPC,
pectrum and numerous other 8-bit machines.

Here, all it does is co-ordinate the running of
other chip sets. I t,  included to maintain
control 'with the 8-bit Sega so that existing
games will run okay.
II: Customised SEGA chips control the whole
basic operation. The sound chip looks after
the three mocks. The programmed sound
generator keeps compatibility with the
existing 8-bit Sega whilst two new modes
hove been added - FM stereo and pulse code
mOdulatien,The video chip looks after all the
sprite movement, colour and strolling. All
three are surface-mounted, so if anything
goes wrong here then you con kiss goodbye
to your Megadrive.
C: A 64K RAM chip handles the screen display
as defined by the main Sega customised video
chip.
Pt This beast is the main 68000 processor -
the real power behind the machine. This
116-bit chip is the some as that found in the ST
and Amigo. Backed up by specialist hardware
scrolling and the customised Sega chips, it can
perform some incredible feats.
E: All the screen output is handled here. The
inforrnatkin 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 a future
CD ROM player perhaps?
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GETTING A MEGADRIVE
A bi t tr icky real ly,  bet i f you bent
ar ound the adver tisment pages
yoe'r e bound to find someone
Importing one.

We got  ours from SuperVision
Electronics on 0 6 0 2  4 7 5 1 5 1 .  A
Snort model  (for  connection to a
moni tor ) costs 1 1 8 0  whi le a PAL
version (for  connection to an
ordinary TV) costs £ 1 9 5 .

The real  sting is the software.
It costs absolutely teed& For  a ful l
list of what's avai l able
contact SuperVision.

grey importers ,  We went  and bought  one
especially, to prov ide you wit h 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
looks. 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 mat t -black wit h a
raised plast ic disc and power switch and
it's got  s lider volume controls  and a
cartridge-lock but ton,  You've only  got  to
look at the console to k now 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 .  No w
you car switch your at tent ion to the
controller.  The k idney-shaped device
consists of  a standard 4-way  cont rol pad,
a STARTIPAUSE but ton and three (yes,

three!) play ing but tons.  Because of  the
shape of  this controller,  it  fi ts neat ly into
the hand and can be gripped wit h easy
access to all the but tons 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 mos t  of  the sof tware
unt il Virgin Mastert ronic  starts import ing
t hem around Easter next year. Grey
importers  are of fering the best games
now but  at prices between E35 and E45
compared to VM's  proposed selling point
of E20. However,  for an extra E20 only
you can buy  a converter which wi l l  allow
you the luxury  of  running exist ing Sega
8-bit games  on the Megadrive.

When you look  at the specifications
for the machine you start  to realise
exactly what  it wi l l  be capable of  produc-
ing. Wit h a choice of  64 colours  f rom 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
prov ide a pic ture which fi lls  the complete
area of  a TV screen or monitor.

Three dif ferent  sound modes  are also
possible. The fi rst of these is the pro-
grammed sound generator -  which is the
same as the one in the Sega 8•bit, and
has been inc luded to maintain compat i-
bility. It 's also got  FM stereo sound and
pulse code modulat ion.  A set of stereo
headphones can be plugged into the
Megadrive and the volume adjusted via a
f ront-panel v olume controller.

This isn't  an Amiga wit hout  a key-
board -  it 's v irtually  an arcade machine
the size of a portable CD player. The few
games available are ridiculous ly  expen-
sivel but  nevertheless more are coming_
With the Nintendo 16-bit machine on its
way  and the Megadrive 'offi c ially ' due out
for Easter, the console scene
is really hotting ,up. By this
t ime next year, who knows what
we' ll be seeing_



CHEAT!
Your lodispensable guide  to
crushing aliens, surviv ing
hive's a nd ge tting Super
Ma r io into wa rp mode .

ACTION FIGHTER
Sega
When the helicopter appears,
simply change into a motorbike and
then back again and the chopper
disappears.
ZILLION I I
Sege
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 I L When he
misses, turn around and shoot him
while jumping.
FANTASY ZONE
Sega
Buy all the engine parts and the
ship's weapons will never run out.
SUPER MARIO BROTHERS I I
Nintendo
There are warp zones contained
within Super Mario Bros II. To use
them you need to find the potions
next to flower pots and use them.
TEDDY BOY
Sega
When the title screen appears, move
the control pad up, down, left, right
and a new screen appears. Now
press up and down nine times. Press
button 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 monster, collect
the key and star and then enter the
warp door twice for a bonus sheet.
I t
-
T
Y
P
E

PC Engine
Gat all the way through the game
without losing a life and then press
RUN when the end message
appears. You'll find you get
transported to level five.
MIKE T Y S O N ' S • P U N C H
-
O U T
Ni ntendo
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 your maps, tactics and
cheat codes so get scribblin' or else.
(Or else what? Ed.)
(mi... well send in all your secrets to
Cheat! Console Action, ZERO, Dennis
Publishing Ltd, 14 Rathbone Place,
London, WI P IDE. Don't forget to tell
us which machine you own.

ALEX KIDD
IN HIGH TECH WORLD
Vi r gi n M o s t e r t r o n i c / E 2 2 . 9 5 / S e g a

4 Boy, this  goy is weird -  just take a• •
look at those ears. The c rown
prince of Radact ian (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
quest is to get to a new v ideo arcade -
the High Tech World.

It wouldn' t  seem such an ambit ious
task if  the whole thing wasn' t  confused
by someone even uglier than Alex. We' re
talking about  Alex 's  f riend, Paul (best not
to ask any quest ions about  that) who's
found a map of the High Tech World,
ripped it  into eight  pieces and scattered
them across the castle.

You cont rol Alex (and his ears) in his
plight  to track down the pieces. When
you've found t hem -  and this  is no
s imple challenge wit h just  one life -  you
step out  of the castle and into a bunch of
marauding Ninjas.  Weird? You bet(
They 're all armed wit h lethal shirikens
and you've got  to get through the forest
using your own shirikens as defence.

If you surv ive this you get  back into
the fi nal adventure sequence set in a
village. You win the game by tracking
down a t ravel pass to the arcade and
taking it  to the checkpoint.

The graphics are cute and fun but
don't  compete wit h the other Alex  Kidd
games. Sound consists of a constant ly-
play ing background tune wit h the
occasional extra effects f rom such things
as the record deck and telephone.

But it 's the ease with whic h you can
lose your one life that is the mos t
annoy ing part  of this game.  If you fall
down a ladder or even wear armour -
you've had it.

All of  the Alex  Kidd games have tried
to be as cutesy as possible and this  one
is no exception. Even the interact ion wit h
other characters reiterates this. Af ter all,
how many  other games would have you
t ry ing to get to a v ideo arcade? Where's
the blood and guts?

Hi-Tech World lacks the addict ive
qualit ies of prev ious games, but  it 's still a
great challenge. If you're an adventure
addict you' ll love the env ironment  which
mixes mult iple choice select ions wit h
informat ion about  the scene,
conversat ion and even a quiz. The arcade
section makes a really  welc ome change
but it seems oddly  out  of  place in an
adventure and it 's hard to see how
Ninjas have managed to make it int o the
plot. St ill,  nobody  said that the world of
Alex Kidd was ordinary_

THE VERDICTEEI

C O N S O L E A =

• O N
! I E M S

C AO O E 1 ,

T I M E

Call up a map of your  location in the castle to
fi nd Mar y agai n.

:•
H o t . ,  M A N Y  B O N E S  A R E  T H E R E

H E  H U M A N  B O D Y ?

This tes t  is w or se  t ha n a  bi ophys i cs  GCSE but
y ou 'v e  got  to ge t  ever y  que s t i on r i ght  t o  ge t
tha t  pi ece  o f  the  m a p.

CAUGHT MAPPING
Most of your time will be

- spent wandering up and
down ladders and looking
into rooms inside the

'castle. You have a  time
limit in which to fi nd a ll
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 up
keys to the safe, dia l
friends on the telephone
and got help from signs on
the wa ll.
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 useful
because you
don't need to go
through the castle
sequence again.

ZERO 101
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MICROSOFT

WRITE
£49.95

ST
BASIC
£9.95

TN

MAIL SOFTSELLERS MAIL
O R D E R  6  BOND STREET, IPSWICH, SUFFOLK IP4 1JB O R D E R

24hr MAIL ORDER PURCHASE LINE (0473) 257158/ (0473) 210805 FAX (0473) 213457

ATARI HARDWARE

ATARI 520 EXPLORER PACK
1 game.  mouse, manuals, basic and lan-

guage disc
£269.95

ATARI 520 POWERPACK
20 games. business organiser, 1st basic,

music maker and joystick
£349.95

_ A T A R I  1040 S IM,
With modulator, mouse and manuals

C399.95

ATARI 1040 STFM BUSINESS PACK
As above, with database, spreadsheet.

wordprocessor and ST basic
E449.95

ATARI SC1224
Colour monitor

£299.95

ATARI SM124
Monochrome monitor

E99.95

EXTERNAL DRIVE
Cumana 1 meg

El 09.95

PC ENGINE
16 bit games machine (scart version)

E199.95

PC ENGINE
16 bit games machine (PAL version)

£229.95

SEGA MEGA DRIVE
16 bit games machine

El 99.95

ATARI MEGAFILE 30
Hard drive
E449.95

ATARI MEGARLE 60
Hard drive
E599.95

PC DITTO 11
PC emulator

E229.95

JO YSTIC KS
Cheetha 125  E 6 . 9 9
QS turbo  E 7 . 9 9
Cheetha Stamrobe  E l  1_99
Euromax Racemaker £ 2 4 . 9 9
Pro 5000 glo green  E 1 2 . 9 9
Euromax Prof. 9000  E l  1 99
Pro 5000 glo red  £ 1 2 . 9 9
Konix Navigator  E 1 1 . 9 9

DISC BOXES
3.5 40 holder lockable E 5 . 9 9
3.5 80 holder lockable £ 7 . 9 9
5.25 50 holder lockable E 4 . 9 9
5_25 120 holder lockable E 6 . 9 9

5A DO G S  HE AD STREET,  IPSWICH,  S UFFO LK.  (RE TAI L) V I S A  3 6 A  O S BO RNE  STREET,  CO LCHE S TE R,  ESSEX.  (RE In
.

ALL OUR HARDWARE INCLUDES VAT
AND FREE DELIVERY. UK MAINLAND

ONLY. NEXT DAY DELIVERY BY
ARRANGEMENT MOST WORKING DAYS.

PRO SOUND DESIGNER GOLD
Sound sampler

£49.95
VI DI

Real time video digitiser
£99.95

AMIGA HARDWARE
AMIGA 500 BATMAN PACK

Batman (The Movie) Interceptor. NZ Story.
Deluxe Paint I I
,  
m o u s e ,  
m o d u
l a t o r  
a n
d

manuals
£369.95

AMIGA 500 + 1084S
As above with Batman pack and 1084s

Colour monitor
£599.95

AMIGA 500 CLASS OF 90 PACK
Deluxe Paint II, Superbase Personal,

Maxiplan A500, Doctor Midi recording studio,
Datel MIDI interface, ABC emulator +

programs, Amiga logo, 10 3.5" discs, mouse
mat, disc wallet and education support file

from Commodore
E499,95

C1900
Monochrome monitor

E99.95

10845
Colour monitor

E249.95

ALL OUR HARDWARE INCLUDES VAT
AND FREE DELIVERY. UK MAINLAND

ONLY. NEXT DAY DELIVERY BY
ARRANGEMENT MOST WORKING DAYS.

PERIPHERALS/DISCS
DISC BOXES WITH DISCS
3.5 40 holder lockable with
103.5 dsdd discs  E 1 2  99
3.5 40 holder lockable with
20 3.5 dsdd discs  E 1 9 . 9 9
3.5 40 holder lockable with
40 3.5 dsdd discs  E 3 3 . 9 9
3_5 80 holder lockable with
10 3_5 dsdd discs  £ 1 5 . 9 9
3.5 80 holder lockable with
40 3.5 dsdd discs  E 3 5 _ 9 9
3.5 80 holder lockable with
80 3.5 dsdd discs  E 5 5 . 9 9

512K EXPANSION
4- clock card

£99.95

EXTERNAL DRIVE
Cumana 1 meg

E99.95

ST
V.I.P

PROF.
E29.95

PC ENGINE PLUS
16 bit games machine (scart version)

£199.95

PC ENGINE PLUS
16 bil games machine (PAL version)

£229.95

SEGA MEGA DRIVE
16 bit games machine

El 99.95

A590 HARD DRIVE
20 meg hard drive

£369.95

DIGIVIEW GOLD
Video digitiser and adaptor

£149.95

8802 GENLOCK
Merge computer graphics with live video

£249 .95

PUBLISHERS CHOICE
DTP package including Pagesetter and

Kindwords
E99.95

ECE MIDI 500/2000
MIDI interlace

£49.95

MUSIC X
The music package!

E199.95

AEGIS SONIX
Composition arid MIDI control

E49.95

DISCS
OTY 1 0  2 0  5 0  1 0 0
3.5 dsdd 7 . 9 9  1 4 . 9 9  3 4 _ 9 9  59.99
3.5 dsdd
(SONY) 1 1 . 9 9  22_99 5 4 . 9 9  99.99

PERIPHERALS
Replacement mouse
+ mouse holder + mouse mat E 2 9 . 9 5
Four player adaptor  E 5 . 9 5
Joystick extender E 5 . 9 5
Mouse mat  E 4 . 9 5
Dust cover  E 4

ST
SUPERBASE

P E R S O N A L
E29.95

;A
HE
CE
95

11
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Eagle Warrior
Catter•oa Gam ..

Conlict E tieve
Conlinental Circus
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Coryere
Cheugo
Commando
Chambers or Shadin
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Cleits de
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athoughl
Derions Tome
De Hard
Dragth 5iri •
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TITLE

Patin s  M. James and L .K. M itche ll

COMP

TOTAL E:

PRICE

Cheques and Postal orders payable to SOFTSELLERS- Post a Packing Free In U.K.
Overseas E1.50 per Hem. Subject lo avallebility and price change without notice. Not all tithal released al lime of going to press

AMIGA
\ DELUXE

PAINT III
E 59.95

36A OSBORNE STREET. COLCHESTER.  ESSEX. (RETAIL)

Name:
Address:

Tel No:
Have you ordered from us before(yesino):

ZERO DEC

AMIGA
AMOS
£34.95

AMIGA
DELUXE
VIDEO III

2 _
\

C59.95

/N/



•: LAUNCHPAD

Dbl. Drive EGA L 918
30 Mb H/Drive £1148
DR Drive NIA £1033
30 Mb H/Drin. £1263
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ADVENTURE
HELPLINE

i
p
t
a
l

Do you play  c omput er
adv ent ures ?

Have you ever been faced
wi t h  a s eemingly

impos s ible s it uat ion?

WE CAN HELP YOU
Our Adv ent ure rescue
t eam work  7 days and

evenings  a week  and we
wil l  be pleased to ans wer

y our queries .

We deal wi t h  any  game
on any  c omput er.

So if you are tearing y our
hair out  ring this  number

now.

0898 338 933
Keep this number safe

25p per minute off peak 38p
per minute peak t ime

COMPUTER
REPAIRS

ATARI ST520 UPGRADE
AMSTRAD

Ring for prices

COMMODORE 64 -  E28
SPECTRUM + 2 — E25

For a prompt and
personal service

by qualified engineers
including

*Free Estimates
*1 Week Turnaround
*3month warranty

Contact
AVC

c/o ORT/GEC ITEC Ltd
MELBA STREET

MANCHESTER Mu 1F L

TEL:
061-301 2210

Europes Largest Stock of
Video Games &
Cartridges For-

,
E
0

NINTENDO
GAMEBOV

470
0.-

AL
ATARI

2600
and
7800

SERA /A E G.% D R I V E

The leading Video game specialists.
Send for lists(state make of game)

TELEGAMES,WIGSTON,LEICESTER,
LE8 1TE. ( 0 5 3 3  880445)

ZERO
CAPITAL

COMPUTERS
12 HOME Sr, It)1.1.,CROSS, MINH(  IRCH

TEL: 031-228-4410

AMIGA A500
BATMAN PACK

Includes Batman (The Movie),
New Zealand Story, Maint  II 8, Interceptor

ONLY 3 7 9
/KAIAK 5 2 0  STFM

"Explorer Pack" £289
"Power Pack" £ 3 8 9
With Word Processor. Dat abase, Art Packages &

CK Commodore
CBM 64c I.KilIT
FAINTASTK
. .
K
Includes Datacassette,
Light Gun, 3D Glasses
and 18 Software Titles
ONLY £145

e
m
i
t
-  
r
.

LC-10
LC-10 Cir.

Printors L C 2 4 - 1 0

Games
RRP

8 bit  L  9.99 8 . 5 0
16 bit  £19.99 £17. 50

Price Includes Interface, Cable & Paper

PC2086
RANGE

+ DOS 3.3, Moose, Lotus
Symphony & Windows

E199
E249
E290

PVEFAX
(GRADE 3 FAX)
£599 ex.vat
Leasing available
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£1.70 each
Bulk : E14/box

M O  each

GLASGOW
COMPUTER CENTER

122 WESI N IL E ST, CLASCOW
041-332-8246

TITAN GAMES
45 Windmill Lane, Worksop, Notts. S80 2SQ

ATARI ST ADVENTURE GAMES
Shards at Time f  7.99 Diackscar Mountain f  7.99

*GRAPHICALLY ENHANCED 1040ST VERSIONS ARE NOW
AVAILABLE FOR JUST f 0.99 EACH*

SCENARIO DISKS FOR USE WITH THE UNIVERSAL MILITARY SIMULATOR
Roman Wars 1 E T D  Battles Through The Ages E 7 . 9 9
Roman Wars 2 E 7 . 9 9  Warriors of Atlantis f  7 99
Scottish Wars 0 . 9 9  Mongol Wars f  7.99

*PURCHASE 2 OR MORE OF OUR SCENARIO DISKS
AT A SPECIAL PRICE OF f5.99 EACH *

PUBLIC DOMAIN ADVENTURE SOFTWARE
Colossal Cave 1 2 . 5 0  El Roza City 1 2 . 5 0
Darkness is Earever E M O  Wizards Tower 1 2 . 5 0

All goods sent by return of post
Telephone 0909 483017 for further details



-  RUSH'N ATTACK
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k o n a m i / i  2 2 . 9 5 / Ni nte ndo
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
Rosh'n Attack - Nintendo's  latest and
most v iolent  of fering.

You've been dropped,  deep behind
enemy lines. Dozens of  American POWs
are imprisoned in one of the heavily
guarded armed bases. Your avowed duty
is to rescue the prisoners  by infi lt rat ing
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 hav ing learnt  this object ive, you
can now forget  it -  the batt le is all about
keeping yourself  alive -  the POWs come
a poor second compared to that! Along
the way  you encounter endless amounts
of enemy soldiers and every one mus t  be
either knifed or blasted if  you're going to
survive t he challenge.  The  knif e is  y our
main weapon and can never be
taken away  f rom you but  you'll
also ac qu i re  o t he r  weapons
along t he way .  For  ex ample,
arm y ours elf  wi t h  a  bazooka
and you can blast  through half
a doz en s oldiers  i n  o n e  go .
Power l i k e  t ha t  wo u l d  ev en
make Rambo quake in his boots.

The game scrolls  horizon-
tally and t hough you can only
move f o rwa rds  s o ld iers  a p -
proach f r o m  b o t h  s i d e s  i n
droves. Much of each level is split  into two
halves. Like in level one where you can
run along the ground or c limb up I9dders
and dash along a bridge.  Cl imbing the
ladders does not, unfortunately ,  let  you
escape attack. The bad guys have this
infuriat ing habit  of  c limbing up after you
and, like a bad curry, they have no
intent ion of  leav ing you alone.

There are six dif ferent  levels
altogether. The fi rst is by  for the easiest
with just infantrymen and karate soldiers
to contend with. The bad guys in this
level are cannon fodder,  and complet ing
this level is easy once you've realised
which bits  of  the landscape to avoid.
Mines are scattered everywhere -  s tamp

on t hem and you're dead!
Level t wo  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. Annoy ingly ,
they fi re at you f rom the top of
surveillance towers  and the only  real way
to get  past them is to dodge their
fi repower.  Other f rustrat ing enemies  are
the rocket men.  One way  to handle these
fellows is to wait  for them to s woop low
and then leap up wit h your knife.

Both level one and t wo are made
easier if  you can nab a bazooka, but  in
level three a pistol and inv inc ibilit y  star
become available. These are essential if
you 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  ly ing
down on the ground and attacking each

Level two -  at the airport.  A whole new set of
soldiers to negoti ate wi th,  but you can do it.

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 beat ing,  but  it 's the sheer
number of  them that 's f rightening.  Wipe
this lot  Out successfully and you're
through to the next level where things
get increas ingly  harder.

The display scrolls horizontally  at a
reasonably  smooth pace. The various
characters move jerkily,  but  this is hardly
surpris ing since only  two f rames of
animat ion are used in the running
movement .  Even so, the impress ion of
running is successfully created. The

GOING FOR GUTS
The knife is your standard method of
defence but along the way you can
accumulate various other weaponry to
help out. For example, there are
snipers who sneak along the ground
and by stabbing these you can pick up
the massive 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 also pick a variety of other
important extra weaponry.  The pistol,
hand grenade and invincibility star
help out enormously when the going

gets really tough. The hand grenade is
brilliant because you can just toss one of
these at the opposition 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.

CONSOLE 4 1 . =

Now you've got  your  hands on the baz ooka you
can go for  some serious ki l l ing.
action shifts along very quickly and
there's so muc h going on all the t ime,
that when you're attacked f rom all quar-
ters it  can be hard keeping up wit h the
pace. The backgrounds are brilliant  wit h
some of  the best graphics available on
the Nintendo despite the tedious tune
which insists on accompaning them
throughout  the game.

Rush'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 a im st raight  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 wit h each game,
which means  that you can spend t ime
work ing out  how to get round certain
problems.  This  always makes things
more interest ing and never more so than
in Rus h'N Attack. While the opt ion for
s imultaneous play with a second player
is one of  the game's  best features.

THE VERDICT

Avoid the mines -  stop on them and you'l l  be
pushing up daisies-

Avoid the guys in the watchtower  - they
mean serious business.
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VIDEOS
PEGGY SUE
GOT MARRIED

Out now.  Cori  15 .  CI S
Fox Video.  Price / 9 . 9 9 .
"If I had my  life again.. ." is
a f amiliar lament .  Well
Kathleen Romanc ing The
Stone Turner gets just that
in this  box office h i t  Peggy
Sue (Kathleen) passes out
at her high school reunion
ball only  to wake up back in

the sixties. While re-liv ing her youth, she
decides she might  as well make good a few
mistakes l i k e  not  marry ing her husband,
Charlie_ (Hmm,  dodgy  stuff).

THE R OF THE WHITE WORM
Out now.  Cori  1 8 .  Vestron
Video.  Rental  only.
A tongue-in-cheek v ampire
fi lm? There's  a joke in there
somewhere,  but  with Ken
Russell as  director,  tongues-
in-cheeks are likely to be the

Out wow. Cola I L  CBS
Fox Video.  Price 1 2 9 . 9 9 .
P r e da t or  only,  1 9 . 9 9 .
If you can never decide
which Schwarzenegger fi lm
is the most  v iolent  or if  you
s imply  have diffi culty  telling
Arnie's  fi lms apart  (shame on
you!), you might  be interested
in this t riple act ion pack of  his
yids. The set consists of  Raw
Deal, Commando  and the
newly  released Predator. I f
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-tot ing Arnie batt le it  out  in the jungle wit h his  team of  commandos  who
are being s laughtered by  a mysterious  predator.  Keep up ze gut  verk Arnie!

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 wit h pagan terror,
savage rituals  and a whole load
of special effects. It all starts
when the guy f rom Local Hero
(er... Peter Capaldi) unearths a
prehistoric skull of  ' indet ermi-
nate age and species." Then
the topless girl f rom Castaway

(erm... you know...  Amanda
Donohoe) pinches the skull

which is where the gore
(sorry - fun!) really  starts.

Oat now.  Cart U.  Gui ld Koine Video.
Rental  only.
Hankies all round if  you want  to get through
this big dollop of  sent iment  cast very much in
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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 s ickeningly nice family ,  MAC
tries to fi nd his  ma, pa and sis.
Drama is prov ided by a gang
of government  agents who
are at tempt ing to catch MAC
for use in their experiments.
If you've got  a sweet  tooth
and an embarrass ingly
low mental age, it  could
be right  up your street.

Does your trigger finger twitch when
you're watching Neighbours? Have
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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 yid'

Ishop where hopefully the latest
movie releases will take your minds
off all that slaying and screeching... 1

BIG TROUBLE IN
LITTLE CHINA

Oat now.  Cor t15.  CBS Pox
Video.  Price 1 9 . 9 9 .
Big t rouble? You're telling me it's
big t rouble,  If Chinatown's  like
this then it 's steak and k idney
pies for us f rom now on. Fun
lovin' t ruck driver Jack Burton
(Kurt Russell) hasn't  even t ime 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 may hem and
magic_ Watch this  v ideo and you
may never eat a spring roll again.
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FILMS
GREAT BALLS OF FIRE

Out now.  Cott I  S. Or ion Pl chuat
They don' t  make rock 'n' rollers  like Jerry
Lee Lewis  anymore.  His  turbulent  life is

charted in this  mov ie
which stars Dennis  In-
nerspace Quaid as
'The Killer.  Great
Balls Of  Fire concen-
trates on just  two
years in the liv ing
legend's long career:
1956, when he
rocketed to fame wit h
a st ring of  hits, and
1958 which saw the
first of  many  seem-
ingly  disastrous

setbacks when,  on a t our of England,  his
cradle-snatching exploits  were revealed,
(He'd just married his  13-year-old cousin!)
If nothing else, it 's got  a great  soundtrack!

HOSTBUSTERS
Out now.  Cart  PO.
CON11111111 T r i - S t a r .

Prepare to be s limed'  Bill
Murray,  Dan Aykroyd and
Sigourney Weaver are back
in act ion and ready to save
the wor ld  again.  This  sequel
picks up four years on f rom
the original fi lm.  New York
has been invaded by gallons
of ectoplasm, caused by  the

Out Now.  Cori  PO. Par amount Pictures.
Yeah, the c rew of  the Starship Enterprise are still 'oldly  going
where no geriatrics have gone before. For fi lm No 5 we've mov ed on to
star-date 8454,130 (whatever that means) and it 's t ime for Kirk, Spock and Co to
bugger off  and save the universe again. In this  one, the c rew are k idnapped by a
maverick Vulcan and are forced to zoom of f  at warp factor 10 to fi nd the meaning of  life
in the heart  of  the universe (cinch, eh?). Captain Kirk, well Wi l l iam Shatner really,
directed and co-wrote this Trekkie fi lm.  It's oozing wit h exc itement  and special effects
but, as wit h all Star Trek fi lms, the foot  is hard down on the humour pedal.

bad thoughts  of  all the city
folk, and Siggy 's  baby
(Barrett) is k idnapped.

We' re sure that  whatever
the plot 's  like it ' ll st ill take
loads of  dosh at the box-
office this Christmas. Oh,
and if  you can't  get  enough
of the mov ie -  there's always
the Ghostbusters II game
thanks to Act iv is ion. Spook!

THE DREAM
TEAM

Out now.
Cart I  S. UIP.
Michael Keat on has  a
problem (Does n ' t  h e
think he's  a  bat ? Ed.).
You see,  he's  got  t his
habit  of  belt ing people
who annoy  h i m -  and
he annoy s  easily .  Still,
that's not hing compar-
ed t o his  buddie,  Jack
McDermot t  (Peter Boy-
le) wh o  t ried t o  t h row
an advert is ing execut i-
ve Out of  an upper
storey window.  So it 's probably  no surprise to learn that both
these guys have been c ommit t ed to a mental hospital.  What  is a
trifl e alarming is that their psychiatrist  has dec ided to take them
and a couple of  other inmates  f rom their looney bin,  on a t rip to
see a baseball match at  Yankee Stadium.  Worse still, he then
loses them.  This  warm comedy  follows  the at tempts of  the four
patients to fi nd their mentor.  Watch out  for another classic
performance f rom Chris topher Back To The Future Lloyd as one

of the nutters.

ZERO

BACK TO THE FUTURE
Out now.  Cart PO. UIP.
Back To The Future was too good
and t oo successful for there not  to be

a sequel and four years after the
original -  here it  is. Onc e more,  Mart y

and the batty inventor 'Doc' Emmet t
Brown are play ing wit h the past, and

the future,  in an at tempt  to infl uence
the present.  (What? Ed.) Marty 's  arch
enemy  Biff  (remember him?) has now
managed to marry  his mot her (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
onna 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 III
has already been made.

107



RIX k your way around 32 enormous levels of actkm
packed fun and tantalising skill to the lively
sounds of the latest rodt beats. Slvyw your
skill over treacherous precipices, initating
valve systems and tantalising teleport pads.
k m  yourself with bombs, spikes, parachutes
and shields and Set yourself submerge into a
world of fantastic animation and mind blowing
sounds i t  won't be long before you've
SOLD YOUR SOUL TO ROCK '  ROLL

Rainbow Arts ((1K) Ltd., 65 Sketty Close,
Bradonilis Business Park
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CHOOSE
ANY ONE
OF THESE
FOUR
FABULOUS
FREE
GIFTS

4

T-CAKE
This exceedingly good
cake dates back to
the 17 th century.
And though some of
the currants were
unfor tunately
damaged when
Fergie saw i t at
a recent
Ant i que s  R ood
Show, i t's still
wor th at least
Iwo pee.

OUT O F
*STOCK,
SORRY!

ZERO SUBSCRIPTIONS

FREE

T-BAG

T-PEE

t-

An exclusive T-bag as used by
Pauline in EastEnders complete
with per forations.  Wor th E l  . 50

This rare Indian T-pee was
worn by the magnificent
Bemis Roussos in his
1 9 4 9  tour  of Wor thi ng
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If you take out a year's
subscription to ZERO.
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these amaz ing f ree gif ts if  you take out  a
year's subscript ion to ZERO. And for 12

copies of  the best mag around and your free gif t
(we'd go for the T-shirt  ourselves) you need only
pay a palt ry  E18. 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 spif fo free gif t !  With all its in-depth
reviews, sc int illat ing prev iews,  compet it ions ,
hints and t ips and fascinat ing features, ZERO's
got  to be the best buy  you' ll make all year!

Interested? Then fi ll in the coupon - in block
capitals please - and  send it  to ZERO SUBS,
FREEPOST*, D R  / 003,  ZERO, 120-126 Lavender
Avenue, Mitcham,  Surrey  CR4 3HP. And just sit
back and wait  for that rust le, rust le, flap, plonk
when the next  issue of  ZERO lands on your

door mat !

•

T-SHIRT
Prevents embarrasing i tching 'cos It's
made of pure cotton.  What 's  more I t's
got a tree bon ZERO l ogo on the front
and a r ather  Dal lesque stopwatch on
the back.  Wor th £ 5 . 9 5  i t's a must!
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I climb in through
Bungle's bottom

110

readers pagesTHE YIK,E1
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 making
Iwo live performances a day.
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want to know is this. Who are you?
We know you're not REALLY a bear

so don't try that hoary old chestnut.
Bungle: I 'm actually called Malcolm Lord,
I'm an actor.
Yikes: Y ou went to stage school then?
Bungle: Yes. I went to drama school.
Yikes: And have you ever been in
anything else on telly?
Bungle: No,  not really. I've done quite a
lot of stuff on stage though,  but I don't
expect you'd have seen any of it. I played
a football  hool igan once.
Yikes: Gl imey.  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: No,  it's not. I 'm rather skinny you
see, so I need a lot of padding. That's why
I use the frilly stuff -  to make me bigger.
Yikes: You'r e naked under that though?
Bungle: Just about.  Yes.
Yikes: I t  must be pretty hot under the
studio lights covered in all that lot.
Bungl e: Well yes, it is rather. Mi nd you,
it's worse in the theatre, It's absolute
murder at times. I 've almost fainted on,
0000h,  a couple of occasions at least.
Yikes: I s there a zip in the bearsuit or is it
just a velcro lobby?
Bungle: There are some poppers around
the back actually -  I have to sort of
clamber in and out of Bungles bottom.
You can see the flap if you look, which is

actually the reason Bungle
tends to face the camera
most of the time.
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: Is it true that at one of your 'office
parties' Geoffrey head-butted the bloke

I played a  football
hooligan once
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who operates Zippy,  leav ing him wit h a
wound across the top of  the nose that
needed 12 stitches?
Bung le :  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 s how's  been running for 17 years.
Yik es :  Ho w did you end up gett ing the
job in the fi rst place?
Bungle :  Well,  I haven't  actually been
Bungle the whole t ime.  I originally  saw an
advert  for someone to play  George (the
hippo),  applied,  and got  the job. I was
inside George for about  eight  years, then,
about  t wo years ago, the chap who
originally  played Bungle left  the show -
and I was  promoted.
Yikes :  Promoted? So does that mean that
Bungle gets paid more than George?
Bungle:  Only  a bit  more_ The extra
money  is because I actually have to 'walk
around'.  George and Zippy  stay behind
things and you never see their legs -  well,
you did see Zippy 's  once but  that was
defi nitely  an except ion.
Yikes :  Do  you get  more money  than
Geoffrey as well?
Bungle:  No .  Nobody  gets more money
than Geoffrey.
Yikes :  Oh.  Okay, t ime for some 'quick-
fi re' quest ions. What  do you think  about
the wit hdrawal of  the Vietnamese t roops
and the reappearance of  the Khmer
Rouge in Cambodia?
Bungle:  E rm.  Eh? Um,  I don' t  k now
really. I ' ll have to go and ask Zippy  - he
knows about  things like that.
Yikes :  What ' s  your taste in music?
Bungle:  Wel l ,  when I 'm out  of the suit  I
like Cilia Black. I really  love her -  I even
sing Surprise Surprise in the bath. And I
like Phil Collins  and Elton John.  But  when
I'm in the suit I like Kylie and Jason.
Yikes :  Hav e you ever been attacked by a
part icularly grues ome crocodile?
Bungle: No.  Urn, no, I haven't.
Yikes :  Bears  las everyone knows) have
uncannily  large plonkers.  Is Bungle
popular wit h the women he meets?
Bungle:  Wel l ,  if  you look closely enough
you' ll see that Bungle hasn't  actually got
a penis_ But  ii he had he wouldn' t  really
know what  to do wit h it  anyway  - he's
rather innocent  you see! He'd probably  go
to Zippy  and say something like "O000h,
look at this. What 's  this for, Zippy?" and
then Zippy  would ask Geoffrey, and
Geoffrey would explain it  to t hem both.
Yikes :  Rod, Jane and Freddy seem to be
doing pret ty well f or themselves. How
much did Jane's nose job cost?
Bungle:  (Ex t remely  long pause) I don' t
know. She just  had it  done wit hout  telling
anyone -  we didn' t  even not ice at first. In
fact no-one not iced for about  three days.
Yikes :  W e  not iced it  immediately .  So did
the rest of  the country.
Bungle: Oh.
Yikes.  (Embarras s ing silence). Erm....
Bungle:  (Embarrass ing silence).
Urnmm.. . .
Yikes :  W e  haven't  got  any more
quest ions actually....
Bungle:  Can 1 go then?
Yikes: Yes.  Goodbye Bungle.
Bungle:  Bye bye.
Te lephone
.  
C l i c k .  
B i z z
z z u z
z .

ASTRONOMY CORNER
by Professor

After last month's  as tounding
revelat ions about  the giant  spider's
web surrounding the solar system,
I've learnt  f rom moles  at the Penta-
gon that  NASA is busy get t ing
together plans for produc t ion of
an Anti Space Spider Defence
I ni t iat iv e Ro c k e t .  T h e
ASSDIR (as it 's imagina-
tively nicknamed) will be
a three-mile long 'tube'
powered b y  blas ts  o f
nuclear fission, and it 's
going to be assembled
in space (near the Moon)
in 1991. I phoned Heather
Couper (the only  woman on
earth who's  interested in astron-
omy) to fi nd out  a bit  more.  But
wasn' t  in, so I phoned Patrick Moore
instead but  he wasn' t  in either.  So I
phoned Dial-A-Disc, listened to Sinit ta
for a few agonis ing minutes,  and then
phoned Heat her Couper again.  She

she

Bernard Ne bula
was back. (She'd been out  shopping).
Here's what  she said:

"Hello Barry. It's absolute may -
hem... the giant  Space Spider is in
the vic inity of Jupiter and is, I can

now reveal, defi nitely  heading
towards  earth... definitely. . .

everyone's a bit  jumpy ,
Andrew.. .  it 's heading
defi nitely for earth, it 's
gigantic... a mons t rous
interstellar arachnid...
mandibles  crunching

away  silent ly in the
vacuous tracts of  the

void. . . "
So there you have it, A

bit 'prosey '  perhaps,  but  t rue -
and rather alarming.  So alarming in
fact that  to stop mass panic there's  a
total wor ld 'news  veto' on the story:
you can only  read about  the beast's
progress here, wit h me -  Bernard
Nebula.  More next  month.

Hel lo.  I t s  me,  Bl ack Shape -
the ALTERNATI VE letters page.
Have I dwi ndl ed in size and
di ed si nce last issue? Have I
sausages! Just  the opposi te  in
fact  -  I 've got  bi gger  and
stronger .  I 'm al l  thr obbi ng and
ready to go.  So what  am I
wai t i ng for ? Erm,  actual l y I 'm
wai t i ng for  'a l ove that 's  tr ue'
but  unti l  tha t  comes al ong,
here's a sel ecti on of  your
patheti c scrawl ing's.

Have you not i ced that  the
lovely Anni e Jones (Jane i n
Nei ghbour s) has had a face l i ft?
Well ,  I  have (noti ced i t that  is,
not  had a facel i ft).  She was
star ti ng to get  a l i ttl e bi t
'baggy' a r ound the eyes a
coupl e of  months  ago,  then she
di dn't  appear  for  a f e w  epi -
sodes,  and then suddenl y ther e
she was agai n - wi th an al most
spanki ng br and ne w  boat-r ace.
What  a pi ctur e of  beauty:
al most por cel ai n per fecti on.  I
bet she deni es havi ng plasti c
surgery t hough (watch out  for
her  next  Woga n appear ance).
Jonathan Wa rre n
Walsham, Nor folk .

phone d Anni e Jones '  PR
company a nd they deny al l
knowl edge  of  her  havi ng ever
been under  the plastic sur-
geon's  kni fe.  S o you wer e
r i ght! Wel l  done.  Bl ack S ha pe .

I r ead your  fir st issue wi th
somethi ng appr oachi ng incre-
dul i ty.  You obvi ousl y had t o
make up some ki nd of  l etter
but  Ra i nbow pyjamas? What  on
ear th are you on? Why not  a
letter  about  pi r acy or  another

BLACK SHAPE
COMPUTER RELATED subject.
Af ter  all, thi s is supposedl y a
computer  games magaz i ne.
Alan Gona d
Burton-on-Trent,  Sta ffs .
So you'r e sayi ng tha t  computer
games-pl ayer s ar en't  i nter ested
in Ra i nbow characters.  Okay,
won' t  ever  ment i on t he m  agai n
then. Black Shape.

Re your  'Ra i nbow  py j amas '
r efer ence f r om last issue.
Quote: "Bungl e ,  Zi ppy,  Geor ge,
Geoffr ey,  Rod,  Jane and Fr eddy
- they'r e al l  ther e i f you l ook
hard enough. " Wel l .  I  t oo have a
pair  of  Ra i nbow  pyj amas b u t
try as I  mi ght  I can' t  seem to
l ocate Geoffr ey.  I 've been over
the bl i nki ng thi ngs wi th a fi ne
tooth com b and he's defi ni tel y
not  there.  Is thi s a mi stake on
your  par t or  do you thi nk we 've
got  di f fer ent  makes of  pyj ama (I
got  mi ne f r om Har rods).
Rod Stoker
East Tilbury, Essex.
Oh dear .  I  've pr omi sed not  to
ment i on Ra i nbow  char acter s
again,  so I 'm afr ai d I can' t
answer  you s or r y .
Black Shape .

Undoubtabl y  my favour i te actor
in the  wor l d has got  to be Sean
Conner y.  I n the role of  Ghandi
in Al an Par ker 's epi c bl ock-
buster  Butch Cassi dy And The
Sundance  Kid,  he gave one of
the  fi nest  per for mances ever
seen on the Bi g Scr een - a nd I.
for  one,  shal l  never  for get  i t.
T.  N.  McKel l ar
Bl ackheath,  London.
Well done. Black Shape.
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CLAIMS TO FAME
The par t  of  the mag wher e  you pr ove to the wor l d that  you'r e a 'f r i end
to the stars'.  Al l  w e  ask for  is a photogr aph of  you standi ng next  to (or
in a compr omi si ng posi t i on wi th)  a 'cele13'. Paul  Dani el s maybe.  Or
Sandy Gal l .  Or  'Bob'  Holness..... anyone.

We had a bi t  of  an appal l i ng r esponse to last month's  r equest for
your  pi ctur es as i t happens -  basical ly,  erm,  we  di dn' t  receive any at
all. Not  a sausage.  Not  a bl i nki ng sausage.  Sur el y some of  you have
been snapped wi th a 'per sonal i ty'.  Okay,  so the sel ecti on w e  offer ed
you last ish mi ght  have been a bi t  'dubi ous',  but  j ust to pr ove w e
ar en't  total  l iars here are a coupl e  of  genui ne ones. . .rt
Com e on! Send in your  snapshots! And i f you w ant them  hack.  enclose an sae
We're offer ing you fam e here (arm, and a softwar e prize), all for  the cost of a
couple of  stamps and a tr ek to the nearest post-box.  Y ou k now  i t makes sense.

Have you ever
found yourself  on
the wind-s wept
summit  of  K2,
wit h a joystick in
one hand and a
camera in the
other? Blimey !
You're obv ious ly
a bit  weird then,
aren't  you? More
next mont h.

(01, c ome back and tell t hem what
you're talk ing about.  Ed).

Erm. Everyone's  got  a joyst ick and
what 's  more -  joysticks are easily trans-
portable. The t rouble is they  always end
up get t ing ' t ransported'  to 'predic table'
locat ions - bedrooms  and lounges  for
instance. Borrrr i ingI l l

We think it 's about  t ime they got
taken places. Interest ing places. And in

READERS WIVES (EM
I A N D  
T H I N G S
)

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 so 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 girlfriend.
She's called Birgitta (she's Swedish), and the cat she's holding is
called Mirra  (who die d
shortly a fte r  the  photo
was taken). The cat Bir-
gitta got to replace Mirra
turned out to be a bit of
a hor r or  though,  a n d
dragged a l l  manner o f
'semi-dead' animals into
the ki tchen - unti l  i t was
'severely disc ipl ined',
that is.

Birgitto wi th her  old
cat, Mi ms

Birgi tta's new cat
with ' a  chum'

ZERO

T'ZER WITH
BRI AN JACKS
Teresa, our
bel oved
leaderene ' I n
cahoots',  wi th
vicious Judo
black -belt
hol der  Brian
Jacks.

DAVID
WI TH RO LF
David
'W hi s t l in
Rick' Wi lson
(VS staff
wri ter) ' i n
cahoots' wi th
a cer ta i n M r
Rolf Harris.

HIGHEST JOYSTICK IN THE WORLD
part icular HIGH places. So, next  t ime
you pack your rucksack (or whatever)
don' t  forget  these t wo things:

1) A joystick (any make), and._
2) A camera.
That  way  you can take a pic ture of

the joyst ick wherever you fi nd yourself .
Then send the photo to us, give us a
rough alt itude 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 v iew 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 alt imeter.

To start  things off  here's a piccie of  a
Konix Nav igator that  ' in t repid reporter/
popstar' Dav id Wilson placed 8.2 c m
above sea-level term,  or River Thames
level i f  you like, it 's the same thing
really, isn't  it?). Beat that  if  you can!

BUILDING TIPS
by Robert McAlpine bar
Hello there. Well,  what  a response I got
f rom Issue One -  you could have
knocked me down wit h a feather
(proverbially speaking of course). How-
ever, some of you suggested that my
methods for taking out  an interior wall
were 'a t rifl e on the caut ious side' -  in
particular a chap called Steve McDou-
gal l  f rom Gwent ,  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-

I'm afraid I 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:
111 Have a cup of tea.
121 Hack str ai ght i nto the of fendi ng
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.

And that's all he wrote. It doesn't quite
have that professional sparkle I like to
see and it also seems a mite 'unfin-
ished'. Still, everyone has their own way
of doing things (and the world would be
a boring place if  they hadn't),  so well
done Steve.

A quick ie here, sent in by  Jacques
Rov e°  (Managing Direc tor 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
need to use absolutely loads of it
though, so start getting stocks in
fast - before the price goes upl

Well that 's a t ip, if  ever I've heard one -
thanks Jacques. Keep building the
Robert  McAlpine Junior way. See you
all next month.

Send your building queries
or tips to Robert McAlpine

Junior at the usual Yikes! address.
You coul d wi n a pr ize.
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A great white shark is terrorising the
beaches of Amity Island. A ;Inv
,dmcovery contirms the worst-he's
out there and he' s hungry
In desperation, Mayor Vaughn turns
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your two c &leagues, lioope r, the
shark expert' and Ouutr the maruc
shark hunter, you set oft to retneve
the lethal weapons Iran the sea bed
and kill the unwelcome intruder
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£9.99
•  Spectrum + 3 disc E14•99

•  Amstrad CPC cassette £9.99
•  Amstrad CPC disc E14.99

•  Commodore 64/128k
cassette 1.9.99

•  Commodore 64/128k
disc LI4•99

•  Commodore Amiga
E19.99

•  Atari ST E19.99
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To order a copy of any Screen 7 products send details of game and formats required, along with a postal order or cheque made
payable to All Saints Developments Ltd, Send the above with your name and address details to

All Saints Developments Ltd, Units 3-7 Baileygate Industrial Estate, Pontefract, West Yorkshire WIT 2LN.
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GIVE OR TAKE
Or gani si ng a vi l l age bi te star r ing Tar by? Or  sear chi ng for  a sof twar e soul
mate? Ma y be  Fr ench l etters are mor e up your  str eet! No? Wel l ,  you can
al ways fl og yer  ol d bi ts of  har dwar e,  s w op those games you've pl ayed for
yonks or  précis the intr icacies of  your  pr ivate l i fe (in 30  wor ds).  And
what 's  mor e the service is a real  bar g 'cos i t's compl etel y FREE! Al l  you
have to do is compl ete  the coupon bel ow and mai l  i t  toute  sui te to GIVE
OR TAKE.  By the way  i f you'r e a business you have to adver ti se i n the clas-
sifieds and no actual  'sel l ing o f  softwar e is per mi tted.
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I B O O K  YOUR FREE AD HERE 1
If you 'd like  to advertise in  Give  Or Take, please fi ll in  the coupon be low in  BLOCK CAPITALS and send it
to Give  Or Take, ZERO, 14 Rathbone Place, London W1P 'IDE. Don't lorget to  enclose your address and
phone number and remember to mark the envelope with  the appropriate sect ion. We  can't  accept any
software sales and private advert isers w ill have to  advertise in  the Classifieds sect ion.
Please include m y advert lwh ich  is no more  than 30 wordsi under the fo llowing heading:
HARDWARE D  SOFTWARE P E N  PALS E l  LONELY HEARTS 0  WANTED E l  FANZINES
MESSAGES AND EVENTS 0  BIRTHS. DEATHS, MARRIAGES AND DIVORCE

Name

Address

Post Code

If you don 't  want to dissect your spanking new copy of ZERO, it 's simple  -  use a photocopy.

WARNING 7 r x o  q r , o t  guarantee tcr place every •rt  rece iviu l
l I C M = . 1 1 1 . M 1 0 1 M M I N I M M = M M I E M E E M I I E M

readers pages

Suss out the clues, fill in the grid and send it (or a photocopy) to
Prize Crossword, YIKES1, 14 Rathbone Place, London WI  P )DE. A
prize for the first correct entry pulled Out of the hat.
ACROSS
1 Th e  go- between for your
computer (9)
7 Af ter tax (3)
9 Mis s  Brightman's  Angel of
Music (7)
11 Pass away (3)
12 Wading bird with thin curved-
down bill14)
13 Manage(3)
15 Catch like 7 down (3)
18 Vitality  (5)
18 Given food (3)
20 Attempt (3)
21 Belf ry  (5)
22 Discharge (4)
24 Enclosure for pigs (3)
26 Adjacent (5)
27 Old fashioned poem (3)
28 The div iding line between two
ad jacen t  r ive r  syst e m s (9 )

DOWN
1 Ta in t ed(5)
2 Coach wearing Reeboks,
perhaps? I7
3 Calibre (6)
4 Ac k nowledge (5)
5 Outcome131
6 Dined  (3)
8 O ne or the other (6)
10 Comply  (4)
14 Liberated161
17 Health conscious tall grass (3)
18 Terminate (6)
19 Bank on (6)
21 Cinderella left her s lipper on
one (5 )
23 Type of whiskey441
24 Vase for narcotics131
25 Unprecedented(3)

Here's the  mome nt you wo rd  fre a ks ha ve  been wa it ing  fort So no more
tearing your hair out, the solutions to Issue One's crossie ore here_
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Pao. 21. Darr; 24. Aloof; 25, Discern, 21 Ova:*  28 Clean. 29. Mead: 30, Toprated.
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Discord; le. Spaced, I s  Trainee; 20. A z ; 22. Exteat 23_ Pine; 25. Dome, 26, Scar; 15. Car.
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(OP THIS!
10
Q

'El lo, 'el lo,
'al io,  what 's
this w e  have
here then? Wel l  actual l y i t s  a
rather  spi f fo ZERO T-shi r t,
that 's  what .  And you can be the
pr oud owner  of  one for  nothi ng,
I t's a ci nch,  and what 's  mor e,
it'l l  onl y take you al l  of  a pi co
second (or  two).  Al l  you have to
do is send YI KES some phot i es
of Reader s' Wi ves for  exampl e
or (i f you'r e not  the ver t i gi nous
type) some ver y hi gh joysticks,
man.  Mor e  l i terary i ncl i ned?
Then ge t  scr i bbl i ng to Bl ack
Shape or  Rober t  McAl pi ne  Jnr
(he's very keen on ne w  tech-
niques).  Ever yone w ho gets
somethi ng pr i nted wi l l  w i n thi s
rather  fetchi ng ZERO T-shi r t.

Publishe r; Teresa Maughan; Editor: Gareth Herincx; De puty Ed itor: Scan Ke lly; Product ion Ed it o r Amaya Lopez, Se nior Sta ff  Write r: Duncan MacDonald: Sta f f
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