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ARCADE ACTION

HEROE THE LANCE marks the first computer
action game that re-creates the epic battle between
ood and evil on the world of n.
unh'ﬂllln'f eight Companions, each with different
specialised attributes and skills, guide these brave
adven deep into the treacherous ruins of the
~ temple XaK Tsaroth to retrieve the precious Disks of
* Mishakal.
'As‘yuu descend into the Abyss, the Companions must
defeat the hordes of monstrous Draconians in hand-
~ to-hand combat, deal with powerful magic and
s ve the onslaught of attacks from giant spiders,
ske undead and countless other terrors.
But your final obstacle makes these monstrosities
innocuous by comparison. The platinum disks you
seek are guarded by Khisanth, an ancient black
dragon. And there is but one way to vanquish this
mighty beast...
...find the key to destroy Khisanth or you are doomed
to failure.

CBM 64/128
£9.99 tape
£14.99 disk
SPECTRUM e —
48128K N Ty
£9.99 tape | EAERE
£14.99 +3 disk :
AMSTRAD
£9.99 tape
£14.99 disk

IBM PC
& COMPATIBLES

£24.99
AMIGA
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£24.99
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VIRUS: “When ST Action con-
tacted me to say that they had
Virus, | avoided the office for a
fortnight until | discovered that it
was the latest release from Fire-

bird!" 58

BDTA: “Although there are
many Space Invader clones, the
copyright for the original could be
difficult to obtain. But that doesn't
stop some enterprising compa-
nies from getting close to the origi-
nal concept, but with the addition
of a daft scenario.” 6 -I

LEGEND OF THE SWORD:

“With a fighting force of mutated
humanoids at his command, the
evil wizard, Suzar, has plunged the
Kingdom of Anar into a state of
fear. Only a warrior armed with the
legendary sword and its accompa-
nying shield have any chance
against the hellish hordes. The
secret resting place of these magi-
cal weapons is now forgotten, but
someone must seek them out and
unravel the Legend of the Sword.”

62

CASE FOR CONVERSION:

“Dennis Hemmings and Mark
Smith this month take a look at
Thunderblade, 1943, Operation
Wolf and the amazing Afterburner.”

32

GIVING THE GAME

AWAY: “Sierra Quests, Platoon,
Stir Crazy, Pandora and Gauntlet Il
are amongst Steve Merrett's tips
this month. Whilst Thundercats,
Vixen, Platoon, Sidewinder and
Pandora get poked about.

MIRORSOFT “Mirrorsoft in-

vited representatives from many
computer journals to attend the
launch of a new software label at
the Savoy Hotel in London, Jason
Spillér investigated.” ] 2

--- STAD STA ---

ACTION MEWS: “Mews items from Titus, Mirrorsoft/FTL, Mandarin, LLama-
soft, Logotron, Prism Leisure, Electronic Arts, MicroProse, and U.S. Gold, to name
but a few. Also a top ten list of the games reviewed in this issue.”

4

MEDIAGENIC PROFILE:

“Mediagenic is quite a new name
in the industry. However, if you
say ‘Activision’, then most
people know who you are talking
about. Mediagenic is now the
corporate name that encom-
passes Activision, Electric
Dreams and many other media
companies. Martin Moth visited
Mediagenic's  offices in
Hampstead to meet, among oth-
ers, Rod Cousens, head of Medi-
agenic Europe. He reports on his
findings.”

DIY JOYSTICK ADAPTOR:
“An ST Action EXCLUSIVE
brought to you straight from Kevin
Bulmer and Richard Costello from
(.S. Gold, the inventors of the

four-joystick adaptor.” 'I 6




MoRE REVIEWS

WORLD DARTS: “Computer

games are an excellent substitute
for driving racing cars, piloting jet
fighters and jousting in medieval
tournaments - in effect, the sort of
experiences, sports and pastimes
which would not normally be ac-
cessible to the majority of people.
But surely it is as easy to play real
darts as it is to buy Mastertronic’s

World Darts?" 70

FIRE AND FORGET: “When

everyone was waiting for Out Run,
Titus released a game featuring a
red sports car, called Crazy Cars.
MNow Titus have released a game
not a million miles from U.S. Gold's
next big licence, Roadblasters. Co-
incidence, or clever marketing?”

A

BIONIC COMMANDO:

“They're lean, mean and ridicu-
lously prolific! There are enough
gungho, rapid-firing commandos
immortalized in pixels to recon-
struct the Mormandy landing! Do
we need another hero?” 72

GIANA SISTERS: “There are

games and there are games.
Mearly every arcade game is avail-
able on a computer, either in its
original form or in an instantly rec-
ognizable cloned title. “Super
Mario Brothers" was one of the rare
exceptions to this rule, until now!”
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NIGHT RAIDER: "How did

those clever chaps at Gremlin
Graphics manage to squeeze
an aircraft simulation in be-
tween coin-op conversions?
But with a veritable hangar full

of air-sims already available,
this has to be something a bit
special to make an impact.”

66

MICKEY MOUSE: “Are you
ready? 1..2..3..4. Who's the
leader of the gang that’s made for
you and me? M-I-C-K-E-Y, M-O-
U-S-E. It was inevitable that dur-
ing this spate of cartoon licences,
Disney's lovable 50-year-old
would appear sooner or later.”

SIDEARMS: “Undoubtedly,

the most addictive and playable
games were created years ago
and so, naturally, these themes
often feature strongly in new soft-
ware. But is revamping and up-
dating these games with new
trickery and techniques a justified
practice or are we rapidly running

out of new ideas?”
78

PHANTASM: “The definition of

the word Phantasm is: ‘A ghost or
spectre’. But, ‘Doppleganger’
might have been a more relevant
title because, in my opinion, itis a
ghostly counterpart to the Tau Ceti

series of games!” 82

ALIEN SYNDROME: “In

space, nobody can hear you
scream...” - Ridley Scott's film,
Alien, shocked cinema goers eve-
rywhere. Drawing heavily on the
film's original theme, Sega's Alien
Syndrome has been converted for
the ST by ACE software. The net
result is a game oozing with atmos-

phere, guts and gore!” 8 4

---STA3 STA ---

CORRUPTION: “Throwing

caution to the winds, ST Action
hired a Porsche and a Saville Kow

suit for its ace reporter and sent
him to investigate stories of ‘cor-
ruption' in London’s Stock Mar-

WHAT, MORE?

BEARDSLEY'S SOCCER 88
BRAINBOX 60
CHUBBY GRISTLE 69
MOONBASE 69
MANAGER I 80
COMP RESULTS 36
LETTERS 10
BDTA COMP 64
FIRE AND FORGET COMP &4
KONIX COMP 40
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ACTION
NEWS

JUST WHEN YOU THOUGHT IT WAS SAFE...

Just when you thought TOS version incompatibility was a thing of the past, Atari

have announced a new version.

In beta testing at the moment, this TOS seems set to offer improved file

commands, a soft reset using ALT/CTRL/DEL and many more useful improvements
for the systems programmer. However, this time | do not think there will be much
trouble with incompatibility problems - Atari had enough hassle the last time, I'm

sure they do not want any further trouble.

Don't get too worried or frustrated though, this new TOS is only at the beta
testing stage and, as such, will take probably another year to reach the shop shelf.
Oh, and by the way, please don't pester Atari as they do not have any more

information than | have just given you.

IIMEs OoF LORE

Origin Systems are working on a game
for MicroProse that should be available
around September called, Times of
Lore. A typical fantasy role-playing
adventure, you are hired as an
‘adventurer’, a variant of today's
mercenary, and set off around the
kingdom of Alboreth. Set in a great land
containing towns and villages, an
enchanted forest, a desert, Temples and
ruined buildings, your task is to perform
quests for monks and kings to find your
true goal in the game.

In a follow-up to their mega-
blockbusting success, Dungeon Master,
Mirrorsoft are working on two games for
the addicted dungeon player. The first
one is provisionally entitled Deeper
Dungeons, and will contain up to five
extra levels in the Dungeon Master
theme, as well as a character editor.
The other will have a science
fiction setting but still be based around
the DM winning formula. Both games are

--- STA4 STA ---

under development at the moment with
FTL. However, don’t expect anything
too soon, as FTL work in a timescale all
of their own - they had a running version
of Dungeon Master at the 1987 PCW
show. However, with the undenied
success of DM, they might hurry things
up. Then again, they might not... Deeper
Dungeons is provisionally set for release
in the first week in August - we'll just
have to wait and see.

Titus are changing tactics and bringing
their next game to you from the watery
depths of the sea. It will be called
Offshore Warrior and in it you control a
speedboat in a Mad Max-on-water
theme. Rather reminiscent of the old
Aqua Racer, it nonetheless promises to
have plenty of action packed into it. Will
it arrive on a waterproof disk, | wonder?

Level 9 are working on a graphical
adventure set in Arthurian times for
Mandarin. The project has been
extensively researched to ensure
authenticity. The game actually
consists of three separate adventures in
the one package. It features over 60,000
words of ‘cleverly-written and often
highly amusing text’. Expect the game
out around the first week in September.
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A Hor SHoTr wiTH ARTIEICIAL DREAMS?

Prism Leisure are putting the finishing touches to two games for the ST. Artificial
Dreams will be the first out at the end of July, priced £12.99. Yet another vertical-
scroller, this one will appeal because of its budget price. The usual tricks apply, but
there are a few novelties included for annoyance. Manoeuevre your craft over certain
points on the landscape and either the enemy will speed up to something
approaching Warp Factor, or you simply get transported back to the start of the
level. If that isn't guaranteed to send you to an early grave, then | don’t know what
is.

Hot Shot is due for release on the 19th August at £19.99. A bit difficult to
explain this game to you, as it takes its theme from Pinball, Breakout and a few other
games besides. However, I've played a preview game for a short while and report
that the game is quite addictive and the novelty factor (i.e. seeing a game that |
haven't already seen under fifteen different guises) is quite refreshing. A two-player
game, you play head to head to score as many points as possible in the time allowed.
The player you control has a ‘graviton gun’ that, when the fire button is pressed,
causes the gun to emit a gravitational field, so attracting the ball. On letting go, the
ball is fired into Breakout-style blocks and Pinball-type flipper arms. The action is
certainly fast and furious.

= irilis. .
A\’ 1988 . Prisa ‘Leasure .
& Corporation’; PLC

A {18
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TriP-A-TRON LETS RIP AT

(K ELEcTrRONICA '88

UK Electronica is Europe's only
established one-day Festival for MNew
Age, Synthesizer and Computer Music,
having been held over the last five years
in the north of England. This year it is
moving to St. Johns, a 600-seat concert
venue set in Smith Square, Westminster
SW1 and will take place on Saturday
September 3rd. There, Jeff Minter, of
Llamasoft, will present his first live
performance of his new Trip-A-Tron
light synthesizer.

Jeff has programmed a 50-
minute Trip-A-Tron performance to
accompany a new album titled ‘Merak’,
by Adrian Wagner, the inventor of the
(in)famous Wasp synthesizer. Wagner
performs mainly on an ST using a

powerful sampling package called
ADAP. While Wagner supplies the
sound, Jeff will control no fewer than
FIVE STs, projecting their images onto a
huge video screen.

Doors open at 1pm. For those of
you who want more info on the event,
phone 01-885 5665. Tickets for the
afternoon cost £5, those for the evening
cost &7, both together cost £10.
Available from the Box Office at St.
Johns (Tel: 01-222 1061).

INTERPLAY JOIN EA

Electronic Arts have signed Interplay,
best known for creating The Bard's Tale,
as a licence for Europe. Interplay,
formerly just a software developer, have

become an independent software
publisher for their own products and
have given EA the exclusive licence for
its products in Europe. Interplay’s plans
call for a minimum of 4 to 7 original
products a year, the first two being Battle
Chess, a game combining the strategy
of chess with combat action, and a new
fantasy role-playing game,
Neuromancer, based on the Hugo and
Nebula award-winning novel by William
Gibson, and developed in conjunction
with Timothy Leary.
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Another from MicroProse to see the light
of day on the ST this Autumn will be
Airborne Ranger. You are one of the elite
who drop behind enemy lines and then
attempt to battle it out against
overwhelming odds. The usual gung-ho
scenarios apply and you are faced with
twelve missions in three different regions
of the world.
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“ALPHA 41, YOU ARE
CLEAR TO LAND”

MicroProse is soon to be releasing
Kennedy Approach for the ST. An Air
Traffic Control simulator, it incorporates
the qualities that we have come to
expect from MicroProse: excellent

"KENNEDY
APPROACH.

~ CONTR

RICA'S BUSIEST AI RSPACE

playability, good graphics and attention
to detail second to none, and the usual
comprehensive manual.

Take control of flights as they
head for any of the five airports.
Avoiding bad weather, allowing for low
fuel levels, in-flight emergencies,
instrument failure and other variables all
conspire to keep you busy in ATC, Upto
twenty planes, ranging from Concorde
to light aircraft, can call on you at any
one time, so be prepared for some
anxious moments. Retailing at £24.95,
the game will be available around
August.

Gremlin are

releasing TWO Gary
Lineker football games in as many
months. First on the schedule is GL's
Super Skills. This game involves your
training to become a top-notch football
star. With barely enough time for that

game to digest, Gary Lineker's Hot
Shots will be force-fed to you. No details
on this one at present, except for the
obvious one (Mo, don’t! Ed.) Yep, you
can safely assume it has something to
do with football. (Too late. Ed.)

DAT@BWE

Databyte are having the master copy of
their lce Hockey game flown over from
the States as | write this. It’'s a Mindscape
production and Databyte have yet to see
what the game looks like, let alone see a
playable version. What state it arrives in
is anyone's guess. It might make it for
this issue, but more probably look for it
in the October issue.

They also have two more games
in the offing. Indoor Sports and Break-In.
Mo details as to what sports are included
in the former, but the latter is a strategy
arcade game roughly based on the
Iranian Embassy siege, and you must
somehow enter the building and deal
with its occupants. This one is due for
release in September.

CRL

|, Ludicrus, the cartoon-like game where
you get thrown to the lions, is set for
release end of July/ beginning of
August. CRL are also releasing ST Sprite
Factory ‘sometime in July’.

OceAaN

‘Soon!" is all they keep saying. | think
they've got an answerphone with a pre-
recorded message.

[.OGOTRON SET FOR ATTACK ON ST MARKET

Sargon lll might just make it into this issue, but on the other hand it
might not, so here's a bit of blurb about it. As you can probably tell by
the name it's a chess program, ‘one of the most sophisticated ever
developed in the US’ if we are to take the press release at its word.
it has won the PC World Magazine
Microcomputer Chess Tournament and, in field trials, has beaten its

However, to its credit,

main rival, Chessmaster 2000.

Sargon lll contains libraries of over 68,000 opening moves and
107 classic games. It will be available by the time you read this for

£24.95

Second on the list from Logotron is Star Goose. Programmed
by Steve Cain and Kenny Everett (previous Cain and Everett offerings
have been Star Trek and Black Lamp) the game puts you in charge of
a highly versatile ground-skimming attack vehicle. Your task is to take
on and defeat a myriad of defence forces in the 3D terrain and tunnels
of the world of Nom. Basically a shoot-'em-up, we will have to wait and
see whether the skills of Messrs Cain and Everett can breathe some life
. Available in August, price £19.95,

Finally, for the moment, comes StarRay, a horizontally-
scrolling (with parallax) shoot-'em-up with ‘vicious’ gameplay and
graphics of ‘astounding impact’. Obviously not content with writing
most of the vertical-scrollers, Steve Bak is now making a serious effort
to monopolize the sideways-moving market. Steve is doing the ST
Planned date for release is

into this old formula

conversion from the Amiga original.
September at a cost of £24.95.

One that has been mentioned is Eye of Horus. No details at
present but I'll update you soon enough.

SARGOH 11l
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One of the leading distributors in the UK, Microdealer, has
announced the launch of The Great Microdealer Cover Up.
From mid-July, consumers of software from Microdealer-
supported stores will obtain one Cover Up token for every £5
spent. These stickers will then be collected on a card similar
to the Shell petrol-token promotion. On completion of the
card, the consumer will then have a choice of free gifts in the
Microdealer catalogue. Also, all entries will go into the Grand
Cover Up competition later in the year.

Another first for Microdealer is the fact that they are to
become the first distributor in entertainment software to
market T-shirts to the consumer. The reasoning behind this
masterly plan was that at every PCW Show, T-shirts and
Sweatshirts from the big software companies were treated like
gold-dust and there became a raging market for them. So now
Lee Ginty, boss of Microdealer, has agreements signed with a
number of the UK's leading software publishers enabling him
to use their software promotional designs on T-shirts. He
commented: ‘Some of the logos and product artwork are
excellent and naturally lend themselves to T-shirt design.
We're planning to have a number of designs ready by July’.

- Micro0®

| NTERMNATI O

Loriciels are working on the UK version of Space Racer, a
bike-racing game set in the future. | played the French version

1 and I've told Niki Penny of Loriciels that the controls, like those

of Mach lll, are the wrong way round, i.e. in Space Racer, you
must push forward on the joystick to go UP! Now maybe it's
because I'm an ex-flyer (and don’t we know it! ED.), but that
seems the wrong way round to me. Any of you out there agree
with me? If so, write in and tell me. I'm interested.

Anyway, enough of that. Loriciels plan to bring out
three or four games between now and Christmas. Space Racer
will be one, but that's all the details | can get, except, one will
be released at the PC Show, one at Christmas, and one or two
in between. As an aside, Loriciels SA of France are sponsoring
a rather nifty little Porsche 944 of Rene Metge, organiser of the
Paris-Dakar rally.

TrRIO FROM LANKHOR

Lankhor, who brought you Mortville Manor and Killdozers, are
soon to be releasing three more games. Elemental is an arcade
adventure where you must try and overcome the four natural
elements - sounds like coping with a typical British summer!
G'nius is an arcade adventure with cartoon-like graphics. The
task here is to out-manoeuevre robots, falling walls and other
objects out to destroy you. Finally, Vroom, as you might have
guessed, is a racing car simulation. From the shots provided,
all seem to have good graphics - let's hope the games play as
good as they look. All priced at £19.95, they will be available
around August and September.

Three from Elite will be available in the middle of July, these
being Bombjack, Wanderer and Overlander. Bombjack being
the old arcade licence and Wanderer being a space game

incorporating wire-frame 3D images requiring those
hideously stylish cardboard goggles with green and red
lenses. Overlander takes on the Mad Max theme and the game
revolves around you racing, carrying cargo and improving
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your car's performance. Paperboy is scheduled for release at
the end of August - not bad considering the last time Elite
mentioned Paperboy to me, it concerned a release date of the
end of May... Ghosts and Goblins is being worked on for ‘the
end of the year’'.

ROADBLASTERS

Set in the future, Roadblasters puts you behind the wheel of
what can only be described as a Formula One car with guns
strapped on for FUN! U.S. Gold are working on the conversion

F, : DESTRUCTION

\'i“

from Atari's arcade hit of the same name. Start off with laser
cannon, but attempt to collect cruise missiles, a Nitro-injector
and an electronic shield. Replenish your ever-dwindling fuel
stocks by picking up red and green fuel globes as you drive.
Enemy vehicles, mines, obstacles and roadside gun turrets all
conspire to stop you reaching the next level. Expect it to be
released around the end of September at £19.99,

| Yes, they've actually done it. Novagen have given me a piece
of news other than, ‘it's getting there slowly’. Bruce has
revealed that Novagen have recruited another progrartmmer to
its rank, i.e. Paul Woakes. The new guy’s name is Donovan
Prince (no, he's not a pop star) and he’s working on (would you
believe it?) a vertically-scrolling shoot-'em-up. Other than
| this blinding bit of news (only tongue-in-cheek, Bruce - you
know me), Novagen are set to be at this year's PC Show with
yet another demo of Damocles! Some things never change...

PsyGnNosis

Psygnosis will be releasing two games in the near future.
Menace is coming out on a new, Psyclapse label sometime in
September, probably in time for the PC Show, and Chrono-

Quest will be out in August. Mo details at present so read next
month’s news,

The sequel to Joe Blade, entitled Joe Blade |l (surprised?) will
be out around end of August/ beginning of September. Players
are also working on licencing products from Germany.
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Elite is scheduled for release on 29 September and is said to
feature solid 3D graphics.
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The elusive feature all about the ST Aetion scoring system has
been postponed once again, and the reason for this - we're
tweeking it up to make it even more accurate and informative,
subtle but worthwhile changes. Next month, hopefully, we will
reveal all.

HERE ARE THE TEN TOP SCORING GAMES
REVIEWED IN THIS ISSUE OF ST AcTION:

= Night Raider Gremlin 78%
= Mickey Mouse Gremlim 78%
Gt. Giana Sisters Go! 77%
Virus Firebird 75%

Bionic Commando Go! 67%
Side Arms Go! 61%
Phantasm Exocet 60%
Brainbox CRL 58%
Fire and Forget Titus 58%

1
1
3
4
5 Alien Syndrome  ACE 69%
6
7
8

STA|
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SuperStar Ice Hockey is the first
complete computer hockey simula-
tion. As a player, take the ice as

centre or goalie. Fire slap shots, hip-
check opponents, make slick passes, |
block shots. As coach, set up and rotate

your player’s lines. As general manager, |
trade and draft players.

FEATURES -
1 and 2-player options. Play against the

computer or another opponent, or play 2 Commodore 64/128
SO oM Cassette £ 9.95
ariety. Play 2-on-2 hockey, 4-on-4, or 6-on- - .
(regulation hockey). Disk £14.95
Exciting graphics and animation. Full player IBM-PC £24.95
movement for up to 12 players on the screen. :
Realism. Compete in a hockey league featuring - Am Iga £24.95
£24.95

players of varying abilities and ages. Atari ST
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Mirrorsoft invited representatives from many computer journals to
attend the launch of a new software label at the Savoy Hotel in
London. Peter Bilotta, Mirrorsoft's managing director: ‘The
entertainment software market is advancing at a rapid pace and
consumer requirements are becoming even greater and more
sophisticated. To meet these requirements, we believe it is time to
introduce a new label which is equipped to deal with the latest
advances and developments in software. It is called ImageWorks and
it will stand for quality and originality in game design and visual and
sound quality.” Bilotta, who was previously Financial Director at
Activision, emphasized the importance of the new label: ‘We believe
that ImageWorks is the most exciting development in the industry this

Tom Warson, Peter BiLotra anp Gary May

year and we intend it to be a brand leader.’

Mirrorsoft already have five subsidiary companies which
develop and publish their own individual style of games. These
include, Cinemaware, PSS, FTL, Mindscape and Spectrum Holobyte.
Will ImageWorks develop a certain type of software? "Our intention
is to use this label to experiment in a variety of themes rather than one
specific area. But it is important that the consumer can'rely on us for
consistent quality as well as originality and variety.” Did the other
labels fail to do this? ‘The other labels are known for certain themes,
such as PSS with war strategies. But our intention is that ImageWorks
will develop original software which cannot easily be categorized.’
Bilotta commented on the inevitable demise of the eight-bit market.
‘ImageWorks will cater for both eight and sixteen-bit machines, but
we shall be constantly monitoring any changes in the market.'

There is an experienced and determined team behind
ImageWorks. Marketing Manager, Tom Watson, drew on his
experiences at Telecomsoft and directed an intense market research
programme. ‘We interviewed end users of all ages to find out what
they wanted and their comments and requirements have had a great
influence on the games that we are going to develop.’ Operations
Manager, Gary Mays's experience in the industry is exemplary and it
is his task, along with Development Manager, John Cock, to direct
and control software development: ‘The fact that we actually have
software immediately ready for the launch of the label is quite unique
and we intend to publish a minimum of eighteen games in the first
year of trading. Initially, there are six games available for the ST, but
we have already commissioned our programmers with new projects.’

ImageWorks boast a wealth of programming talent and they
were pleased to announce the signing of one of the most sought-after
programming teams, The Bitmap Brothers. After the success of
Xenon, the Bitmaps were made several offers and were in the process
of signing a
deal with ‘a
r i v a |
company’,
w h e n
ImageWorks
made a more
attractive
offer. The
BEitmap's
— ] | ate st
production is
c alled
Speedball,
which is billed
as a game of
the future.
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Sky Chase

Combining soccer and rollerball with two teams vying for possession
of a steel ball, this game is high on violence and joystick-wrenching
action, but low on rules and etiquette. You are presented with an
overhead-view of the pitch and the steel ball emerges from a hole in
the centre. The nearest player to the ball is in your control and you
must advance up the pitch, barge your way through the defences and
aim for goal. Gratuitous violence plays a big part in this game, and
collecting tokens on the pitch endows the player with faster
movement and more powerful weaponry to blast the opposition off
the field. In anticipation of another success, a number of American
companies have approached ImageWorks for the copyrights to
Speedball, but nothing has been finalized.

Other programmers of note who are now working exclusively
for ImageWorks are Tony Crowther and David Bishop. Tony
Crowther is one of the most experienced programmers in Britain and
has written many best-selling games, such as Locomotive and
Suicide Express. He has teamed up with David Bishop and has been
working on a series of six new products for ImageWorks, two of which
were on show at the launch. Fernandez Must Die, is an all-action
military combat game in which you must defeat a coup perpetrated
by General Fernandez. In order to get a chance to assassinate this evil
despot, you must combat a full military force who attack on the
ground and in the air. There are hundreds of prisoners to liberate,
armouries to raid and gold to recover. But your ultimate task is to
assassinate Fernandez. Another Crowther/Bishop production,
Bomboozle, contains some ingenious touches from some of our most
eminent programmers, including Minter, Ubik and Jon Ritman.
Bomboozle is a relatively simplistic game in which you must direct a
strange alien character around a series of increasingly complex
screens and locate and detonate bombs and mines. The screen
comprises platforms
which are drawn in 3D
isometric projection,
although you can
choose to play the game
from an overhead
perspective.

Meanwhile,
Adrian Stephens has
been working on a
game, which
ImageWorks reckon will
do no less than astound
the world. Its working
title is Mainframe and
although it is at a very

early stage of
development,
ImageWorks were

confident that even in its
current state, it would
impress  us. The
demonstration
illustrated the excellent
programming technique
which makes solid graphic, multi-face objects move smoothly and
speedily. Little is known about the finished product, but they reckon
it will be an air simulation with the most realistic feeling of flight.
Currently, graphic artists, musicians and game designers are hard at
work creating this expected show-stopper.

A young software house called Maxis are developing an
incredible military aircraft simulation called Sky Chase. The game is
influenced by Air Force flight-school training competitions and
emphasis is on two-player combat. This is assisted by a screen which
is split vertically in two, and as the combat takes place, each player
can see the opponent’s plane on his screen. The three-dimensional,
vector-graphic planes hurtle across the sky and over an undulating
terrain at a terrific pace and, in my opinion, this is going to be the one
to look out for. Finally, ImageWorks announced that they were to
undertake a coin-op conversion and that a major licensing deal with
Atari Games for Blasteroids had been agreed. Peter Bilotta
commented on the deal: "We have been keen to break into the coin-
op conversion arena for some time, but it was important to select a
game that would suit us. Blasteroids fits the bill perfectly!” Finally,
after the phenomenal success of Tetris, will ImageWorks market
other games from Russia? Maybe, wait and see! 5T Action looks

forward to further developments from ImageWorks. STA I
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ActionN NEws SpeciaL ReporT: UBI SOFT

Representatives of the European computer press travelled by land,
air and sea to Rennes in Brittany, after receiving an intriguing and
irresistible invitation from UBI Soft: *Come and stay at our beautiful
chateau for the weekend.” This attractive request worked perfectly as
contingents from Denmark, Spain., Germany, France and Britain
punctually congregated at the UBI chateau. Set in 700 acres of
beautiful Brittany countryside, the chateau was once inhabited by

members of the French aristocracy and one could almost envisage
those extravagantly-dressed characters walking in the grounds,
punting on the lake or enjoying opulent balls and banquets in the
grand rooms. Today, these same rooms are now the working place
and living quarters of UBI's in-house software developers and in these
idyllic surroundings, the programmers have achieved remarkable
productivity this year.

But in an industry which relies on communication, surely this
beautiful but remote country setting has its disadvantages? Founder
and President of UBI Soft, Yves Guillemot: ‘Our main headquarters
are in the centre of Paris and so we manage to stay in touch with
developments in the market from there. But with a telephone, modem
and Facsimile, it is not really necessary to be in the city.” UBl Soft was
established in 1986 as an independent publishing company within
the Guillemot group, which is reputed to be the top software
distributor in France. The first title to be released was an icon-
activated adventure game called Zombi, which was described as:
‘The most innovative and original adventure of the year’! (Amtrix,
Christmas 1986). Since then, UBl have released more than twenty
successful titles which have made them one of the top-selling

: - lI.-.--. - _~l

Final Command

software houses in Europe. Today, UBI have 250 in-house and
independent software developers working for them and productivity
s booming and the main objective of the weekend was to see the
results of this unusual set-up.

After lunch at the Chateau de la Bourdanais, we returned to
the UBI's chateau to view seven games which are in various stages
of development. After eighteen months of painstaking artwork, lron
Lord is finally ready for release. UBI have been criticized for being self-
indulgent with this graphical extravaganza, but the general
impression at the chateau was very favourable, and what | saw on
screen was nothing short of spectacular. Set in the age of chivalry,
this graphical adventure combines breathtaking screens with
playable arcade action, including archery, arm wrestling and the first
3D sword fighting sequences. In complete contrast to Iron Lord,
Puffy’'s Saga is a highly amusing game which has been designed with

the younger game player in mind. The game has some hilarious
speech synthesis, as the endearing Puffy makes cute comments
which reflect the particular predicament he is in. There are 140 levels
containing some ingenious features and the challenge and difficulty
in this Gauntlet-style game has not been sacrificed for the
lighthearted approach.

Yves Guillemot enthusiastically demonstrated a game called
Final Command in which you must pilot a space shuttle and retrieve
some data banks from a destroyed space station. ‘The aim, of course,
is to survive, But the data banks must be located and returned safely
to the space confederation in order to complete the game.' There are
fifty individual screens in Final Commmand and emphasis has been
placed on adventure and strategy in this rather involved game.
However, the game is very playable, thanks to an ingenious icon
system. Described as: ‘The game of the future’, Skateball is an
unusual combination of soccer with the gratuitous violence of
Rollerball, which is played on an ice-hockey rink. You can play
against a tenacious and violent computer-controlled team or an
opponent on a number of hazardous rinks which are fraught with
cracks and pits in the ice. Four goals must be scored in order to move
on to the next rink and bonus points are awarded for barging, kicking

and knocking the opposition off their feet.

Waiters plied us with cocktails and hors d'oeuvres as we
moved from room to room to view the software. You've read Bram
Stoker's classic novel, seen countless movies, and now you can play
the game. Dracula is a terrific arcade game with some ingenious
features, starring the nocturnal blood-sucker himself. The infamous
vampire's arch enemy, Dr. Van Helsing, has taken the Talisman away
from Dracula so that he cannot take over the earth and turn everyone
into the living dead. Taking control of Dracula, you must defeat Van
Helsing's crack team of vampire hunters and locate the Talisman.
You can always count on the Count to come up with some surprises
as he changes from bat to wolf and, in his human form, he can collect
objects, enter buildings and chew on his victim's neck. The game
contains 100 different screens and five levels of blood-curdling fun.
After playing the game for ten minutes, | kept expecting to see
Christopher Lee strangling a waiter in some dark recess of the
chateau. The remainder of the software was a long way from
completion and UBl were unwilling to disclose the final contents of the
games at this early stage. These include Fer et Flamme and Bat,

which are expected to be available for the ST next spring. STA l
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THE KNOGK:

..BUy one of our knock- out ST games and

Once you have experienced the superior graphics,superb
you'll be falling over yourself

ROAD BLASTERS™

Super charged destruction ... the ultimate race against death,
Road Blasters delivers all the gripping action and high speed
thrills of this arcade spectacular.

Atari ST
£19.99

STREET FIGHTER"

Let nothing stand in your way ... both compelling
and addicfive, Street Fighter is one of the most
outstanding martial arts combat games yet
devised. The action isintense as you truverﬂcmss
five colourful locafions — Japan, China, USA,
Thailand and England — to combat 10 of the
toughest and meanest adversaries you'll ever

meet.

Atari 5T
£19.99

@
L]

U.S. Gold Ltd., Units 2/3|Holford Way, Holford,
Birmingham B6 7AX. Tel: 021 356 3388

BIONIC COMMANDO™

The only hope we have of
regaining our home world lies in
the hands of our elite force of
Bionic Commandos. With their
telescopic limbs, sophisticated
weaponry and bionic power they
must infiltrate the enemy bases,
destroy the deadly foe and
neutralise their doomsday
weapons.

Atari ST
£19.99



sound and unmatched playability of our games
in an effort to get the rest...

THE WORLD'S
GREATEST EPYX

A superb compilation of the
world's greatest games from
the world's greatest software
developers — featuring:—
WINTER GAMES

An exhilarating collection of
events bringing together
Freestyle and Figure Skating,
Bobsled, Ski-Jumping and
Biathlon into one Winter
sports spectacular.
SUPERCYCLE

Splitsecond fiming and anice
cool nerve are the secrets of
success to this fast moving
motorcycle challenge.
CHAMPIONSHIP
WRESTLING

Take on any eight rowdy
wrestlers, who use every
known dirty trick known to
man and try fo win the
coveted ‘Championship
Wrestling Belt.

Atari ST £24.99

DESOLATOR"

Smashing its way towards
you—out of the arcade into
the computer, a fury of
havoc and destruction
straight from the Halls of
Kairos.

Fight your way through to
the castle owned by
KAIROS — the Great Satan
— and free the captive
infants held behind
mysterious mirrors. Smash
the mirrors to break Kairos'
evil spell and upon
completing your quest,
transform into the invincible
Machoman and desolate
all in your path.

Atari 5T
£19.99

what it takestobe a..

ROLLING
THUNDER"

Rolling Thunder
introduces infrigue and
heroism in an intense
action game. A secret
society is plotting fo
conquer the world. The
‘Rolling Thunder’
undercover police
organisation is
assigned to expose this
conspiracy. Top agent,
code name ‘Albatross’
is sent to the enemy
headquarters to
complete the mission
and free the allies held
hostage.

Have you got what it
takes to be a ROLLING
THUNDER undercover
cop#?

Atari ST
£19.99

Dungeo

Advanced
ragons°
Gom

COMPUTER PRODUCT

GAUNTLET II*

The mind-blowing
sequel to the No. 1
smash hit. Addictive,
frantic and packed
with so many new
features it's a totally
new game. Over 100
levels of pulsating
acfion as you take on
the powers of your
favourite character
even if they're already
in play. Gauntlet Il is
not just a further
episode in this
enthralling crusade, it
is a whole new
experience in action
packed adventure,

Atari ST
£19.99

OUT RUN"

You're cool, the
engine's hot, the
girl's gorgeous, a
tank full of gas, and
anopen road... the
rest is up to youl
The ultimate
experience in
motor sports
simulation, the
absolute challenge
to nerves and
reflexes.
Exﬁerianca the
exhilaration and
excitement of
driving a high
performance
sports car in this
teasing fime frial
where your co-
ordination and
nerve will be fested
to unbelievable
limits.

Atari ST
£19.99

ON EFHGL...

you'll be falling over yourself to get the rest

ARCADE
FORCE FOUR

The most
explosive
combination of
coin op
EDI'I’H"EFE]DFIS ever
assembled in one
package.

GAUNTLET*

The challenge of
a lifetime.

METROCROSS

Are youthe onein
a million who can
think in
microseconds not
minutes?

ROAD RUNNER™
Cartoon's most
elusive character
trapped for your
home computer.

INDIAMNA JONES
AND THE TEMPLE
OF DOOM=

The hero is back
to retrieve the
magical stones of
Sankara.

Atari 5T
£24.99

IMPOSSIBLE
MISSION II"

All of the
ingredients that
made Impossible
Mission a fimeless
classic and more
have been
incorporated into
this new
espionage action
thriller. $nur old
rival Elvin is back
in a high tech
office block, with
a whole host of
new enemies for
you to defeat.
Mine laying
robots will try to
stop your attempts
to reach Elvin with
their deadly fraps,
pests will mess up
your lift sirategy
and suicidebots
who will sense
when you're near
and leap fo their
death, trying to
take you with
them, and many
more.

Atari 5T
£19.99



FOUR PLAYER
JOYSTICK

leNNeTeEeReFeAeCeE

d.S. Gold’s four-player adaptor for Gauntlet Il (£5.99 retail from d.S. Gold)

also works with Microdeal’s Leatherneck, in an ST Action exclusive,
brought to you by Kevin Bulmer and Richard Costello from US Gold, the
inventors of the four - joystick adaptor, we show you how to make your

An ST Action EXCLUSIVE brought
to you straight fromn Kevin Bulmer
and Richard Costello from Ud.S.
Gold, the inventors of the four-joys-
tick adaptor.

MNow that you've bought
Gauntlet I (if you haven’t bought it
yet, go and buy it) you probably
want to try a four-player game.
Assuming you have enough friends
and joysticks, there are two ways to
do this: buy an adaptor fromm U.S.
Gold for £5.99 OR read this article
and MAKE YOUR OWN! It really is
quite simple for anyone with a sol-
dering iron and it works out a lot
cheaper than buying the real thing.

Listed below are all the com-
ponents you will need along with
their cost. Although all the parts are
listed, the plastic hoods for the plugs
are optional. ST Action sourced
these parts through Link Line Ltd. in
Portsmouth, and Link Line have
kindly agreed to a special package

own for only £3.99.

owners will have noticed that run-
ning the game with a printer con-
nected to its port, results in the green
elf always appearing at the start of
the game! The solution is quite
simple - unplug the printer. As you
may have guessed, the presence of
the printer makes the program think
that the fire button on joystick four is
pressed. We have received calls
from people without printers who
have also experienced the problem.
We think this must be due to faulty
printer ports.

Gauntlet Il runs on all models
of ST from the oldest to the newest
and on all types of drive. It should be
pointed out that the loader is intelli-
gent and makes maximum use of
available memory, loading extra
music and animation if you have a
double-sided drive. Don't worry
though, as all of the game and
speech is available to all systems.

STA|

for ST Action readers wishing to PeAesReTe=S

make their own adaptor. The whole
Kit, including postage and packing,
will set you back just £3.30. See
their address at the bottom of the
article for further details.

You should ultimately have a
25-pin male D-type plug to fit in the
printer port of your ST with two
cables running off it which end intwo
male D-type 9-pin plugs onto which
you attach your joysticks. Gauntlet Il

If enough people
are interested,
we could be
persuaded to
explain how to
make use of the

adaptor in your
own programs.
Write to those

nice folks at ST
Action if you

would like more
information.

1 x 25-pin male D-type plug

2 x 9-pin male D-type plugs

1 metre multi-core (minimum 6&6-core) cable
1 x 25-pin D-type plastic hood (optional)

2 x 9-pin D-type plastic hoods (optional)

Link Line will supply the above at a cost of £3.30
including postage and packing. Please send a
cheque/ Postal Order made payable to Link Line
Ltd to:

5T Action offer

Link Line (Portsmouth) Ltd.
Cator House

Somers Road Morth
Portsmouth

Hants

PO1 1PN

By the way, Link Line do a comprehensive cata-
logue of cables, connectors and switching units, so
drop them a line if you need anything.

---STA 16 STA ---



(1) Decide on a colour code, note it down and STICK TO IT! This
all depends upon what cable you end up with, so it's up to you. The
plugs have small pin numbers from the back and these are what
the circuit diagram refers to so you can write your colour code on
the circuit diagram. Strip the cable using strippers - not your teeth!
Twist the wire ends, tin them by flowing solder over them. Do this
to all four ends of the cable, and tin the pins you need on the three
plugs. If your cable is screened, twist and tin that too, but only
connect it at one end.

(2) Have both parts of
the join tinned, and
solder it together with-
out holding the solder-
ing iron on so long that
everything melts.
Continue according to
the circuit diagram
and your colour code.

(3) Do all of one plug,
then all of another, it's
easier that way. The 25-
way is tricky, as it needs
two cables attaching to it.
Pins 18 to 25 are all

grounded, so if you have
screened cable, solder
the ground onto one of
these, and leave it uncon-
nected at the 9-pin ends.

(4) This is how to put the plug together. Put
the cable clamp on, one screw faces opposite

Scm : HEALTH the other. Then rest this lot in one half of the
%T o cover, pul the locking screws through those

angled bits of metal and rest them in place, as

ELF in the photo, and then put the top cover on.

e " This is tricky, as the screws invariably fall off

=LORE HERLTH or prevent you from shutting the cover prop-

erly. It can be done. If you get it right, it ends
up like the completed shot.

(5) The 25-way cover is assembled in
(6) Finished! Test it, make sure it works, etc. If the same way, but watch how you fit
it doesn’t, examine the colour code you used, | both cables through the cable clamp, if
make sure it is correct. If you have accessto a . | you have thickish cable. The same
multimeter, set it to Ohmes, follow the circuit (I applies to those tricky screws. The
diagram and see if what you've made checks I cover screws are also opposite facing,
out. If you have made errors, carefully desolder NI i.e. you see the head of one and the bolt
and make corrections. If your errors are huge, (L o of the other, this is normal.
i.e. if every single connection is wrong because ; % '
you read numbers on the plugs wrongly (easily
done), desolder the whole lot and cut the cable
ends and restrip and start again. Good luck!




Note from the Editor

Due to so many letters arriving on our doorslep, we
are unable to print as many as we would like. How-
€ver, we lry and publish as many letters as possible,
and this sometimes entails editing them to shorter.
more manageable lengths. After all, if we printed
some of the eight to ten-page letters that we often get,
there would be no room for an ything else! So, if you
write in and aim to get your letter published, keep it
short and concise - that Way it is more likely to get
printed in its entirety. Otherwise, we have to pick out
the interesting points and print these, so apologies to

‘anyone who has had their letter trimmed down.

Like father, like son

Many thanks for a great magazine, ST Action really is
in a class of its own. | am rapidly approaching middle
age and have a five-year-old son. Irecently bought an
Atari 520STFM so that he could grow up with a
computer. | get the games, he gets the educational
software!l Any chance that you could do a review of

More letters, please, as the only way we can tell what
You REALLY want, is for you to write in and tell us.

The Letters Desk,

ST Action,

10 Theatre Lane,
ChiChGSterr
West Sussex,
PO19 1SR

TV quiz

educational software in the future?

A ‘How to program games’ feature would be a
great idea - could you start at a simple level for us

thickies?
Alaric Gillard
Tyersal

W Yorkshire

P.S. | think the cover graphics by Steinar Lund are
terrific.

Educational software is rather a specialist lopic and is
not really a subject to be covered by a games maga-
zine. However, ourother ST title, ST World, deals with
all other aspects of the ST a nd, as such, will occasion-
ally feature educational software. I say occasionally,
as this seems to be the frequency with which educa-
tional software is released. So my advice would be to
keep an eye open for such articles appearing in ST
World.

We are currently working on a series of short
features in which programmers give hints and ex-
amples of how to program code specific to the games
world, such as, sprite generation and animation,

scrolling and joystick inputs. However, while this

Seems o be what most readers who have written to
the magazine want, it will have to be at the expense
of other articles, as there s only so much space in the
magazine. Please write in with Yyour comments and
wishes,

Would it be acceptable to have a bi-monthly,
four-page article on how to program games, for ex-
ample, or would you want more, or less? While we
would attempt to keep the articles as simple as
possible, some compromise has to be made in order
not to bore the more technica lly aware programmers,

i
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Five years ago | was respected by many. As time has
Progressed this respect has lessened until the present
day whenlam constantly ridiculed by fellow humans.
What am I talking about? Well, dare | sayit...lowna...
Spectrum! (Gosh! Horror!)

Butlam not to be beaten! | have just left school
and will soon start work, so the first thing I will save
up for is an ST. To get into the general feel of things,
I bought ST Action and found it excellent. What more
could a person ask for? (Put it this way, when you are
a Speccy owner, you have the choice of three mags:
one features a rabid teddy bear, one has childish
jokes and the other pretends that the 8-bit market will
always be the largest!)

I'have just one question - is a television set
adequate enough to show the detajled and colourful
pictures of ST games, as | do not really want to have
to buy a monitor at the same time | purchase my ST

(it would mean waiting a few more months for the
money)?

Craig Thornton
Mettleham
Lincoln

A television is fine for most programs written for the
ST, and the graphics still come over as very good. In
some cases, | actually prefer to play using the TV.
Take Gunship, for example. With the larger picture
afforded by, say, a 27" television, the action becomes
that much largerand, Correspondingly, more simula-
tative of a helicopter cockpit. The one area where the
TV does fall down badly is in text adventures. Some
arealright as they allow You to change the size of the
text, butothers have quite small text that, while being
perfectly readable on a colour monitor, makes for
severe eyestrain on TVs,

My advice would be to buy the ST and play
the games. If you are into lext adventures, enjoy art
packages or find that your TV is not quite up to
scratch, then save up for that monitor. The two main
advantages with a monitor are: the vastly improved
resolution and detail; and it also saves disagreement

when you want to play Oids and the rest ofthe family
want the Bond movie on ITV!




Life’s a bind

Itis so refreshing to read an original and well-thought-
out magazine. However, as we want to keep our ST
Actions in mint condition for years to come, how
about making a special ST Action binder for the
mags? This could be offered on mail order perhaps?
What do you think?

Patrick O’Connor

Great Beddow

Chelmsford

We are looking into producing binders for your ST
Action collection. We'll keep you informed of any
" developments.

The price of pirates

| have just a few words to say about the prices of ST
software and the software houses that publish them.
For a start, the reason for the price of ST games is due
to software piracy. Many of you may disagree, but it
is true that if the price of games dropped, then so
would the numbers of pirates, as it would mean that
more people would be able to afford ST games more
regularly and would not have to resort to getting the
latest games off their ‘mates’.

I know writing ST games is an expensive and
difficult job, but if they dropped their prices by £10
they would make up the difference by selling to the
people who would normally copy the game. Granted,
there are a few selfish **?11*1*2 out there who would
Copy a game whatever the price, and all | can say to
them is ‘you are killing the software industry’. If| can’t
afford a game | save up and wait until | can afford it
instead of illegally copying games off anybody who
has them.

Gary Wigg
Aylesbury
Bucks

I applaud your attitude towards piracy. One small
point, howeuver. If the price of games dropped, then,
yes, l would agree that the numbers of pirates would
also fall. However, | do not think that this is entirely
the reason. After all, Just as many people pirate 8-bit
games and these still cost very little in comparison.
I asked Rod Cousens, head of Mediagenic
(Activision) Europe about this and he said that the
price reflects a much greater development time due to
the increased capabilities of the machine, but also
reflects the size of the user base. With the 16-bit market
being relatively new, there is not the massive base of
users that, say, the Commodore or Speccy have.
Therefore, to recoup the development costs, and pos-
sibly the licence, with a smaller amount of units sold,
the price has to be higher for the software company to
survive. He forecasts, howeuver, that with an increase
in the number of machines over the next year and a

half, the price for full-price software will eventually
come down to something like £14.99, with budget
games weighing in at £10.

One good quote that | overheard was by a pro-
grammer who wrote a high-quality commercial
game. In one breath he was sa ying that he occasion-
ally pirated software and thought nothing ofit, and in
the other he was complaining about lack of money
because of people pirating his game! For me, that just
about says it all as far as piracy is concerned for me -
an ‘I'malright, Jack, never mind about everyone else’
attitude. What do you think?

Who is this certain person?

| am glad to see that your mag has got what it takes
to succeed - good full-colour reviews, interviews, nice
layout, cheats and pokes - do | need to go on?
Please put the games programming sectionin,
as I'm sure a lot of people will love it. Also, here's a few
suggestions for your mag: a hardware review section,
a penpal section, and how about a star letter of the
month to encourage more letters? Keep up the mega
work
Alex Taylor
Manchester

P.S. What is the name of the person who gives the
replies? Is he/she going to remain nameless for
eternity?

l've already mentioned about the programming se-
ries, so | won’t go into all that again. As for the
hardware reviews, we will do these on a regular
basis, but not every month. The pen-pal section
would take up more valuable review space so, unless
You want to lose some game reviews each month, this
one is shelved for the moment, I'm afraid.

As for the ‘star letter of the month » You really
area bunch of mercenaries. | would quite happily sell
my house and all it's contents to see my letter printed
in ST Action. (Apologies to Not The Nine O'Clock
News for that last plece of paraphrasing!) After all
that, though, note has been taken and I'm sure
something can be worked out.

As for the anonymous person writing this
column (that'’s me, I cry!) I shall remain anonymous
no longer. My name is Martin Moth and, apart from
this column, | am responsible for, amongst other
things, writing the news pages each month. | will




HAS YOUR ATARI ST EVER

Gunship

Climb into the cockpit of
the AH-64 warrior
helicopter, one of the
most fierce and elusive
weapons in the modern
military arsenal.
Missions torn from
today’s headlines take
you to the world’s hottest
trouble spots.

£24.95

F-15 Strike Eagle
The stunning realism of
this simulation
challenges your ability
to outfly, outfight and
outthink the enemy on
historic missions over
Iraq, Egypt, Southeast
Asia and Libya.

£24.95
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xperience some real excitement and action, Gunship, F-15

Strike Eagle and Silent Service are outstanding combat
simulations which take full advantage of vour Atari's
capabilities.

Im:redih]e realism, coupled with unmatched depth and
playability, have won these titles numerous awards and
accolades. All three put you in dangerous and challenging
environments, presenting you with the rare opportunity to
accomplish the same goals and feats asactual fighter pilots and
submariners.

Whﬂther vou're flying the world's most advanced attack
helicopter in Gunship, piloting the high performance
F-15 fighter plane, or controlling a World War Il submarine,
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vou'll need to master vour vehicle’s authentic control, informa-
tion and weapon system.

Daunling missions constantly test your inlelligence, skill
and split-second decision making. So, if you want to enjoy
the thrilling action of these all-time classics send off the order
form today.

SOFTWARE
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*TOTAL INC £1.00 P&P (UK only)
Address

Postcode

AccessVisaCardNo. [ | [ [ [ [ [T [T T T T T TT1]

Cheques made payable to MicroProse Software Ltd.

MicroProse Software Ltd., 2 Market Place, Tetbury, Glos GL8 8DA. Tel: 0666 54326

Daytime Tel:
Expiry Date

*Overseas £2,00 PE&P
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SEEN ANY REAL ACTION?

Silent Service

As captain of a World
War Il submarine
stationed in the South
Pacific, your duty is to
find, attack and sink
Japanese shipping. All
the critical battle stations
are accurately
replicated, so get ready
to take the helm.

£24.95

Kennedy
Approach

If you've ever wondered
just how difficult it is to
be an Air Traffic
Controller, you can now
find out. Kennedy
Approach gives you the
chance to control the
action in the skies above
America’s busiest
airports.

£24.95
NOW AVAILABLE



altempt to answer each query with an honest and
straightforward answer, and not some wisecracking
remark and, at times, | may have to call on the
technical expertise of David Stewart to help me out.
As l've stated many times before, the magazine relies
on you, the reader, to tell us where to improve things,
so please write in and tell us where there is room for
improvement. In this Wway, reader satisfaction will

Increase.

Take two

Let me start by saying this: | am not going to tell you
~ " the good things about your Mmagazine because the 88
~Pages you have in STA would not be enough. | am
~ also not going to tell you the bad things either, as |
cannot find any major faults.
So, why am | writing? Well, I would justlike you
to answer my two questions:

1) Why are you printing this letter?

Seriously, though...

1) Why are their so may different types and sizes of
Packaging for games on the Atari ST? Why can't it be
like the Spectrum and Commodore?

2) How many Atari ST owners are there compared to
Spectrum and Commodore 64 and Amstrad. What
will these figures be like in a year or two?

Please print this letter. Thanks a lot.

Chris Taylor

Aspley

P.S. If you print this Jetter, | will buy ST Action for all
my friends and I'll say I'm a famous writer,

P.P.S. I have 58 friends. This will generate £75.40 in
extra sales and make you a little richer.

It seems that the idea behind the difference in paci-
aging is to make the product stand out on the soft-
ware shelves and to make it more attractipe and
classy. Howeuver, there seems to be two main schools
of thought on packaging at the moment. One is the
roughly A5-sized cardboard boxes favoured by the
likkes of MicroProse and Rain bird, and the clear plastic
CD-styled boxes of Firebird and Electronic Arts. |
Suppose there are good and bad points about both
these designs, but I personally prefer the cardboard
variety, asI'ma clumsy so-and-so at the best of times,
and one fumble with the clear plastic boxes and...
smash, one broken box. The card boxes also allow for
more ‘bumph’ and a larger manual to pe enclosed.
However, the clear plastic ones do look very ‘'snazzy’,
As for the number of owners for the respective
machines, no-one can really be sure, due to much
hyping of the figures by all concerned. Howeuver,
there are many more times the number of Cé4s and
Spectrums than STs, with the figure for the first two
being in the low millions, whilst the S T'base isaround
100,000 at the moment and climbing rapidly. The

-

-y

bad, dealings with mail order
us a line and we'll pass the message on.

C64 and Spectrum sales are slowing down, so in a
year, or thereabouts, | would expect to find the 16.bit
machines taking over the role of ‘home computer’ that
the two 8-bit machines have enjoyed so far.

As for your P.P.S, you had better start saving!

Big Demo

I am a student at Orwell High School and have
recently started a Public Domain libra ry, butthis is not
any old rip-off library. Here you get value for money.
lam writing to tell €veryone about a great new product
from Holland that has just arrived. It's called ‘The Big
Demo’, and it is BIG. It consists of over 75 songs,
which are all taken from the C64 (Monty on the Run,
Crazy Comets, Commando and Thrust, to name but
a few). But that's not the best thing about the disk.
There are six digitally-recorded tunes on the disk and
Exceptions, who created the program, have found a
means of recording them so that each song lasts
about 5 minutes without repeating itself. If you would
like a copy of this demo, then please write to me at the
address below and enclose £1 .75 for the complete
package.

Thanks for a brill mag, and keep up the good
work.
Robert Somebody (as|am unable todecipher scrawly

signatures so, please, in future, print your name at the
bottom of the letter)

RX2 PD Services

16 Brotherton Avenue
Trimley St. Mary
Ipswich

Suffolk

IP10 OYL

Unfortunately, Robert neglected to send us a copy of
hisdemo, solcan'’t verify whetherornot his claims are
lrue. Anyway, if anyone else wants to write in about
a useful orinteresting PD disk, then drop us a line and
enclose the disk so that we can ma ke up ourminds as
to whether or not it is worth publicising. With all due
respect to Robert, we do not want to be criticised for

unloading dodgy mail order PD sevices onto the
public,

On the same line, ifyou have had any good, or
companies, then drop
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Keyboard control rules, okay?

The battle between Atari's ST and Commodore’s
Amiga is comparable to the one Sinclair had with
Commodore. Although the C64 produced better
software (just, | might add), the Spectrum was the
better computer. Will Commodore end up losing

again? | personally think they will.

Jiven in the tables that games do not have
control

- myself,

question. What do you think?
Darren Cunningham
Ardwick

Manchester

Thetrouble with keyboard controls these da ysisthat

it is often an unrealistic way of controlling games.
The software houses lry and make the game as
realistic as possible and, in the case of, say, a flight
stmulator, one does not normally fly an aircraft by

pressing a numeric keypad. Also, in the case of

arcade conversions, they are made as faithful to the
original as possible and this often means Joystick
control. However, games that ber efit from keyboard
controls normally have it incorporated, such as,
Skulldiggery and Super Sprint. Lately, howeuver,
games are coming on the market that need both
Joystick and keyboard used in unison to play the
game successfully.

Arethere any more of you out there who prefer
ikeyboard controls?

Feedback answered

| am fulfilling your request for ‘feedback’ in the letters
section. Jason Allen made several interesting points,
the latter of which you have already included in
Issues two and three with, in my opinion, a large
amount of success. However, | am warning you
straight away to stop dead any thoughts you might
have of putting his first two points (a high score table
and a games chart) into practice,

Firstly, the high score table. Whoever
dieamed up the idea in the first place must have so
much faith in human nature that he could not have
spent a minute of his life in the real world. If you ask
someone their highest score for a particular game, do
you not think that there is the tiniest, minutest little
chance that they might exaggerate by half a million
points or so. At this moment in time, I regret to inform
you that our humanoid technology is not quite ad-
vanced enough for us to invent a ‘lje detection

Mow down to the nitty-gritty. One thing that
troubles me is that your reviews display a compata-
bility table for various things, such as, whether the
game will run on mono or colour. Well, it is often
keyboard
as a game option. Being a keyboard man
I'think every game SHOULD have the OP-
- THON to choose between joystick or keyboard - for

the money that a game costs it should go without

machine’ making it impossible to distinguish be-
tween a valid and a void score.

Secondly, there was the games chart idea.
This is the first step towards the magazine being
made up purely of misleading advertisements. Far
too often an expensive game is sold by packaging
alone, while the program itself, unknown to the
purchaser, is far less glamorous and innovatory than
its box and advertisements suggest. The people
stupid or inexperienced enough to buy the game
would boost its chart rating, thus causing more
people to buy it.

There are two solutions to this. One is to keep
the number of adverts to a minimum (this also makes
the mag a more enjoyable read) and, secondly, set
aside halfa page each month for your opinions on the
month’s bestbuys, as | am sure this would be of much
more use than a games chart.

[ am sure this is not the type of letter you want
to print as my views on the above subjects are highly

controversial. Even so, | hope you take note of the
points | have made.

Ewan J Mettleton
Rusholme
Manchester

[think that we have agreed amongst ourselves at ST
Action that the games chart and high score table
would not be a good idea. Howeuver, as for your two
solutions, I'm afraid that [ beg to differ. | might prefer
the magazine to have less ads, but they do malkee for
interesting reading as well, especially if you are
looking to buy a game from a mail order house. Also,
mosl people do not realise this, but advertisi ng reve-
nue plays an important part in magazines these
days. The revenue that is generated by a magazine
sale in the shops is quite small. especially when you
consider that the shop, the dea ler and the distributor
have to have their ‘cut’ of the ma gazine price. Okay,
so if we sell loa dsamags then we make more moneuy,
but the printing and pPaper costs also rise. This is

balanced by a higher target market’ for potential
advertisers, and so advertising rates go up. This

allows us to afford a higher quality magazine for you
lo read.

With reference to your 'opinions column'’ it is

something we are looking into and might possibly
implement in the near future, Do other readers agree

with this idea? '
ISTA'




Mediagenic is quite a new name in the indus-
try. However, if you say ‘Activision’, then
most people know who you are talking about.
Mediagenic is now the corporate name that
encompasses Activision, Electric Dreams
and many other media companies. Martin
Moth visited Mediagenic's offices in
Hampstead to meet, among others, Rod
Cousens, head of Mediagenic Europe. He
reports on his findings.

One thing that immediately struck
me as | entered the offices at 0930 was the
lack of people around at the time. However,
first appearances do not always give the true
picture, and this was no exception. Having
the main Mediagenic offices in Menlow Park,
California, means that many a phone call
crosses ‘'the pond’ during the day. With the
time difference between the two offices, the
easy solution is to start late and work late in
London. Therefore, although most people
start between half-past nine and ten in the
morning, they work on through until six,
seven or eight o'clock in the evening.

The offices were in a bit of a state
when | called, as the basement had flooded
completely a few days beforehand and so
chairs and tables were dispersed around the
upper floors of the building, drying out. Also,
Mediagenic are moving to new offices in
August, so there was the chaos associated
with getting ready to move. | was shown
around the offices by Amanda Barry, Medi-
agenic's PR Manager and introduced to the
people who work in Hampstead. The other
half of Mediagenic’s UK interest is Electric
Dreams, who work at Software Studios in
Southampton - more of which later. I've
profiled three people in this article - Rod
Cousens, head of Mediagenic Europe, Larry
Sparks, Marketing Manager, and Stuart Hib-
bert, Software Producer with Software Stu-
dios. In this way | have attempted to give a
taste of what the company is about, whilst at
the same time concentrating on specific
people and their tasks, interests and goals
within the industry.

o] R D I e - [ I

Mini Profile - Rod Cousens

‘I love this business and | am dedicated to the
industry. It excites me. | love technological
changes and | also love gadgets.' So speaks
Rod Cousens, head of Mediagenic Europe.
| met Rod and we started discussing
the new games that he has under develop-

--- STA25 STA ---

ment, such as R-Type, Super Hang-On and
Afterburner. | commented that, at the mo-
ment, the market seemed to be exploding
with endorsed titles, whether it be an arcade,
film, or personality licence. | made the point
that quite a few endorsed games had been
released lately only to be hammered by the
press as being between mediocre and down-
right abysmal. Rod agreed.

‘Mediagenic participate in this at the
moment so there is a certain amount of
hypocrisy in what | say. However, public
awareness created by an endorsement,
whether it be an arcade or film licence is very
effective in terms of making the consumer
buy the product. Also, at Christmas, most of
the sales will not be by kids, but by their
parents or grand parents and they rely quite
heavily on what they see and know, thus
giving credence to the licence argument as a
sales booster.’

‘Having said that, it's so competitive
out there now, and the cost of product devel-
opment has risen so sharply, both in terms of
licence and the actual coding, that compa-
nies have got to publish a good product,
Those that don't, ultimately do fall down. All

companies have their hits and misses, but
hopefully, one has more winners than losers.'

‘It's an interesting thing that if you
look at either the motion picture or music
industry and you forget the recording artists



‘ ANG

ON IN
THERE...

rer| iooeeee wond| (eeess| iseesel | ree ieesese |
 ac i . et 2% : FUTHED F1T
; ut’14 . e

ATARI ST screen shots shown.

COLOUR MONITOR REQUIRED

Bjrsting on to your home screen with dazzling graphics and pulse-

pounding gameplay it's Super Hang-0n, the greatest ever motorcycle race-

game!

“The Best racing game you've ever played’ - and you'd better believe it!
With 4 soundtracks, 4 skill levels and 18 thrilling stages, you can burn

rubber at speeds in excess of 320 kph - or can you? Find out but WATCH

UUT - at speeds like these, you've gotta stay cool to stay hot!

£
PEPSI

N
1988 500cc WORLD MOTORCYCLE RACING
CHAMPIONSHIP
STACTION . .

“The definitive racing game ever for the ST”

- o @
SEGA
I-._ :I |_ [ [ | }H.I'II.L I".I
I b .. !
T™M & © 1987 SEGA ENTERPRISES INC. (USA) Electric I]rearﬁs Software
All rights reserved Authorised user.

Mail Order: Mediagenic, Activision House, 23 Pond Street, Hampstead, London NW3 2PN.
Consumer Enquiries: 01-431 1101. Technical Support: 0703 223694.




Atari ST: £19.99) °
Also available on

C 64 cassette: £9.9Y4

C 64 disk: £14.99
Amstrad cassette: £9.99
Amstrad disk: £14.99
Spectrum: £9.99




(as far as you are able to because they drive
it), one year CBS will be hot because they're
distributing Michael Jackson on Epic, or
George Michael at the moment goes through
CBS distribution, and the next year they’ll do
nothing and someone like Virgin or EMI will
come to the front. It's the same with the
software industry, with U.S. Gold being at the

fore for the last year or two, but this year,

although they have released a
few good games, there might
soon be a time when they're
looking over their shoulders
at others, such as ourselves or
Ocean, coming up in the out-
side lane.’

In my view (and |
stand to be proved totally
wrong), this Christmas it's
going to be between Opera-
tion Wolf, from Ocean, and
Afterburner, from Activision. |
think those two will fight it out
for number one. The one that
U.S. Gold figure can compete,
but | don’t think it will, is Thun-
derblade. The interesting
thing is that both Afterburner
and Thunderblade are licensed from Sega, so
Sega are phoning both companies and say-
ing: “Hey, don't go up against each other on
this”", because Sega are then competing
against themselves!’

Anyway, we were digressing, so |
enquired after the history of Activision then,
Mediagenic now. What were the origins of
Aclivision?

‘Activision was founded as a VCS
company rather than computer software as
we define it today. There were four
guys; three were from Atari that was.
They put this little company together
and wrote games for the Atari 2600.
The company literally went from zero
to $S158 million. It was the largest com-
pany of its type in the US and it went
public. Unfortunately, within weeks of it
going public, the VCS market was over-
saturated and the market disap-
peared.’

‘The company turnover dra-
matically decreased to under half of the
above figure. Activision, geared to
support a turnover of $158 million, with
all the personnel that this meant, en-
tered a period of losses that had to be
redressed, especially as Activision had
had the benefit of going public, had the
resources of going public but, equally,
had the responsibility of answering to the
shareholders. Jim Leavy, who was running
the show then, took the decision to move into
computer software. They had all the re-
sources to do so; they viewed the coming
machines, which in those days were the
Commodore 64 and the Vic 20 thereafter in
the US, and saw that they should invest in
computer software and build for the future.
The transformation took a long time because
Activision took a global view of operations
and planned to reach the world market; a
brave step to take at a time when they were
facing heavy losses.’

"So they moved into computer soft-
ware on a worldwide basis. | came along with

a company called Electric Dreams. | was with
Quicksilver beforehand. We sold Quicksilver
to British Electric Traction and | signed a
three-year service agreement and stayed for
one year - things just didn't work out. After
that, | decided that | wanted to stay in the
computer industry. So | set up this company
called Electric Dreams with the backing of
Activision. Greg Fishbak, who was the Presi-
dent of Activision
International at
this time, was a
personal friend of
mine who | had
grown to know
from my Quicksil-
ver days and, after
discussions, he
agreed to the deal
with Electric
Dreams, so in
many ways, Elec-
tric Dreams be-
came a distrib-

uted arm of Ac-
tivision UK, run
by myself.
From there, |
moved into Ac- S
tivision and had ,
the responsibil- =
ity for running
Activision as it
was then and its
affiliated pub-

lishers,
and then
on until
we reach
the pres-
ent day.’

‘| had
t h e
benefit
of going
out to
the US
from the
early
days and
noticing
the cultural differences and the differences
between the types of software that work in
that territory and the types of software that
work here. If Activision was making any form
of mistake in those days, it was making the
assumption that whatever they produced in
the US would automatically sell over here.
Some did, some didn’t. So we moved away
from that way of thinking. | think one of the
most significant things | did, and one that is
starting to pay dividends, is the establish-
ment of the development group Software
Studios (based in Southampton), whereby
we source product within the UK for the
European market whilst, at the same time,
we can take some of those products to the
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United States or Japan, those being the three
key areas in the world.’

‘l am pleased with the progress we
have made. Everyone has worked terribly
hard and continues to do so. As a global
company we are the leaders in tha world -
that is a fact, not some PR hype. You see, one
of the advantages, or disadvantages, of being
a public company is that every year we have
to publish our trading performance, and if
companies question the above statement,
they have the ability to publish their accounts
against ours, but elect not to, and | ask the
question, why?'

‘So, | have this vehicle which is a
great resource to me and take whatever we
have developed here and offer it, because it
is not an automatic acceptance, to the US
and Japanese markets. Normally we have to
adapt them to fit the different markets. One of
the interesting things with us being an inter-
national comapany is to take something like
an Infocom adventure, and try and prepare it
for the German market. For a start, the layout
of the game raises questions,
with the text on the screen and
the language conversion, and
one of the things that we've
done recently is to licence In-
focom into Japan, so they've
somehow got to get Japanese
characters onto the screen
whilst keeping the gameplay as
good as it is in English - God
knows how they’'ll recapture the
humour! That's just an example,
but as you can see, being an
international company makes it
that much more interesting.’

We started to chat about the
Japanese market, and | found
that there, although it is a very
large market, there are also
some strange quirks, not just with the users
but also with the manufacturers. So just what
are the machines that sell in Japan, and what
is the market like there?

‘It's quite interesting there because
the sales of consoles has peaked. The Nin-
tendo family computer was far and away the
biggest with over 40% of the TOY market, i.e.
the “every home should have one’ syndrome.
But market research seems to suggest that
the market has become saturated, and it's
only the games, such as Dragons Quest, that
will achieve the numbers that, before, were
commonplace. When you deal with the
Japanese, you meet this cultural situation of
total trust, honesty and integrity. It's frowned
upon if you play them off against each other
or anything like that, even though they will
elect to do that back to you. It's against the
accepted business principles in their market
to do that. Anyway, they produced a disk
machine for the market and, to their horror,
they found that people were pirating soft-
ware, which they did not believe would hap-
pen in a Japanese society. So they reacted to
it and actually stopped production of the ma-
chine and went back to the cartridge-based
machines. It's one way of dealing with pi-
rates!’

"MSX is not significant there, with
only around a million units being sold, which
in that market is not a great deal considering



Mintendo have sold around eleven million
units. The PC engine has sold around half a
million units and
there is a question as
to whether or not we
should develop any-
thing for it. At the top
end there are MS-
DOS machines,
most of which come
from NEC. However,
from the point of
view of STs, you are
looking to Europe as
its major strength.
Meither the ST nor
Amiga has made
any impact in the
Japanese market,
So it’s all fascinating
stuff and one of the
things that | try and
do sometimes is to
work out how we, as
a global company,
can address these
three markets, and sometimes | come to the
conclusion that we can’t. You see, a product
that we develop here will not necessarily
work in the States nor will it work in Japan.
Sometimes it may work between the United
Kingdom and Japan, or the US and UK, or
solely in Japan. Occasionally, there is one
game, and the perfect example of that is
Ghostbusters, that will sell well in all three
markets.’

It turned out that Ghostbusters was
what you or | would call a 'lucky strike’ for
Activision at the time. Rod explains: ‘The li-
cence was acquired opportunistically by
Greg Fishbak as he sat on a Regent Air flight
as he flew across the United States. By pure
chance, he was given the seat next to the
President of Columbia Pictures and they
started chatting. This game in all formats has
sold over one-and-a-half million units across
the three markets.’

A few months ago, Activision
changed its corporate name to Mediagenic. |
asked how the change came about and what
were the reasons behind it.

‘It came about at the instigation of
Bruce Davis, who is the President of the
company, in as much as he felt that our
audience perceived Activision to be an enter-
tainment label, and whilst that is a significant
and substantial part of our company, we
wanted to be seen to be a broader company,
and be more able to move freely into different
areas. We felt that the ‘games label’ tag that
Activision had acquired was detrimental to
being taken seriously in other fields. Addi-
tionally, if we wanted to have any form of in-
novation, particularly in the areas of Com-
pact Disc, film, video or digital video technol-
ogy, then we had to have a bigger umbrella,
and Mediagenic was formed to allow us to do
that. However, we have broken down within
Mediagenic, smaller business units - Activ-
ision is now an entertainment division and, as
such, is a business unit and is responsible for
its own profit and loss.’

‘That was the theory behind Medi-
agenic - we needed to broaden our outlook
and develop the areas in which we could par-
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ticipate. The expression is, and it's very aptly
put, that Mediagenic is a ‘multiple-media
g company’, so how you
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define that is whatever
that is today. Technol-
ogy is changing fast
and we want to partici-
pate, so whatever that
media is, we'll have
something that per-
forms in that area. As
for the future, what-
ever the technology,
we will address i,
whether it be CD-
ROM, CDI, or any
other development.’

DY DAVID CRANE
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Mini profile - Larry

Sparks

| met Larry Sparks,
Marketing Manager,
and asked about his
job, and what targets
he seeks in order to fulfil his role.

‘Basically, | see my job as having two
facets to it. One is to increase the awareness
and profile of the company overall and, sec-
ondly, to improve the marketing mix that we
adopt for our titles that we put out on the
streets. Most people think that successful
marketing is specifically knowing what your
target audience want. Okay, that’s fine, we
all know the answer to that question. How-
ever, the key factor to successful marketing
is to know your compelitors, know what their
weaknesses are, how they are going about
marketing their products, and how you can
attack themn, i.e. whether you come in along
the flanks, or go straight ahead.’

‘So one of the key things that | am
trying to do, and that we are achieving slowly,
is to get together tight marketing plans,
product by product, that are innovative.
ldeas that haven't been used before and have
a slight slant to them so that
they really make us stick out,
not only on the shelfspace,
but also as far as the targeted
audience is concerned. That
means our packaging, our
marketing, our promotion,
our competitions have that
‘grab factor’ so that the con-
sumers actually remember
us, and say “Yeah, Activision
did that, Electric Dreams did
this’ etc..’

“Those are the impor-
tant elements that | am trying
to achieve over the next few
years. So if those are the key
objectives, how do we go
about attaining them? First of
all, with regards to our big
products that we are bringing
out, such as Alterburner, the objective is to
plan as far ahead as possible, six months in
advance if you can do that, so that you can
then work towards that plan. So, as you can
see, if you take all those elements into ac-
count, the aim is to bring together a tightly-
knit marketing team - not a department - a
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‘tearn’, 50 that we can go out there and hit the
competition and move ourselves up to
number two this year, which is what our
objective is. Twenty-four months after that
we are then looking to take over the number
one slot. So its an exciting time.”

I'm also looking towards giving
value for money on our packaaging side and
moving more, if the market dictates, towards
box-lype packaging. As we know from In-
focom, one of the added attractions is the
freebies and added extras that they put inside
the box. The buyers love this and, if you have
a game with ‘added freebies’, the perceived
value increases. What we are trying to
achieve within the company is to give the
consumer more for his money, so that he'll
think “l bought that product from Activision
last time, it was great and | got all these bits
and bobs in it", etc., etc.. On the other hand,
one also sets oneself up, as the kids then tend
lo expect you to do that time and time again,
and when they buy a plain casselte case with
only the game and instructions in, they'll say:
“Okay, where's the freebie” and feel let down.
=0 | think it's fair to say we'll reserve this for
the more important titles, and the other titles
will adopt the standard packaging that we
use at the moment.’

‘One important factor that lets the
industry down badly at the moment is the
lack of market research that is available to
date. Far too much emphasis has been
placed on hearsay, “l think"”, and
“gutfeeling”, etc.. It's the only industry | know
that one enters to market a product and there
just isn’t the wealth of statistics to back up
your marketing judgement. It maybe be-
cause the industry is very young, only five
years or so, but | think it is about time the
industry made a move towards gathering
statistics so that we can make better, more
qualified marketing judgements. So, what we
are trying to do internally is to gather as much
information on the market, not only what the
retailers, the independents and the multiples
want, but also try to find out what the buyers

want as well. We're hacking through the retail
side, so the next stage is to find out what the
consumers want.

‘What I'm also trying to do promo-
tion-wise at the moment is to tie in products
with other media, i.e. television, video and
film. Too many companies have relied on
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purely advertising as a promotional tool for
their games. Mow, don’t get me wrong, ad-
verts are important, but | am looking for mare
effective ways of spending marketing re-
sources than purely booking a group of
adverts. This will mean more PR, more pro-
maotions, more competitions. We will also be
looking to use other types of media and
different angles of attack. Then we back that
up with advertising. One idea we had for the
launch of Afterburner this year, if the funds
can stretch that far, is to do trailers in the
cinemas before the launch, say, in October or
Movember. Just imagine it, you have your
captivated audience in the cinema to see the
film, whatever you have chosen that best fits
the bill, and you hit them with an Afterburner
trailer and - Whoosh! “Wow! Afterburner from
Activision - I've got to go out and buy it".
That's the philosophy and we’ll be investigat-
ing it. Therefore, as you can see, any type of
angles that we can use, we will - we want to
be different this year, and |, for one, think that
it will work.’
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Stuart Hibbert - Software Producer

After having visited the Hampstead offices of
Mediagenic, | paid a visit to Southampton to
see Software Studios, home of Electric
Dreams. There | spoke to Stuart Hibbert.
Stuart’'s a Software
FProducer and |
started by asking him
what was involved in
being a Software Pro-
ducer.

‘Being a Soft-
ware Producer basi-
cally means being in
charge of the day-to-
day running of soft-
ware projects, sort-
ing out all the
hassles, ensuring the
game maintains a
certain quality and
taking all the neces-
sary decisions along
the way so that we
finally come up with
a high-quality, play-
able finished game. It
also means coordi-
nating with the programmers, the graphic
artists, the musicians, the games designers,
plus ourselves in Software Studios.’

With the rash of arcade licences on
the market at the moment, these games do
not pose much of a problem to produce other
than to make a faithful copy of the arcade
version. However, with more ordinary titles,
there needs to be careful planning from the
beginning in order to produce a game that
will work. | asked Stuart how such a game
would start life.

‘First would be the idea for the game
and then a storyboard would be made up.
This is made as comprehensive as possible
so that the concept of the game is there from
the start rather than letting the game evolve,
which takes an awful lot of time and even
more money. It also works out a greater risk.
Once the storyboard is complete, we then
have to match the game to the people who
will produce the game. Some programmers,
for example, are very good at arcade ver-
sions, but are loathe to take on anything
original, because it's slower work, requires
more thought than just copying from an
arcade game. However, that's not to say that

arcade version programmers are technically
less able. After all, | wouldn't like to be the
programmers tasked with converting After-
burner onto home micros.’

‘Anyway, we have to match the artist,
programmer and musician together in order
to get the right team for the job. It can often
take a couple of months to get everyone you
want to work on a particular project. As far as
allocating memory to each person goes, |
prefer to go over the top with graphics. The
way | look at it, I'd rather chuck stuff out than
find that we did not have enough. So we try
and get to the situation where we can take the
best and throw the rest out. Programmers
always have a byte or two more that they can
push into if they have to. They tend to ‘stick’
by saying, “this is how much we can allo-
cate”, but we just keep pushing more and
more and at the end of the day we hope to get
the right product mix.’

‘If there were problems with a pro-
gram then we’d get recommendations back.
We would then go back to the programmer,
musician or artist and say, “look, we need to
improve on this and that". Both Neil {(Neil
Jackson) and myself have programming
knowledge, so they can't pull the wool over
our eyes by saying something isn't possible
when we know that it is. There is a lot of
coordination involved, not people phoning
up and saying, “l don't like this". All the facts
get assembled
here and then de-
cisions are taken
to improve the
product.’

| visited Soft-
ware Studios on a
Wednesday and
bumped into Rod
again. | asked
Stuart if Rod's vis-
its were frequent.

‘Rod nor-
mally comes
down every

Wednesday as he
is in charge of
product develop-
ment. He over-
looks what is
going on and sorts
out any problems,
if there are any.
Also being a separate office, he likes to keep
in touch on a personal level, as it makes eve-
rything so much easier than talking down the
phone to someone stuck in London who
doesn’t really know the whole situation of just
what is going on in the suburbs of Southamp-
ton. However, | think it is a good idea that we
are all moving under one roof in Reading .
However, we still have a while to go on our
lease here, so we'll be the last to move.’

There we have il. Lack of space prevents me
from continuing further, although I could
write all day about what people at Medi-
dagenic had to say. As has already been
mentioned throughout this arlicle, there re-
ally is an energy associated with Mediagenic
that is rarely noticed efsewhere in the indus-
try. The company know what to aim for, are
attacking their goals in the most professional
way and |, for one, think that it is only a
maltter of time before they get what they sel
out for. Thanks once again to Amanda Barry
forarranging everything and pulting up with
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ONLY FROM SILIGA

Finally, thara's a parsonal compufer that nol only solves problems like other computers, bul also solves
the one problem Lhat other compauters have ereated. Allordability. Silica Shop are pleasad (o prasant tha
ST range of personal/business computers from Atar. The ST was designed ulllizing the most recent
bréakihroughs in semicanductor technalogy, producing a personal computer thatl performs tasks with
fewar pans. Which means il costs less 1o make, And less 10 buy. The lalesi ST compulers now Includa
buill in power supplies and buill in disk drives. The TOS operaling system and GEM window environmeani
are now on ROM chips which are already installed in the ST keyboard, This enables sutomatic instan
booling when you switch on. Silica Shop are pleased o offer the complate Aari 5T range. Ouf mail Grder
deparimant is situated in Sidcup and we have 3 retall outlets at Sideup, Lion House (Totlenham Cour Rd)
and Selfridges (Oxford Streat). We have alght years expariance of Atar products, longer than any ather
UK company, and are well established as the UK's No.1 Alari specialist. With a group turnover of over £9
million and [0 excass of B0 stall, wa alfer you unbestable sandice and support. We provide several
fzcilities which you will lind invaluable during your Atar computing life and most of thesa lacilities are
available OMLY FROM SILICA. We suggesi thai you read through whal we have to offer, belore you
decide whene 1o purchase your Atar 5T,

FREE STARTER KIT - Only From Silica

Whan you purchase any Atari 5T keyboard, you will not only receive the best value lor money compuler
an mumurhul bt you will also mmluu the fnlluwlng from Alari Corporation as part of (he package:

Gllru'uﬁw SIC Manval * 5T Owners Manval  * TOS'GEM on ROM
Il you bay ynur 8TH lica Shop, yuuvnll akso m:-uhu

r - colour graphics prog * 13t Word - Word Processor
In addition, wa |I Slllr.n wiould like to see you gel ofl lnnﬂpnn start with your new Ii]ulur s wa have
pul logather a special 8T STARTER KIT worth aver £100, which we ane giving away FREE OF CHARGE
wilh every 5T compuler purchased al our normal relail prices. This kil is available ONLY FROM SILICA
and is aimed al providing users with a valuable intreduction o ihe world of computing. We are continually
upgrading the 5T Starber Kil, which containg public domain and athor licensed soltwan, as well as books,
magazings and accessories all relevant to ST compuling. Relum the coupan below for full datails,

DEDICATED SERVICING - Only From Silica

Al Silica Shop, we have a dedicated service depariment of sevan full tima Atlari trained technical staff,
This team is totally dedicated to servicing Atan compuler products. Thelr accumulated knowledge, skill
and exparience makes them sacond 1o pone in their feld, You can ba gure that any work carried oul by
them is of the highest standard, A standard of servicing which we believe you will find QHLY FROM
SILICA. In addition to providing full servicing lacilities for Atad ST computers (bBoth in and ouwt ol
warranly), our team is also able to ofter mamary and modulalor upgrades 10 ST computerns.

1Mk RAM UPGRADE: Our upgrade on the standard Atarl 5205T-M or S205T-FM keyboard will
increase the memoery from 512K 1o a massive 10245 It has a full 1 year wamanty and s availabla from
Silica at an additional retail price of only £86,96 (+VAT = £100).

TV MODULATOR UPGRADE: Silica can upgrade tha 104058T-F 1o include a TV modulator so
thal you can then uss it with your TV sel. This is an internal upgreds and does not nvelve any untidy
exlernal boxes. A cable o connect your ST to any domestic TV i3 included in the price of the upgrade
which i3 only £49 (ine VAT). The upgrade is also available lor early 5205T computers at the same price.

THE FULL STOCK RANGE - Only From Silica

W aim to keep stocks of all Atari related products and our warehouse carries a slock of owver £¥ million.
Wea imporl many software titles direct from the USA and you will find that we have new releases in
advance of many of our compatitors. Unlike dealers who may only stock selectad tithes, wa have the lull
range. In addition, we carry 8 complate line of all books which have bean written aboul the Atarn 5T, A
range as wide as ours s something you will find is avallable ONLY FROM SILICA.

AFTER SALES SUPPORT - Only From Silica

Resl assuned that when you buy your ST lrom Silica Shop, you will be fully suppored. Our free mallings
give néws of releases and developmenis. This will help 1o keep you up [o dala wilh new software releases
as well a3 what's happening in the Alard markel. And in addition, our sales siall are at the end of &
telephane ling to service all of your Alar requirements. I you purchase an ST Irgm Silica and would like
any lechnical advice, we have a full time technical support feam to help you gel the best from your
computar. Because we hava both the stall and the systems specifically dedicaled 1o providing after salas
sarvice on Atar 5T compulers, we are confident thal our users enjoy an oxceplionally high level of
support. This can be recalved ONMLY FROM SILICA.

FREE CATALOGUES - Only From Silica

Al Silica Shop, wa recognise thal safious users reguing an in-depth informalion service, which is why we
meail free newslellers and price lsis 1o our 3T owners, These are up 1o 46 pages long and are crammed

SO MUCH FOR SO LITTLEY

There is nothing that can compare with the incredible value for money offered by Atari's
5205T-FM. For nnly £260 (+VAT=£299), you can purchase a powerful 512K RAM computer,
with a 95 key keyboard (including numeric keypad), MIDI interface, GEM, a palette of 512
colours, mouse controller, and a 512K built-in disk drive. The 5205ST-FM has a TV modulator
built-in, and comes with a lead to allow you to plug it straight into any domestic colour
television set. The mains transformer is also built-in to the keyboard, so there are no messy
external boxes. You couldn't wish for a more compact, powerful and stylish unit. Atari ST
computers are now firmly established in the UK, there are nearly 500 software titles already
available for a wide variety of applications and the list is growing all the time. And that's not
all. When you buy your new 520ST-FM (or any Atari ST computer) from Silica Shop, you will
get a lot more, including a FREE Silica ST Starter Kit worth over £100. Read the ONLY FROM
SILICA section on the left, to see why you should buy your new high power, low price 5205T-
FM from Silica Shop, the UK's No1 Atari Specialists. For further details of the range of Atari
ST computers and the FREE Silica ST Starter Kit, complete and return the reply coupon below.

ATARI 520S5T-FM NOW ONLY £260 (+VAT=£299)

5205T-FM with 512K RAM & mono monitor £399 (inc VAT) Upgrade from 512K RAM to 1024K RAM £100 (inc VAT

ATARI 1040ST-F - NEW PRICE

We are pleased (o announce a new reduced price point on the
10405T-F which is now available lor only £499 (inc VAT). The
1040 is a powerlul computer with 1Mb of RAM and also includes
a buill-in 1Mb double sided 34" disk drive. The 1040 has been
designed for use on business and professional applications
mosl of which réguira a high resolution manachroma or colour
monitor. Il does not therefore have an RF modulator for use
with a domestic TV sel. Modulators can be fitted for £49 (inc VAT).
MMOST-F Keyboard  alhool Monler o

MHOST-F Keyboard + HWHHEHFHMMW : vorer. 599 fing WAT]
11 wou would lilke fwrikher details of the 10405T-F, refurn lhe coupon balow,

MEGA STs NOW IN STOCK

Faor the user who réequiras even mora HAM than the 520 or 1040
5T's offer, the new MEGA ST compulers are now available.
There are two MEGA 5T's, one with 2Mb of RAM and the other
with a massiva 4Mb. Both new compulers ara fully compatible
with exisling ST's and run currently available ST soltware. The
MEGA ST's are slyled as an expandable Ceniral Processing
Unit with open architecture and a delachable keyboard. They
are supplied with GEM, a free mouse controller and all extras
as with the 520 or 1040. Prices are as follows:

with lechnical delails as well as special olfers and product descriptions. I you have already purchased an T 346 K ¥ CPU  £#9 fine WAT)
ST and would ke [ hayva Your name addad to ouwr nhl.illng |igt, plmﬂ- -¢|:|I'I‘||:|HIH [[51-] COuUpEn & raturn it 1o :‘I'E% grm H'm + CPL -+ mrﬂmm .ﬂ:ﬂfﬁ VAT
us. This information service is available ONLY FROM SILICA. MEGA ST 4B Keyboard + CPU U 1099 fine VAT)

MEGA ST 4Mb Keyboard + CPU + SMIZS Mona Movllor £1259 fing VATI

FREE OVERNIGHT DELIVERY - From Silica

Most ordars are procossed mrmgh our compuler within 24 hours of recelving them. Most hardwaro
orders are sani by the overnight GROUP 4 courler service FREE OF CHARGE to customars within the
UK. Thizs mathod halps to ensune minkmum delay and maximum protaction,

PRICE MATCH - Only From Silica

We hopa that the combination of our low prices, FREE UK delivery service, FREE Starer Kit and FREE
after sales support, will be enough 1o make you buy your Atan equipment frem Silica Shop. Il howaver,
there is something you wish o purchase, and you find one of our compelilors offering it at a lower price,
then please contacl our sales deparimenl, providing us with our compelitors name, address and
telephone number, Il our competitor has the goods in stock, wa will normally match the offer (on a "same
product - same price’ basis) and still provide you with our normal free delivery. We realiss thal we ane nol
the anly company who will match a compatitor's price. Howavar, il you com (o us for a price malch, you
will also be enlitled to our after sales sardice, including free newslotiers and technical suppon. This
makes our price malch promise rather spacial, something you will receive ONLY FROM SILICA. We don
winl you lo go anywhene else for your Atarl products. So shop at Silica, the UK's Mol Atar Specialisi.

I you would like furher details of the MEGA ST s, refurn (he coupnn Bl

- 4 R N BN R B B B & &8 B B §B B B & B § ™
‘ To: Silica Shop Ltd, Dept STWLD 1087, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX ‘

g PLEASE SEND ME FREE LITERATURE ON THE ATARI ST )

Mr/Mrs/Ms: ._.......... Inilials: ............ Surname:

Address: T T o e e s e e e e e .

SIDCUP (& Mail Order) : 01-309 1111
1-4 I he Mews, Hatherley Road, Sidcup, Kenl, DAT4 4DX

LONDON 01-580 4839

[ fon House (1st floor), 227 Tottenham Court Rd. London, W1FP OHX

LUHQGH : 01-629 1234 ext 3914 Do you already own a compuler
Sellridges (1st floor), Oxford Street, London, W1A 1AB if o, which one do you own? ... '
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CASE FOR

CONVERSION

Operation Wolf -
laito

As usual, the enemy have
kidnapped some innocent

people. As usual, it's up to
you to save them. As usual,
you are alone against hun-
dreds. As usual, this is the
storyline of a “new” arcade

game,

Apart from the dated
concept, “Operation Wolf" is
quite an enjoyable game. A
light gun has been mounted
on the cabinet to add a more
realistic atmosphere, and the
screen has been mirroredto a
distance, allowing
you to spray the en-
emy rather satisfac-
torily.

The play
area on Operation
Wolf continuously
scrolls to the left,
with enemies leap-
ing out from all
sides. Included in
their impressive
armoury are ar-
moured trucks,
tanks and hovering
helicopters, as well
as foot soldiers who
carry guns and knives. To
shoot them, you can use ei-
ther bullets or grenades, both
of which are in limited supply.
Extra ammunition, as well as
a super machine gun and new

energy, can be found during
each level.
Occasionally,
stretcher-bearing nurses and
wounded hostages rush
across the screen. The idea is
not to shoot them - after all,
you're there to save them!
Cover from enemy fire
is available in the form of oil

drums and trees. However,
they will also use these to
cover themselves, and will
also appear from behind huts
and bunkers.

Each hit taken from
the enemy fire will decrease
your energy, which is dis-

played on the right of the

screen. Certain weapons,
such as knives, will have dif-
ferent destructive powers to,
say, bullets. Once all of your
energy is lost, then the game

ends.

The light gun used in
Operation wolf is not really
needed, as you don’t use the
sight mounted on the gun
after a few games, and it
could easily be replaced with
a screen target, a la Prohibi-
tion. Mo gameplay or excite-
ment would be lost
from the game, and
this would allow easy
translation onto com-
puter.

The graphics of
Operation Wolf are
very colourful and de-
tailed, yet the large
sprites aren’t particu-
larly well animated.
The intermission pic-
tures are of a standard
quality, and the
scrolling is smooth, if a
little slow. Apart from
the sprite jerkiness, the
graphics allow for
some mindless spray-
ing of bullets, which
really gets the adrenal-
ine pumping!

In some respects,
Operation Wolf is rather
suited to the ST. Nothing is
beyond its capabilities, with
slow scrolling and rapid fir-
ing, and the game should
make an interesting and fun
conversion. Music and
speech are included in the
arcade original, but whether
they will appear in a conver-
sion is not known or impor-
tant.

Even in the arcades,
Taito’s latest isn’'t an awe-
some game, just fun. It has
limited appeal compared to
other games, but it should still
make a playable conversion

on the ST,

1943 - Capcom

While 1943 was not a particu-
larly good year for wine, it had
its moments in arcade
games, However, 1943 was
not a good year for anything -
especially Hitler.
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But it's all too easy to
blame a chosen period for
Capcom’s incompetence,

The basic idea of this
uninspiring sequel is to un-
dertake a mission to wipe out
the enemy’s fleets. Whether
your mission is a success or
not depends on how many
opposers to the western
powers you manage to knock
off. A percentage of over 90%
dead evil-doers means a
successful level.

Your fighting machine
is a cool World War 2 plane,
and with it you are expected
to annihilate the enemy’s
forces which have taken a

strong dislike to you. Their
attack takes place in the form
of aircraft, battleships and
large carriers, all taking dif-
ferent numbers of hits to de-
stroy. The opposition’s
planes differ in size, and the
larger ones have devastating
fire power.

To bring back some
hope of succeeding, extra
weapons appear at various
intervals during the game.

These weapons in-
clude some very destructive
guns and a form of laser,
which gets more powerful
with accumulation.

After some frantic
dog-fights with enemy air-
craft, you will approach their
ships. Mounted on these are
gun turrets, which pose as a
nasty threat as they churn out
shell after shell. The only way
to halt them, and subse-
quently their ship, is to de-
stroy all of them. Once you
have passed the ships you are



told whether or not your mis-
sion was a success, you pro-
ceed to the next level.

1943 certainly isn't
the most overwhelming
game that's ever been cre-
ated. The graphics are basic,
with adequate detail and col-
our, and the backgrounds are
very bland. A conversion is
going to be simple, because
there is absolutely nothing
spectacular or special about
the game. Sure, it has its
moments, with the two play-
ers able to compete simulta-
neously, and a lot of blasting
to be done - but it's all very
mundane and pointless,
Games like this make you
wonder how we won the war
in the first place!

Thunderblade -
Sega

Following on with their own
video-vehicle trend, Sega

SCORE 670420

have now released Thun-
derblade, ripe for conversion
and criticism. But is flying a
bladed machine through
populated cities all it's
cracked up to be?

Most arcade scenarios
don't take an awful lot of
knowledge to create, and
Thunderblade certainly
doesn’'t need a book to ex-
plain the mission. In fact, the
only idea is that of progress,
destroying as many enemies
as possible, and bombing the
warships which linger at the
end of some levels. Sega ob-
viously don’t give creditto the
intellect of arcade players!

You have bullets and
missiles as your arsenal as
you rush through the city and
barren landscapes. Tanks
and gun turrets are con-
stantly strafing in an attempt
to bring you down, and hos-
tile jet fighters and choppers
don’t help your cause much,
either.

Other obstacles in-
clude pillars of stone, brides
and forests, and high-rise
apartments. Wiping out win-
dow boxes in these buildings

10307
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with your rotor blades is

much less bovver than a
hover!

As you progress, you
will occasionally come

across warships with wither-

ing firepower, attempting to
cut you down in your prime.
Gun turrets fire at you from all
angles, and your only option
is to proceed at full speed,
otherwise the ship will
move ahead of you.
Featured on the dedi-
cated cabinet is a hy-
draulic chair that
moves by operating
the realisticcally-sized
stick. You have two
fire buttons on the
stick and a speed
controller on your left,
allowing the choice of
three speeds.

One of the
most spectacular fea-
tures in Thunderblade
is the change of view.
This alters after each
level, fromm above to
behind, and so on.
These two views allow
the game to be more in depth
and interesting. The perspec-
tive on the backgrounds has
also been well researched
and adds yet another dimen-
sion to the gameplay. Al-
though it isn't perfect, the
scrolling and views of the
background are the nearest
to total realism created on an
arcade machine.

My only niggle about
Thunderblade, which is more
about the cabinet than the
game, concerns the music
speaker. Now | love loud
music - just ask Dennis - but
the speakers are placed right
next to your ears, and
this can be pretty an-
noying. Conver-
sionwise, Thunderblade
won't be a piece of
cake. The lack of hy-
draulics on your aver-
age ST won't be a prob-
lem, as they are more of
a novelty than a neces-
sity. Speed and
smoothness certainly
aren't novelties,
though, as they account
for more than 50% of the
attraction, and will pose
quite a problem foreven
the most experienced
programmer. You can
also expect a lot of disk
accessing too, with many
levels and two views (in effect
doubling the game), having
to be implemented.

Thunderblade's
graphics use the same tech-
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nique found in other Sega
games, such as, Out-Run and
Afterburner, and should suit
the ST superbly. The only
worry here, apart from the

speed and perspectives, is
with the colours. As we all
know, our ST's find it hard to
manage over 16 colours at
the best-of times, which could
leave a very dull display.
However, this won't be the
case and we won't be getting
a second-rate conversion like
Enduro Racer. But then we
can all dream...

Afterburner - Sega

Sega are well renowned for
their spectacular advance-
ments in video game enter-
tainment. Their hydraulic
systems, such as, Out-Run
and Thunderblade have en-
thralled and intrigued the
whole industry, but none of
their games has come as
close to perfection as After-
burner.

As with other similar
games, there isn't much of an
explanation of the scenario,
you're just expected to go out
there (after putting in some
money!) and get'em. After-
burner does it in much more
style than most, though, and
if you're listening carefully,
we'll tell you why.....

Fuelled up and armed
with supplies of ammo, your
first and foremost thought is
that of survival. Planes swarm
on you, firing so many mis-
siles that the sky turns black.
This isn’t going to be easy.
Pushing forward on the short
joystick, you dodge the mis-



siles, and then climb to face
your attackers crossing the
horizon. Pumping on the fire
button for all your worth, five
planes crash to the forest
below. More thoughts enter
your head - you're a qualified
killer But this is no time to go
soft, Kid, there's a lot more
killing to be done if you want
to save the thousands of inno-
cent people below
youl.

Pushing the
stick into full ac-
celeration mode,
you dispose of a
few more enemies,
dodging the flak
with a swift spin of
your plane. Sud-
denly, a warning
alarm sounds and
you realise that a
homing missile is
about to blow your
ass out of the sky.
Without a second
to spare, you slow
down, and, just be-
fore the missile
meets its target,
you bang the stick
into full speed, spin
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the ship once more, and fly
out of the missile’s range.
Understandably, you allow
yourself a small smirk of sat-
isfaction.....

Not only is After-
burner very addictive and
overwhelmingly atmos-
pheric, it can also be quite
frustrating. Time after time,
you will find your ship falling

to the ground and exploding
into a smouldering heap. But,
as long as you don’'t make the
same mistake twice, learning
how to deal with certain situ-
ations is half the fun of the
game. There are many levels
to reach and admire, each
one being different from the
last. On some levels you will
be flying above the clouds,
others will have you
speeding through
valleys, and later lev-
els include early-
warning systems and
buildings, forests and
open spaces of land.
Afterburner is in
many ways similar to
Thunderblade, and it
will be equally diffi-
cult to convert,
There's so much in
the game that it's
quite awe-inspiring.
You are called to re-
fuel after various lev-
els, sometimes in the
air and occasionally
on the ground, and
there are some amaz-
ing backgrounds,
ingenious sprites,

and great speech throughout.
Will it really be possible to
convert such a “perfect”
game? There are so many
aspects to consider, and be-
cause of the size of the game,
it will involve constant disk
accessing. The speed and
graphics are so good that we
cannot hope for a straight
conversion, and, with so
much going on, we're doubt-
ful as to whether any speech
will be included. As with
Thunderblade, we hope and
pray for a first-class conver-
sion, but Afterburner reeks so
much of gquality that we won't
really know if the ST will be
able to handle half of what the
arcade machine delivers.

We can only hope Rod
Cousens delivers the
goods.....

Thanks to:
Leisure World
Amusements,

Victoria Parade,

Torquay,

Devon.
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All prices include VAT and Delivery
Jlk ATARI' 9205TFM SUMMER PACK!
Includes STFM  with
games (retail value £413.94) & joystick.
Only £ 349 O

supply!

IMEG drve, 22 Faclty

An external
2nd drive for the
Atari ST at an ultra low
price - complete with its own plug-in external power

mechanism, this drive gives the full

colour matched to
cable for location left or nght of the computer.

A Top Quality 2nd Drive for the ST

at a price that makes sense!

Fully featured, fully compatible
ST drive available NOW
at an ultra low price

NEW |
LOWER
PRICE!

£89.95

including VAT |
and delivery -
i\ Why pay more?

Based around a top quahl; Cilizen drive
20K formatted
Quiet in o ration, neat slimline design,

e ST, with a long connection

520 STFM, standard rnud&l EE-EFEI 00
520 STFM TMEG memo rada lut wiih 1u|i mslrucﬂnns .. £99.00
?EEI}EQ':I'!; h:l;;!EctIa g:tnm_r% 3 dnv&u rads kit inc. I'ulllnsuuctiuns .......... £84.95 I
ncluding modulator —— v - X
1040 STFM as above, with mono m::::mh:tr R .. £629.00 a POWERFUL
Mega ST2 Wilh MONO MONIOT vuvu.veesssseremsesnnenee e, £849.00 === DISK
Mega ST4 with mono monitor ......... snssssiessssasess £1089.00 i
Atari SLMB04 laser printer, even better ua!ua at .. .. £1099.00 UHUHES
gta:'_‘r gg?ggf n}unu nmr]lit-n-r A Y e S Sy | T
ta colour monitor b o i e i R e e e B S0
Atari SH205 hard disk .. R e e (RS A - o iU ZU W A l l IA B
Mega STE“spa%ﬂ* gggrlpackag? - In-:i!ﬂuidas h:t a 5T2, mono VERSIO 3 O AV LE
monitor - laser printer, "Microsoft Write', + SOFTWARE BACKUP with n
L :’“:gﬁf"f?ﬁélﬂgfﬁﬂﬂﬁﬂfnﬁmﬁ“ﬂﬂxﬁ sorsaensssncrnrnness £1795.00 The latest version now rn:umggtggrgﬂ’ag;g?gd more powerful
SLM laser printer, 20Mb hard disk drive, backup utility including 40 parameter options to handle many
‘Flest Street Publisher’ & S0 days on site maintenance .. .. £2499.00 more programs. Utilises all available drives and memory.
EEC 5LE25" Fﬂgénal f!gpg{yidnﬁlﬁ 7 EFEII{ tmternal rPru'EwU ine. sfwam E1?g.gg ¢ ORGANISER ACCESSORY
ace Linne em Pack inc.cable & 'Fastcom’ software ....... £173. Extremely useful desktop-based accessory, providing essential
Phillips CM8833 colour monitor c/w ST lead ............. .. £279.00
Phillips CMB852 as above. higher resolution . i £959 00 disk management commands including UHMAT RENAME,

(Extra £10.00 discount on Phillips monitors if bought with an ST) DELETE etc.

_All ST prices include: mouse elc. PLUS 5 disks of software
including wordprocessor. utilities, graphics. game and demos.
Phone us now for a quote on any combination of hardware.

PHILIPS
TV/MONITOR

(MODEL 14CE1201)

¢ EXTRA FORMAT
to maximise usable space on your disks - provides over 15%

er diskl
accessories. .

additional user storage space
%+ RAMDISK and SET DATE/TIM
¢ UNDELETE

to recover accidentally lost files.
% DISK ANALYSIS
¢ DIRECTORY PRINTOUT
% plus DISK SPEED CHECK, UNFORMAT and morel

: Only £24_95“E:lsﬂng users - upgrade your

Disector ST disk for only £7.95

High quality medium resolution ¢olour monitor/TV now
available to suit the Atar ST or CBM Amquu‘ Featuras
full infra-red remote control, Euroconnector, Video/Audio
input and headphone oulput connectors. Supplied with

cable (please state your computer type when ordering).

SPECIAL £1 99-00 includes cable &

OFFER | next day delivery

PRINTERS

All prices include VAT/delivery & cable

ST soffware

Antic

Cyber E‘;E“ I{?AP 2.0)...
Cybar mat
Cyber Paint ke H}

Am-mmFamummFumm

Timeworks

Daslon DI . . £2205
Genesls molecular mndnlluf ............... £22.95
Sterectek glasses ... £145.00
g;ig:slc" ................................... 531.95 EIST sn-unda-drtm} EEE.EE
Hugely successful 9 pin printar, the Star GFA Dmttj,:, ........................................... :E;.gg r;%sfn (e “.95
LCT0 provides 4 NLG fonis (with 96 prin 0n| £199.00 .
combinations) at 36¢ps and rafft. y .

Has a large 4K buffer and IE parallel
interface buiilt in, includes a comprehan-
siva front 'Hoanﬂ operation and features
g.;per pa allowing single sheets to
w:tmm removing tractor paper.

Colour version only £234.00

Prices include 2 exira
black ribbons free of charga.

---------------------------------------

Financial Controller ..
Mlsc,ellanenus

Star LC24-10 feature-packed multifont 24pin printer from Starl .. £319.00 TR e £19.95
Star NB24-10 24 pin, inc. cut sheet feeder + 2 extra ribbons free ......... £469.00 Canmier Command .............eevuees . E18, wssasassssens EA0.95
Star ”x 15 bUd Et WIde Gﬂ-rnagﬂ pﬂﬂtﬂ'r ELL] EEAEAEEAREEREREAREEE 8 Ea‘giuu Hl'ght EI'-I'HIJIH.'EICI'I' “""""""""'“'"‘“‘“""" ﬂ?'ﬁ ’ b Ll v Eﬁg-gﬁ
Star ND-10 180/45cps high quality 10" . ... £299.00 ‘753?:";’-:1 e 16,99 Fast Basic Disk .. e £37.95
Stal' ND 15 widae C-HI'I"FEQE varsion of ND .Iu .. £419.00 |. it isniismemsiss | B TS F]“I.Etr'ﬂt Pubdisher weane  EDB25
Star NR-10 240/60cps professional 10" . £379.00 5 FIL Modula2 ..o - £55.85
Star NR-15 wide carriage version of NR-10 .. £499,00 u?riift'uh c seiimnsenaere. EELOE
Star NB24-15 wide version of NB24-10, Inc. cut sheet feeder .. £599.00 Signs and BANNEMS............oo.v....., £8.95 PC Ditl .. iams Y
Star Laserprinter 8 high specification laser, send for Grestings Cards . Al ....,,,,ZIIZ.'Z.'Z.'.' £8.95 Protext ... £79.95
dalahls!samﬂxs (price Inc. 1 year on site maintenance) ... E1?95 00 Calendars & Stationary.... e O
Panasonic . £179.00 Art Library 1 (dip ant).........ccounuecrnerennn. £8.95  Superbase Personal ...........ocoooooeeens

P1081 reliable + sturdy Qpln 107 pnntar 120724 nps

NEC P2200 budget 24 pin 168/56¢ps ... svsarisanrninsamas B 1D

All prices Include VAT and delivery. Next day delivery £5.00 extra.

How to order from

10 Bulk S| Send cheque, Postal Order Evesham Micros Lid

I.T»ad{ﬂd DS/DD 3.5" disks

Evesham Micros

| e s o O ] o s £11.08 or ACCESSIVISA card details| 63 BRIDGE STREET
“H LEL LA R LRI P TR IR AT [
;g g:ﬂ:{i aai a!:n.bn;rﬁﬂ w‘wil Iafgcmsu T £13.95 Phone us with vour E'li?nﬂ., educ, & PLC orders welcome WORCS WR11 4SF
capaac ¢ day despatch whenever possible
e card details on : |V gt oy EAOE | 0 o306 765355
with lifetime guarantes, E-u:-: of 10 only . .. £19.95 ; Open to callers 6 days, 9.30-5.30 telex 333294

o 0386-765500

|SKC MF2DD DE:'DD 3.5" disks. Box uf 10.. Also ai: 1762 Pershore Rd., Cotteridge, Birmingham B30 3BH Tel: 021 458 4564 |




WINNERS

James Bond,
Live and Let Die Competition

The competition set in issue 3 of ST Action in conjunction with Domark
is now over, and for those that entered, here are the five lucky winners:

Mrs H R Hill, Stockton-on-Tees; Kevin Clements, Edinburgh; Allan Gill,
Hull: Matthew Holmes, Dewsbury, and Clive Rimmer, Manchester.
Congratulations! Each of you will receive a video of Live and Let
Die starring Roger Moore, and a book entitled, The Official James Bond
Movie Book, featuring hundreds of colour piccies and the complete his-
tory of the Bond films.

The correct answers were:

. 1 - James Bond
2 - Octopussy, The Spy Who Loved Me, Dr. No, Goldfinger, From Russia
With Love, Moonraker, Thunderball, The Living Daylights, A View To A

Kill, On Her Majesty’s Secret Service, Casino Royale, You Only Live
Twice, Diamonds Are Forever, Never Say Never Again, The Man With
The Golden Gun, For Your Eyes Only.
3 - Roger Moore
4 - Moneypenny
5 - Walther PPK Pistol
6-Q

Mirrorsoft Competition

The lucky winner of the day out at Goodwood, a flight in an aircraft
and a look round the Spitfire based there, is M D Pruett, of Severn

Beach, Bristol. Congratulations to him.

The answers were:

A - Spitfire 40
B - Oids
C - Dungeon Master
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Your plane has ditched on a
mountainous plateau
somewhere in deepest
Tibet. You and your
companions are alive,
Alarge shape moves toward
you, you rub your eyes in
disbelief: a Dinosaur! —
where are you ...and when?
Stunning, monochromatic
3D graphics and 4 way
scrolling, give that '50's
cinema mood as you learn
not only to survive, but also
that your companions are
not all they first seemed!

Digitised graphics,
referencing from full colour
photographs of Daley
Thompson himself, take full
advantage of the Amiga’s
and the Atari's capabilities
giving you a state-of-the-art
sports simulation. Featuring
an optional game play which
allows you to ‘work out' in
the gym where your
performance will directly
affect your performance in
the final events themselves
— another first for Ocean!
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Dinamic’s attention to
detail and superior graphics
presentation add an extra
dimension and Army Moves |
is no exception. A full- |
blown shoot-em-up taking

where you will take
command of first an |
armoured jeep, then |
helicopter and finally, |
on foot as you make your
way through the jungle to
the enemy’s headquarters
ultimately to seek out vital
documents.

6 Central Street- Manchester- M2 5NS - Telepl
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Exceptional graphics, innovative
game design and digitised sound
all add up to recreate the

: giE " atmosphere generated in the box
f"-’[ 8 P s JBH 3 office smash hit. Closely following
o % b the original storyline you take
your platoon, selecting individual
men for assignment, who will : Ao
encounter the enemy and their Sl B i
many booby traps as you seek to
find the enemy’s underground
headquarters. On entering the
warren of tunnels you will need
flares and a keen eye —your
enemy will lunge at you, from RN
beneath the waters which flood e s

the tunnel floor, wielding vicious = : *-'*'-'
knives — the atmosphere itself is — L
enough to kill! T el A T

hone 061 832 6633 - Telex 669977 OCEANS G

One phrase sums up the
success and appeal of
Arkanoid — "I'll just have
another go!” Arkanoid is
addictive! Using all the
capabilities of the 16 bit
micro this conversion is
almost an exact replica with
all the excitement of the
original Taito coin-op smash
hit. This is Arkanoid — the
blockbuster.

FRIOM




ONIX

This is your chance to win one of TWENTY fantastic KONIX SPEEDKINGS. These are the
joysticks that are designed to fit your hand like a glove - no more ‘joystick cramp’! The
fire button is located in the base - the ideal position for your itchy trigger-finger. Smoofth,
positive joystick movements allow for complete conirol. To stand a chance of winning
one of these superb joysticks, all you have to do is to correctly answer the questions
below and send them to us on the form provided to arrive at ST Action no later than 1st
post, 10th September 1988. The first twenty correct entries out of the bin-liner will each
win a stick.

1 - How many pins are there in a joystick socket on the ST?
a7 b)? ¢c)l15

2 - The Konix Speedking is ergonomically designed to fit your hand. True or False?

3 - Where is the fire button located in the Speedking?

r---_--__-_____--_—_____________--____1

: ] ST Action Competition Rules:
AH SWER T{:} QU ESTIG N I O P S A R SR S S T|1E Edjlu"s_ decisinn i5 Final and no EEJ-TFEEPEI'I-
. dence will be entered into regarding competitions or
ENSWERTO QUESTION B3 oiisassoisiismrssimsiiing - desed il ba g ik cogectag cong e ae i
" lieving them to be available. If, however, a prize is
HHSWER TD QUESTIDH 3. e saEsm R E s e e B R 5 Una'ﬁfﬂilﬂble we 'EEE“’Q‘""’E I'ight lﬂ-EUbSIitU[E an alr

ternative of comparable value. Mo cash alternatives
will be given. Results will be published as soon as
H possible and prizes despatched as quickly as pos-
I 7 | ) § 1 R SRR e A AP RN S e A Bt S LA N e e T «  sible, Please refrain from phoning regarding compe-
tition results or prize delivery. Employees of Gollner
I dedl’ESS ...... [ o i o o o A O I PI.IIT-'IiEhiI'Ig Lid apnd companies participating in com-
I petitions are not eligible lo enter.
................ 1 (e

Send entry to:
I .................................... LT '-.T-_“-‘ .............................................................. I{DI‘IEI Cﬂmpetitiﬂﬂ.

| Post code............. P N, A PO R e e B N et ST R D T e P e g ST Action, 10 Theatre Lane

. Chichester, West Sussex
| Baytime telepRone AUMIBET .co...orionminiisverivmrmnnins Mrsss soeidisadissssnnainnssnson . PO19 1SR

e S et s e g A e il



NOW
TAKEN Castle House,

11 Newcastle Street,
Castle Stoke-or Trars
Computers Tol: 078 mrsoll
SALE SALE SALE SALE SALE SALE SALE SALE SALE SALE

ATARI ST SOFTWARE Gauntlet Il......................£13.95 5
Pink Panther ............... £9.95 Vampire Empire .......... £13.95 Eﬁg‘;g;fﬂfiﬁa&f E]ggg Just in
E;lgggtﬁé ................... 13100 QUNENE e £16.95 Frank Bruno's Boxing ... £13.95 T
Blatoon : War Zone ........coooeveneneee. £3.95 Stmt' a? I a
e Blacié """""""""""" : WaNOerer . .. aaniin £7.95 s i
; B e Return to Genesis ......... £13.95
iﬂ;tg:e" - Our Price £13.95 Ikari Warriors ................... £9.95 Feﬁmﬂ ey
ok e it el L T £7.50 é‘” '”gt Ll
E yg a--.a--.-l ----------------- r |||||||||||||||||||| ClEUEr and Smart ............ E? 95 USpEE
ermuda Project ........... £16.95 Micro League Wrestling £13.95 Space Harrier £13.50 Palnetfall
Impossible Mission Il.....£13.95 Marble Madness............ £16.95 i nt for Red Géiéﬁé; """ £16.95 Ballyhoe
irmy NOVBIS o e ansmse s £13.95  SPYV OV wnivniensiicsssianns £7.95  E45 Strike Eagle........... £16 95 Trinity
INEZON « ot it £7.95 Super Cycle........ccceviieenss £8.95 Tatris £13.05 North Star
World Games ................ £11.95 Little Computer People..£13.95 Sub EEIIHE*SIFTI """"""""" 515'95 Stella Crusade
Black Lamp ................... £13.95 Mind Forever Voyaging ... £8.95 Ninja MiSSion ................ E?FBS
B I --------- - ee————umn b LR LARETIE]LT B R R A e e v
T;Egl e - BAFAE TalG ccvivervsssien £16.95
war Hawk ... 795 [EARAMSASUUCULE Motvile Manor .........£16.95
gﬁg‘g?aég; --------------------- : To extend the Excellent serv- ‘ BIONIC COMMANDOS I ADVE NTU H E
--------------------- - ice we already offer to our cus- £13.95
EG‘D ------ : t --------------------- . tomers we will now check out C REATO R
upersprint.................... - every piece of Software before Terrorood
galeh{uﬂ Olympic ............ : we send it out! As this service Silent gerfiéé """"""""" E}ggg
tar Wars .........coovvvenennnn : will take time and money, we gagr e T !
Rampage.......cocnniii.. : have been forced to increase :?_B?:Q;J&Hés' """"""""" gggg OUR PRICE £29.95
Knight Ore .........cciveenee... : our prices slightly. Remember BT E13I95
Phantasie Il ........ LI : we still use 1st class post. MUE oo G """""""""" o1 : SAVE.......... .£10.00
ITBEE st , CASTLE COMPUTERS! el e A
Dagas Elite... L. el : The company that cares . R :
Cafeli o & i = e e about I8 cuslomers) Strike Force Harrier ....... £16.95 STOP PRESS
Barbarian (Palace) i Lrl;q'leTbandlt """"""""""" E;ggg
Barbarian (Psygnosis) ...£16.95 Hollywood Hisjinx............ 2060 A s B 10 GLEAR
Chessmaster 2000 ........£16.95 Planetfall ... BRSO o el Rioo L
Defender of the Crown ..£19.95 TrinNity ........cocvvvmrvriviiirnnnnn. £9.50 i sk : i
)7 B F R £1995 Spellbreaker.................... £9.50 e g ggg Metrocross
Colonial Conquest ......... £10.055, SOMCEIEN . o ..ot £9.50 S i e : Stonebreaker
Chgpper R e e 1 SRS £7.95 Ll'll'l‘fldE| ............................... £9.50 UTIUN ocnvcvernnesnisnonennnes £13.95 EU;BI’EEHEII
Bureaucracy ................ £22.95 Moonmist......................... £9.50 ko
Trivial Pursuit ................ £13.95 Wilness ..., £9.50 A"'ENES?DRDME Dungeon Master
Pandora................__ £13GE SOICEIOE o:iinsmnthctieasis, £9.50 13.95 gflptglf?dﬂmﬂd
Road Wars .................... ©13.05 y T s P AR Y Cin) £13.95 ar iaer
Quantum Paint ............ £13.95 Legend of the Sword .....£16.95 ang ﬁa" EDE’D """"""" £16.95 | Sentinel
Time and Magik.............. £13.95 Ugi ; Sr WIORE sevenssa; 56.95
WHERE TIME STOOD Verminator ..................... £16.95 Fn::ﬂ;laﬁ P 513132 |
STILL WO 50 i s SRR £13.95 (0 Dart B o, e Tau Ceti
OUR PRICE ..........£13.95 | Crash Garrett ................ £13.95 Shm 5 gr e 10.99
War Game Con. Set £16.05 BRI - e ie, £13.95

WHIRLIGIG clap Fight ... ontians

OUR PRICE ; Sea Stalker........cocconeevaniss
T3 Y g7 (] =) —————

WIZARD WARS
ONLY ...........£13:95

JUST ARRIVED
FROM SUBLOGIC
JET.

RRP £39:95

SISTERS
£13.95

STIR CRAZY
OUR PRICE ............£13.95

OP. £26.95
SAVE £13.00
BE QUICK FOR THIS
ONE

Pink Panther................ £13.95 Ogre . SIREEl FatER
EKIE‘_.I"ISDI' .......................... £7.95 Hacker I : £13.95

We offer a fast reliable service by return of Post! Cheque's P.O's to:
CASTLE COMPUTERS
Any games not listed phone our Hotline Now on 0782 575043
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There's no way tc save money
and know that you're only getting
the bes!. Right?
Wrong. With SPECIAL RESERVE. our
normal price is half price. The
game you want is £24.95 in the
shops? Try us, We Efﬂbﬂbw sell it for
£12.47 (plus post & packing). Some
of our special offers will blow your
socks off. .
And if it's a turkey. we won't sell it at
all. All SPECIAL RESERVE games
have been selected by our team
of expers. So your game-playing
satisfaction is assured.
These benefits are exclusive to
SPECIAL RESERVE members.
Membership costs £4, and you can
order at the same time as you join.
Members receive our detailed,
expert Buyer's Guide three fimes o
vear, a binder for the Guides and
a membership card. An up-to-the-
minute catalogue of over 400
roducts is sent with every order.
E'\'e aim for 24-hour turnarcund and
you can orcder NEW releases in
advance of publication; we'll
dispatch them to you on the very
day they ship.

And... SPECIAL RESERVE members
get £4.00 off the price of a
subscription to OFFICIAL SECRETS,
the club for people who want a lot
more... including an exclusive mini-
adventure on disk {most versions)
written by Magnetic Scrolls, authors
of The Guild of Thieves. Then there’s
a free game and a bi-monthly
muc?uzine called Cenfidential .......
and more.

- N
‘summer S lunners

Whirligi

Fire ::Jgng' Forget
Vins

Football Manager 2
Carrier Command
Empire Strikes Back
Leathernecks
STALC.

Captain Blood
Corruption

Jinxter

Dungeon Master
OCids

EXAMPLE PRICES

Club Members only excl. P&P
ATARI ST

Q97
1249
997
Q97
1247
957
997
2297
1247
1247
1247
1249
999

Legend of the Sword 1247
Black Lamp Q97
Star Goose Qg7
Universal Mil Sim 1247
Football Fortunes 749
Bubble Bobble Q97
Super Sprint Q59
sundog 745
Sargon 3 Chess 1247
The Sentinel QG7
Quadralien Qo7
Time and Magic Q97
Shadowgate 1249
Red October 1247
Tetris Q99
Beyond Zork 1249
Sherlock 1249
Balance of Power 1247
Mindfighter 1249
,,,,, And Special Offers

too cheap 10 advertise.
Subject to Availability

B
=

5205Ttm 1 megdrive (Summer Pack)® £395.00
5205Tm 1megdrive

5205Tm 1 megdnve, mond monitor
10405Tf 1 megdnive

10405Tf 1 megdnve, monomonitor  £575.00
§T2 1 meg drive, monomonitor  £949.00
ST4 1 meg dnve, monomonitor  £1249.00

SM124/5 mono monitor £135.00 ;
SLMB04 Laser prinier ¢1195.00 DON'T RUIN YOUR ST!

FEEE 00 Upgrade your 520 STfm .5 meg

£335.00 S
£395.00
£475.00

SH205 Harddisk20mb

Supra drive 20 mb gso50p Jrivetoalmeg drive. Cur kit
Supra drive 30 mb £649.00 requires no modification lo
Supra drive 60 mb raqe0p ! Case

DTP1  Deskiop publishing system £2599.00 (with filting instructions) £12

DTP2  Desktoppublishing system £3099.00 ng:ﬁ% TS

STB8  Colourmonitor £259.00 AvaiLABLE
600 dots by 285 lines Similar to RING FOR
Phillips 8533 {complete with lead) PRICES

® includes Summer pack software
and joystick

.

abe\ (0533) 700910

(24hr Answerphone) _
135 St. Leonards Rd,

Leicester, LE23BZ 2 -
Norfolk (0328) 710316 ”

All prices are subject 1o alteralion without nolice
Licenced Credit Broker Business and Personal finance arranged (subject o status)

N

MEMBERSHIP APPLICATION & ORDER FORM

Complete this coupon or write the details clearly on a sheet of paper,
or phone our New Members Department on 0279 600204

NAME
ADDRESS

POST CODE

*delete where nol applicable
COMPUTER DISK":5.25"'13.5"/3"" ITAPE"

SPECIAL RESERVE annual subscription UK £4.00 EEC £5.00 |£

'd like to buy a game as well (optional)
TITLE

PRICE |£

Post & Packing per game

(£2.50 UK for telephoned orders)

"delete where not applicable

£1.50 UK £3.00 EEC [£

TOTAL

Payment by Cheque'/Postal Order*/Visa'/Access'/American Express®
(Including Connect, MasterCard and Eurocard)
Payments from outside the UK must be paid by credit card

My credit card number is:

Name and address must be as above

SIGNATURE EXPIRY DATE
SPECIAL RESERVE,
Dept STACT, PO BOX 847, HARLOW CM21 9PH

Special Reserve and Olficial Secrets are trading names of Inter-Mediates Lid.

Registered in England Number 2054713,

HOME & BUSIIESS COMPUTERS
HARDWARE

Commodore 1084 Hi- Res Colour Monitor

for: AS00 or Atari Computers inc leads
ONLY £229

Amiga A500 plus 3 games, deluxe paint
and modulator £399.00

Atari Summer Pack:
+ 520 STFM with 1 Meg Internal Drive
- 22 Games Including: Enduro Racer,
Super Sprint and Defender of the Crown.
ONLY £349

Citizen 120D Printer £139
1040S5TF - £499

Cumana 1 Meg 3.5" - £99
Eidersoft 1 Meg 3.5" - £99
Cumana 1 Meg 5.25" - £159

Casio C230S Midi Keyboard - £269

Casio Main Adaptor - £8.95

Midi Software Available

Please phone for any items not shown. All
prices include VAT & postage. Courier
extra.

J4IND 119 91

16 BIT CENTRE
48 Bachelor Gardens, Harrogate,
North Yorkshire. HG1 3EE.
Tel: (0423) 526322

All prices include VAT and Postage (courier extra)
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Addison Industrial Estate, Blaydon
Tyne & Wear NE21 4TE
Tel: (091) 414 4611
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Super Cycle - d.S. Gold

A bit silly this tip; but I'll bung it in anyway. At the
start of a race, just leave the bike where it is. When
the time runs out and the high-score table appears,
you will be at the top! Thanks to A. Codling from
Gravesend for that unusual little qujﬂi}

A GAME AWAY

HI! a slightly longer intro this month. First of
all, ripping off tips. Don’t do it! This month
| couldn't believe it when someone (who
will, luckily for them, remain anonymous)
sent in OUR own Black Lamp poke! Secondly, soft-
ware winners. Please, when writing, state the
choice of software you would like if you win. This
will save us a lot of time and ensure that you receive
your prize quicker.
Right, enough of this

and onward we g;,j

Star Wars - Domark

Is there no end to R. Henderson's tips! If you are fed up
wrecking your mouse on this smart conversion, then
plug an auto-fire joystick in port 2 and turn it on. Now
all you have to do is move the cursor. | mentioned
others - well, this cheat also works on Warhawk and
Sidewinder, in fact any game that scans both ports.

Platoon - Ocean

Thisis arealtough cookie. The jungle scene alone is enough
to give anyone a nervous breakdown. Anyway, nervous
breakdown or not, here is the lowdown on this difficult

game-of-the-film, brought to you by yours truly.
Cheat:

*Type HAMBURGER-HILL (the - is the minus key on the
numeric pad) on the title screen. This allows you to use the
following keys:

*F1-F4 advance you through the jungle with F4 taking you
straight to the village.

*F5/F6 switches on/off a shield and activates a message
calling you a cheat! N.B. Do not enter trapdoor with shield
or the game will crash.

Jungle and village:

With a bit of practice (not to mention the cheat!), the route
for this level can be memorized. I'm not sure if it is a bug or
not, but it is possible to be shot if the enemy is off screen.
To combat this, turn the game’s music off, and on hearing
a shot, jump. The snipers hidden beneath trapdoors can be
removed by a grenade, but this is slow and tricky so it is best

ﬂﬂﬂgisﬁﬂ

to just jump over them. Ammunition is quite plentiful so let
off a volley of shots each time you enter a screen. Having
placed the explosives on the bridge, if you wait beside the
second bridge and shoot any soldiers who appear, a pack-
age will be deposited. Collect this and a hit point will be
removed and your morale will go up.

On entering the village ignore the first three huts.
Enter the fourth, making sure you shoot the hiding soldier.
Search here and you will find a map of the tunnel system.
Go to the last hut and search to the right of the sack of rice,
You will find a torch. Enter the hut to your right and you will
find a trapdoor. Go down and you will enter the...

Tunnel system:

Use the map on the right-hand side of the screen and only
bother with the following rooms: The room at the top left-
hand side of the map contains a geek captain. Shoot him
and take the flares. Visit the rooms marked on the map and
collect both the compass and the second set of flares. Then
make your way to the exit (bottom right.). The only real tips
| can give for this section are: keep moving and fire in short
bursts as ammunition is scarce.

Bunker:

The flares are in limited supply so throw a flare. Shoot the
approaching soldiers using short bursts of fire, taking out as
many as you possibly can. It is possible to see them without
using flares but this does waste bullets.

Second jungle:

Keep firing! Time is your greatest enemy here. The quickest
route is left, right alternately. That's it really!

Sergeant Barnes: |

Collect the box. And avoiding Barnes' deluge of bullets,
keep throwing your grenades. Move in close, and before
long you should be on your way h:::me...r}

_—
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B & JL LANGLOIS KYILKHOR CREATION

MYSTERY

MAUPITI ISLAND |
The follow up to ﬁ‘
MORTVILLE MANOR. b=
Jerome Lange is once

again out to solve the mystery.
Excellent graphics with speech.
B D et ATARI ST £19.95

Due out September.

MORTVILLE MANOR N
A mysterious adventure ﬁ‘
with full text and speech. e

Last years ‘Game of the Year’ in
France.

ATARI ST £24.95 AMIGA £24.95 LANKHDO R

— e o

DEALERS AND RETAILERS
CALL US FOR YOUR

KILLDOZERS
An arcade adventure of the
highest standard. Destroy
UNICOM, the mad computer, set
to annihilate humanity. 150
screens, music and sound, plus a

Construction Kit.
ATARI ST £19.95

FREE LANKHOR VIDEO.

o bos ..---'-‘1' —"f- '
. YaY ¥
VROOM

A fast furious racing car
simulation. Pit your reflexes and
skills on some of the hardest
courses in the world.

ATARI ST £19.95 FOR FURTHER INFORMATION CONTACT:-
Active Distribution Limited,

Grevhound House,

16 Grevhound Road,

Hammersmith,

London W6 S8NX

TEL: 01 385 7622/3/4

FAX: 01 381 2757

ELEMENTAL

An arcade game where vou must
try and overcome the four natural
elements.

ATARI ST £19.95

—\!# ame wi
%@1 Epeech &




Pandora -

Daniel Messinger has really got stuck into this average
arcade adventure and sent in these following tips. Cheers,
Dan.

The chemist wants some Shakespeare, which is the
LT. Comms quarters. Give it to him and he’ll give you a
syringe. Find the diabetic and give him the syringe. He will
also want Insulin - get this from the security officer in
exchange for the sonic blaster. Take Insulin to diabetic, give
it to him and he'll give you some useful information.

When moving around, try to avoid the thief - he will
take whatever you are holding. When you see him, blap him
with the laser rifle.

Go back to LT. Comm’s room and take his I.D. Hold
it and walk into the Commander’s room (the room to the
left). Pick up the ojects and leave, making sure you are
holding the [.D. or you will die.

Firebird

Avoid fighting droids or anyone unless you have to.
Watch their movement patterns and sneak past them.

Characters:

*Bank manager - Kill him (makes sense!).

*Wacobrain - Watch out! Dangerous.

*Thief - Holds: gold key, sonic blaster and kryptonite.
*Priest - Very dangerous - holds a lethal photosabre. If you
can get this it can be very useful.

*Hooligan - Holds mace - avoid.

*Secdroids - Avoid.

¢|ce creature - Dangerous - holds themolance which is a
very good weapon.

¢| ord - Holds photosabre.

eCaptain - Code white, SDI disli:}

Bubble Bobble - Firebird

This tip was found out by someone in the office but [ can't
remember who! On losing your last life, keep holding fire
down and a new set of lives will be yours, though your
score will be reset. While I'm on the subject of this ever-
popular conversion, MISS (yes a lady! Come on ladies,
don’t you play computer games?) S. P. Gulati from
London asks: “How do you beat the big Baron on level
100?" Well, yours truly to the rescue! Jump onto the small
platforms, collecting the green potion bottles. These
potions allow you fire lightning bubbles, which are used
by jumping down, alongside a wall, facing in the opposite.
direction from the Baron. Whilst floating, keep pressing
fire and lots of little lightning bolts will rip into the Baron.
After about a hundred he will become bubbled. Pop him

-

immediately, and completion is yuurs!/)
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Gunship - Microprose

This is a brilliant sim. If you still want to cheat, but can't be
bothered to type in Mark Lawrence’s brilliant pokes from
issue 2 (lazy so-and-so!), Greg Parsons from Nuneaton flies
in to rescue you.

First choose a really easy mission and complete it.
Then take an extreme mission on any of the levels. If you
should die on any of them, wait until the screen tells you
what happened (missing in action or killed in action) then
reset the computer without pressing fire and continue the

game. Now you will just accumulate score, medals, ribbons,
l chat show appearances etc.?

Football Manager Il - Addictive

Tavery much to Rob Nengerman from Holland, for these
useful starting tips for this average sequel.

Take a team from the third division to start with. In the
lower divisions always play with four attackers if pos-
sible (you can normally play with two midfield players to
do so.), make sure you always train with every turn and,
most important: ALWAYS SAVE THE GAME AFTER
YOU HAVE WON. If there is a match you lose, simply
load the last position and try again, perhaps with another

5}.r5ten:;}

Livingstone - Alligatla

A few of you couldn’t get Kenton Bush’s infinite lives
cheat to work. If you were one of them, R. Henderson
from Merseyside has sent in another which is accessed

simply by typing CH E A T. Ooooh!! )
~

Warhawk - Silverbird

Nick Gudegast from Cheshire, has sent in a quick
tippette for this budget blast. Once the game has loaded,
press the F3 and, hey presto! When you play the game
and get to the blue blob which changes the sound of your
ammo, it'll give you fast continuous firepower without
having to keep fire pressed. Ooh!

--- STA 46 STA ---




BARGAIN SOFTWARE ORDER FORM
Please send me the following titles. BLOCK capitals please!

BARGAIN SOFTWARE
309 Goldhawk Rd, Shepherds Bush, London W12 8EZ

OPEN TO THE PUBLIC 10am-8pm 7 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 com-
pany and where you saw the advert (it must be a
current issue). Price Promise does not apply to other
companies "‘Special Offers””

£19.95
£24.99
E19.595
£35.95

£24.95,

£19.95
£19.95

£19.55.
£24.85,

£9.95

O G0

£19.85.

£24 85
£24 85
£19.85

£1489

£24.908

L1885
£149.45
L1665
£24 95
£24.95
£34.99
£159.45
15495
{24 4G5
£19.495
L1455
L4550
L3495
L2d 95
14,95
24,949
Ed4.95
L1993
£24.95
£14.95
£24.95%
T24.595
L1995
L1995
£19.95
L1595
L1595
£24.95
L1995
29 95
24 59%
L2495
24 .95
L1995
P19 9%
2495
L1995
£19.95
24 .95
£19.95
£24.95
£19.595
L1595
£19.95
2495
£19.95
£1995%
23,99
£29.99
£19.9%5

£13.99
L1745
£13.59
E27.50
£17.45
£13.95
£13.99

-E10.50

£20.59
Lr4s
£10.50
E17.45
L5950
£13.95
£10.45
£17.45
£13.98
£13.99
£13.99

E1T.45

£17.45
L2750
16,949
£13.99
£17.45
£13.99
f£10.45
a4 95
£i7.45
£17.45
1045
£9.50
£17.45
£13.99
L1745
£4.99
rLi7.45
rfi7.45
13199
£13.99
1399
1399
f13.99
17 45
£131948
£20.99
CI7.45
1745
CI7 a5
L6 Ya
£1399
L1745
£13.99
£13.499
LE99
£13.95
L1745
£13.949
£13.99
fi3.939
£20.99
£13.99
ri1394a
£9.50
£9.50

£16.99

ATARI ST RAF OUR PRICE
2210 Bakor Sirdel L1495 £10.45 Gaoddrunner 2 £19.95 L1399 Roadwars
Aaaargh £24.99 £17.45 Greal Giana Saslans £19.99 £13.99 Rockel Ranger
Al 2 £19.95 £13.93 Gryzor £19.95 £13.99 Redling Thunder
Agvanced Arl Sledio L2485 E17.895 Guid ol Thieves L2495 £i17.45 STAC
Align Syndrome £18.95 £132.99 Guldragons Domain £19.95 £13.595 Seanary disk T ar 110
Slpernatne Warld Games £19.495 £13.59 Caumshap £24.95 L17.45 Scanory Disk Europa
Arkanssd £14.95 £10.45 Harculas £15.95 L1395 Sconery Disk Japan
Arkandsd 11 (Revengs of Dehj L159.95 £13.55 Hilchhekars Guide £29.99 £20.99 Senting | =
Ay maes L18.85 £13.599 Hollywood Poker £14.95 £10.45 Shadowgate
Backlazh £19.95 £13.599 Haslags £19.95 £16.94 e indlar
Bad CGats £19.495 £1359 Hunt for Red Oclober L24.95 £17.45 Slcon Dreams
Balance of power L2595 L2099 Ik Plus £19.95 £13.95 Slen Service
Barbarian |t ulbimate Warnor) £14 G5 L1045 Ikan Warnirs £19.95 £13.99 Sorcerar
Barabarian |l [Dungegns of Drax) £19 495 £13585 Imipact L1495 £10.25 Space Harrwer
Barbanans|Paygnosis) £24 95 £17.595 Imipassibhe Missian 2 £19.95 £13.99 Space Pilal
Batlleships £14.59 Lih.45 insamty Flighi L2455 £17.45 Spitliea 40 .,
Beyond the lce Palace £14 .59 C10.45 Inlemalional Soccer £19.95 £13.99 Spy Vs, Spy
Beyond Lo 24 69 £17.45 Jad L1595 £27.50 Star Trek
Bionic Commandos £149.45 £13159 Jerereds of Darkness L1995 E10.50 Siar Wars
Black Tiger £14 495 £13488 Joe Blade £9.95 £6.595 Starglider
Bipod Brothers £16.45 13549 Karale Masier £12.95 8.94% Starglider 2
Blood Valley £14 .45 £13.59 Hillgpzer L1985 £13495 Siella Crusade
Bombjack L1445 £13485 King Owest 1, 1l and Il Pack 2494 E17.45 Streeifighier
Borroered Time £3d.50 £h499 Kinight Ohe £19.895 £10.50 Stir Crazy (leaturing Bobao)
BIX simulatos £14 495 £13499 Enighimarna £14.99 £10.45 Stnke Force Harnige
Brave Star £19.95 £13.59 Las Vegas £9.95 £6.95 Sinp Poker
Brian Clowghs Foolball Fortunes £24.95 L1745 Leadeboarnd Gaoll 2495 £20.99 Stnp Poker 2
Bubble Bobble {1995 13949 Leademoard Touwnamanl £9.495 £8.50 Superconducion
Buggy boy 19,45 1394 Leathermeck £19.95 £13494% Super Hang On
Beauror TACY £34. 949 £49.50 Limsure Sull Laty £19.95 E13.99 Su_-::r-rf.:ar Hochey
Caplan Amenca £19.95 £134949 Lusrkariy Hewro £29.949 £9.50 Superspant
Caplain Blood L&d.95 L1743 Mach 23 £19.95 E13.99 Suspecl
Camer Command R L £17.45 Masters af the Linoaersg £19.95 E13.9% T Hacar
ﬂln..hl.‘:',' Grslle 1925 C1E 949 Miagn 18 £29.949 E20 g4 1.\nq=|--.-.-n-.}ci
Combal School 19,55 £13.949 Mmicenany Compandem £24.949 L1745 Tarralod e
El:u'II;!-uh.'l Hals (4 Llkias 159 95 13,949 Mickay Mausa £19.95 E16.99 Terrasinal Encaudiber
Crazy Cars £19.95 £13.99 Mirg Fighter £24.99 £17.99 Terrapods
Cruxdnzd £14.95 L1050 Mission Ebevator £1995 £12.59 el iele i T
Drafendes o M Crgwn 24 .95 1745 Missan Gonodchs 995 £6.95% Thurndercals
Detlecion C19.95 13949 Mioonmusl 24 9% 5 50 Teime and f.-'l;|g|h
Dhapa Vu £24.95 L1745 Mouss Trap L1495 L1045 Top Gun
Daluae Scrabble L1995 f1394 Musis Shudio £34 95 24,50 Tour de Foace
Lk Specrd 24 95 C17 45 Mimga 995 O6 9% Tracke
Lungeon hasio {24,949 f17.45 Moelh Stae £19.95 £13.99 Tty
ELL) L1995 f134948 Caliteratos r2d 95 L1745 Teonal Pursuit
Eddu: Edwards Supi Sk L1995 £1359 {hg £24 .95 L1745 Uliema 2
Foal £5.95 £7.45 Cubiun £19.495 L1 Ak Ulbma 3
Empuare Siridsis Back £15 95 £1394 Owetlander L1995 L1385 UrS
Enduro Racer {15 95 13949 Facland £19.95 L1395 Uninwted
Exlravagana 1295 L899 Fandoso L1995 £13489 Undium
F15 Sinke Eagle 24,95 L1745 Pawn £19.95 £13.99 Vamperes Empira
Fast Basic (disk) £a% 99 L3220 Perlect Katch £1995 £139% Yeminator
Firetlastar £19.95 £13.949 Peler Beasgsiey s Inletnanonal F bal L2dd Yo L1745 Virus
Fire and Forget £19.95 £13.95 Ponseiplay L19.95 L1399 Vinen
Flighl Samulator 2 L4995 £27.50 Fredalo £19.495 £1349 Wanderet
Fociball Manager £14.95 £1045 Froject Stealth figile £24.95 £17.45 Whrligeg
Foolball Manager 2 £159.95 L1399 Cuanium Pain £24.95 £17.45 Wargame Conslruclion Sal
Farmula 1 L1995 £1399 Cruadealian £19.99 £13489 Warlocks Cuest
Foundalions Was|e 24 95 CIT.d5 Chpesiian £24.95 £15.45 Whene Time Siood Sul
FIn.'j"-I"nn"I £159.95 C13949 Chpesiion 1 C2d4 0% £17.45 Whiztaall
Giarmson £24 95 L gt L Chnck ahad 1 (joyehck) £9.95 £5.50 Warld 5 Graatest Epys
G.{I:. Linekas SuDed Soo0es 159 Uh [ oL H.lrl'lp B C14.9% £10.45 Xonan
Gauntlel (1.08 anly) 24 a5 c12495 Felurn o Geness 1995 1299 Fork 1
Gaunlel 2 L1955 § T Y Rimrunmes C24 95 £17.45 Lok 2
GeaBes A rally £19.95 L1394 Road Blasters £19.9%5 1399 stk &
Ly rups
' Sl Prosves iihas Sars & Diggle™"
I T — — — e e AR AR A I A e — —— T—— — — E—— S S S SIS S SS— ——— EE——— e —

STACTION 5 SEPTEMBER

Type of computer

Computer Hits

Baratacus
ONLY £13.95

Title:

Amount

Total Enclosed £

BN

Please make cheques or postal orders payable to BARGAIN SOFTWARE

Prices include P.&P. within the U.K. Europe please add £0.75 per tape
Elsewhere please add £1.00 extra per tape

Little Computer People
Hacker Il, Deep Space
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WORLDWIDE SOFTWARE

1Bridge Street

WESRLDWIDE

Galashiels TD1 1RH

Tel: 0836 57004

ATARI ST SOFTWARE

ABARGH!

Alien Syndrome .
Barbxawicn |l

Arkanoid Il

Army Moves ...

Better Daad than Alien
Beyond the Ice Polace
Bomb Jack ...

Bionic Commandos
Black Lomp

Bubble Bobble .............
Coplgin Blood
Comuption ....... :
Crozy Coars

Crystal Castles

Dark Castle
Deep Spoce ;
Defender of the Crowr
Deflector

Dejo Vu

Buggy Bovr ..

Dick Special

Dungeon Master

EP.T :

ECO ..

Empire 5”tr|kcs. Back ..........

Enduro Racer

Exolon

Fire and Forget

Flight Simulator 2 ...
Flight Sim Scenery 11
Flight Sim Scenery 7 ..
Football Manager 2
Foundations Waste
F15 Strike Eagle
=ames winter edition
Great Giana Sisters ...
Sountiet Il

Get Dexter 2

Gnome Ronger

£13.25

... £13.95
" £1395
§13.25

£13.25
£13.25

.. B13.25

£13.25

L E14.95

£13.25

.. 813.25
. E16.45
e B16.45
- £13.25

g11.20
£16.45

..§16.45

£21.95
£13.25

__E16.45

£13.25
£16.45

21645

£16.45
£13.25
£13.25

-E11.20

£13.25

L E1645

£31.95

.. 216.45

£16.45
£13.25

£16.45
.. 21645
L E1995

£14.95
£1495
£13.25
£11.20

SOFTWARE"

£16.45
. E16.45
£13.25
£14.95

Guild of Thieves
Gunship
Howkeye
Hollywood Hi Jinx
Impossible Mission |l . £1495
Intermnational Soccer 1320
Into the Eagles Nest ... £13.25
Jewels of Darkness £13.25
Jinxter £16.45
Joe Blade €725
Karate Kit 2. £16.45
Kennedy Approach L E14.45
Knight OFC ... ninimvnnimnnns 213020
Legend of the Sword £16.45
Leisuresuil Larry ...

£16.45
£16.43
V214,95

Marcenary Compilanon ...
Mercenary compilation
Mickey Mouse ..

Micro League Wrestling ... £16.45
Mindfighter .. ORI -4 I - |
Music construction kit ....... £18.95
Might Raider ... £14.95
Nigel Monsel Grand Prix ... £17.99
Owverlaonder £1.3.29
Ohids 213.25
Operafion Wolf £13.25
Owatran ...... LE14.95
Pandora ........ E13.25
Peter Beardsleys Football . £13.25
Phantgsm v 134D

Lockable disk box: 100 * 3.5
£10.95

2nd disk drive

10 * 3.5 ds/dd disks ...... £9.95

ATARI ST
BUSINESS /
uriLITy

Sage Accountant
Sage Accountant Plus

£141.95
.. E189.95

S50p off every litle

* SUMMERTIME SPECIAL OFFERS *

50p off every litle

Just tell us in which magaz.ne you saw our advertiisment then FIEduE': 50 pence from gur advertised price
on each title that you ordar (not joysticks and penpherals)

JOYSTICKS

Cheetah 125 plus
Cheetah Mach 1 plus ....... E12.95
Speedking : CE10.99
speadking with Autofire ... £11.99
Cormp Pro 5000 £12.95
Comp Pro 5000 Clear £13.95
Comp Pro 5000 Extra £1495
CRIBBT i
Ram Delta
Guickshot 2 Turbo .
Shick Stik ...

Toc 2

Tac 3

Tac 5

ATARI ST SOFTWARE

£13.25
£13.25
£13.25

A R
LE12.95
T6.99
ER.99

.. 811.99
E12.99

Leathemeck
Legend of the Sword
Leisure Suit Larry

Powerplay

Platoon .

Police queast
PowerplQy .....ccccammmmansesio
Power Struggle ...
Fredator
Quadralien ....

Rally Run

Red October
Return to Genesis ...
Revenge I
Rimmunner ...
Road Blasters
Rockford

UTILITIES

Mouse Mat

ST Dust cover

Monitor Stand ...

3.5 Dvive Head Cleaner ...
Lockable disk box: 40 * 3.5 £8.95

Art Director

Sage Bookeeper
Devpoc 5T ........
Filrmy Direchor ...
Lattice C i
Horme Accounts

CBasel .....

Mailshot ...

Quontum Paint

Fro Sound Designer ...
Pro Sprite Designer ...

ATARI ST SOFTWARE

Roodwars
Scrobble Deluxe
Screaming Wings
SO ..

Sentins] .

Super Hang On
Sidewinder

Nottingham NG1 1LX
Fax: 0502 483102 Tel: 0602 480779

£13.25
£13.25
£13.25
£13.25
£13.25
£18.95
£13.25
£16.45
£146.45

- B13.25
.. 21495
CE16.45
£2.95
£28.95
£16.95

L E9.99
L E18.95
- 213.25
e B13.29
£13.25
£16.45
£13.25

- E16.45

Slap Fight ..

Slaygon

Space Ace

Space Harmier

Space Quest 2 ...

2 (0] 1] =17
Star Trek

Starglider Il

Starglider

Stir Crozy ...

Street Fighter ..

Strike Force Hamiar ...
Shrip Poker 2 plus

5T Adventure Creator
Sub baftle Simulator
CUNTOT <.t
Test Drive
Thundercats

Time and Magic .
Trivicl Pursunt
Umiversal Military Sim
Trivial Pursuit
Yerminotor

Vixen L E13.99
Wargame construction sett16.45
Warlocks quest £13.25
Where time stood shil

Whirligig

West Europe Scenery Disk Fight
Simubator il ... LE15.99

VISA

Access

Lards of Gongquest

£18.95 Silent Sevice

Please make cheques or postal orders payable to WORLDWIDE SOFTWARE. |
All price include postages & packing in UK. Overseas please add £1.50 per cass/disk for AIR MAIL delivery. Credit Card orders accepted by phone or mail
Galashiels: (0896 ) 57004 (24 hours) Nottingham (0602) 480779 (24 hours)
All U K deleveries by 1st Class mail

FREE PRIZE
EE PRIZE ‘ n’ E LT D
vgﬁcnsﬁ WITH C UT P R IC E So FT A R o “Egéi;l\fg:ﬁ?
EEEHHJEEE |E:':' : ORDERED

Alari ST Games ....ceerrrrreseeee ARP OuUR Dark Castle ... £24 99 £1599 Cambndge Lisp (MCC) £149.95 £9995 Stationdall ........c.ocoveeieiiiians £28.99 £15.99
Elite (July) - £24 .95 £1595 Gunship £24 .95 £1595 BCPL (Metacomco) ..... .£95.95 £69.95
Cut Run (Out Mow) £1995 £1295  Flght Sim |l £4495 £2095 Make (Metacomeo) ............... £4995 £34.95 How to Order:
Dungeon Master ... £24.95 £14.95 Goldrunner 1 or 2 £24.95 £1595 Menus (I.I:letﬂw:m:m Em 35 g;:l gg
1 4,95 £1595 Impossible Mission I .. . .E19.99 £1295 Maishot Plus ... e £49.85 4 ; ;

gg;?ﬁ;rﬂnﬁ? i g;g; Fieie ST Gocom 62495 £1595 VIP Prolessional . £22895 £149.95 All prices include VAT
Xenon i £1995 €1295 Leatherneck £1995 £1495 Home Accounls £2495 £16.95 Game products postage free
Foundations Waste _£2495  €1595  Fright Night .£2495 £1595 Digcale £39.95  £29.95 (UK and Mainland only)
Bubble Bobble LE1995 £1295 Whzard Warz £1995 £1295% K graph 2;3' ...... g?g gg gjg.gg ;
Barbarian .F23495 £1595 Brave Star.... £1995 £1295 K-Spread 2 7 :
Terrapods £2495 £1595 Captain America .. £19.95 £1295 K-Word 2. £50.95 £39.95 Overseas Orders Add £1.00
Scrabble £19585 £1295 Tramor ... £19.95 £12 Eg EH Calc 5T g;g gg Ei;gg Per Disk Airmail Add €2.00
Ololiterator JE2495 E£1595 Shackleford ... £24.95 E159 rolexi § y .
Epyx Epixs £2995 £1895 Rocklord ...£1985 £1295 Word Perect 4.1 £228.85 £14995 =t DIET. Ehgql.ljeilpﬂrde -
Black Lamp €1995 £1295 Oids _£1999 £1299 GFA Basic Version 3 £6500 £45.00 (Sterling On ¥ ease)
Varmanalor £24.95 £1595 Baltleships £14.95 895 GFA Draft... £99.95 £69.95 Securicor Delivery £G.95
F15 strike Eagle ... £24.95 £1595 Ace?2 Ny £19.95 £1295 GFA Drafl Plus £139.95 £09.95 i :
S0 e ; £20.95 £1895% Carner Command £24 95 £1595 GFA Compiber ... £4595 £29.95 Hecﬁ:d;d EE"':;TF EIE o0
Art Director £4095 £31.95 Capain Blood £2495 £1595 Sage Bookkeeper £113.85 €£79.95 ade Fayable 10:
Psian Chess £24.95 £16.495 ECO £19.95 £1295 Sage Accountant £171.85 £119.95
Advanced Art Studio £24 95 £1595  Terrormes L. E19.95 £1295 Sage Accountant Plus E226.85 £154.95 CUT PRICE SOFTWARE Ltd.
All World Games £19.95 1295  Crash Garrel £19.95 £1295 Sage Financial Controller £343.85 £24995 UNIT 6. STORT HOUSE
Wizball ...£19.45 £12.95 Fifmeunimer £14.95 £10.95 Disk Box 3.5 x 40 £12.95 £6.95 1 '
Space Quest | .E24 95 £1595 Starquake £149.95 £1295 Disk Box 3.5 x 80 £15.95 £8.95 RIVERWAY, HARLOW,
Rampage £1495 £9.95 Sky Fighter £1495 £9.95 ST Programmers Ref Guide £19.95  £15.95 ESSEX. CM20 2DW
Arkanowd £1495 ES95 Foolball Manager £1499 £999

HIi £1995% £1395 Enduro Racer £1995 £1295 Business Orders include VAT
EZ}H:E;CE of Power £2495 F1695 Scruples £199% [1205 Mext Day Delvery £6.95, Recorded £2.50 VISA OR ACCESS ORDERS
Slar Wars £1995 £1295 Mad-Maze £34.95 £2295 (24 HOUR ANSAPHONE)
Leaderboard C24 9% £1595 Hurnt for Red October L2495 £15495 Atari ST Advenlurés -.-.-......H-.HF OuUR {UE?E” 24433;31 956
Tournament Leaderboard .. £9.95 £6.95 Legend of the Sword £24.95 £15.95 T Vi L et oL B B
Miand donas £1995 £1295 Collect Vourchers. FREE [hsks. FREE Games Time and Magik .-.£1995  £12.95 Access
Buggy Boy £1995 £1295 Free Prize Voucher wath every game ordered STAC Adventure Creator £39.95 £24 85
Biood Valley £1995 £12595 Lounge Lizards £1995 £1495
Predatos £1995 £1295 ST Business Producls ....... RRP OUR Guild of Thewes £24.95 £15.95
Flintstones £24 95 £1595 P.C. Ditto (UK. Yersion) 8095 £5995 Bermuda Project £2495 £16595
Trivial Persuil 19949 £1295 Superbase Personal £99 95 £64.95  Knight Orc, £24.95 £1549% \ y
Disfender o the Crown £29.95 £18.95 Superbase Prolessional 24995 £169.95 De-Javu £24 95 £16.95 o ] I
Bridge Player 2000 £1995 £1395 Fleet Street Publisher . £11500 £7495  Jinxter £24.95 E1595
UM Simulaler ... £24 95 £1595% Home Publisher £24.95 £16.95 Jork (1, 2 or 3) L2995 £19.99
Siar Trek JE19.95 £12.95 Pascal (Metacomoo) TA9.95 £59.95 Hilch Hikers Guide , L2999 £19.99
Backlaszh .... LE19.95 £1295 Lattice C (Melacomco) £9995 £6995 Space Quest N £24.95 £1595
!'..';Eh;_'i-_ln;.r:.l Cﬂ:l'lpujndlum 2495 £15495 Macro Assembler (MCC) £49 95 £34 95 Lurking Hofror £249.949 £19.99

Collect vouchers for . .. Free Discs . .. Free Games . . . Free Day Trip to France... . Free Weekend Breaks .



Little Computer Person
Activision

I'm not so sure | should be printing this. | mean, does it
count as murder?

Anyroad up, if you are bored with your present pet person,
simply follow these instructions from M. Tillet of Lowest-
oft.

Open the folder called DATA and you will be faced
by many files. Close the write-protect tab so it is enabled.
Find the file HYBER and drag it to the trash icon, thus
erasing it. Now load as normal, making sure the write-
protect tab is enabled. After five minutes a new LCP
should movein, and if you are STILL not happy with it, just
repeat the procedure.
| must point out that 1 am in no way responsible for
murdering all those little chaps. So if you want to do it, the

I risk is ynurs./}

| Thiswasthe firstinthe longline of horizontal scrollers, and
is still good for the occasional blast now. Get over 50,000
and enter “>SHEFFIELD". Your ship is now invincible to
enemy craft, but you can still die by colliding with a
building or by running out of time. Ta once again to R.

Henderson for that./}

1
i

oz |

5 -rl'qu

Iff

Strip Poker - Anco

If you wish to strip your oponent, but are useless at cards
(then why did you buy the game?), view the disk from the
desktop to see the files, and change "DONNA1" to some-
thing else (e.g "DONNAONE"). Now change "DONNAB"
to “DONNA1" and reboot. The game will now commence
with poor Donna wearing nowt’ but a smile. Thanks(!) go
to Andy Grossett from Guisborough, Cleveland, who sent
that in. Also ta very much to Andrew Nash from Bristol,
who sent in the same tip which apparently works on new

Strip poker Il+. g

Gauntlet Il - d.S. Gold

Direct from U.S. Gold themselves, comes this brilliant cheat
routine for loadsahealth!

The cheat is hinted about by the between level mes-
sage: “Locked treasure chests can insert helpful items”. You
will need two keys and two LOCKED treasure chests. As you

"

AARAENSERSAEAR
AERFEEEEEEE AN

Ikari Warriors - Elite

Lots of people have sent in this tip. Too many to list, in
fact. So, for anyone who fancies semi-invincibility, this is
what you do. On starting, enter the first tank, and crash
straight into the first pillbox. Now, quickly press “F1" to
quit. Restart and do this again. Your tank will now be
invincible, as will any tank entered hereafter;}

Captain Blood - Erratum

A slight blunder last month (Steve, your Pot Noodle allow -
ance has been cut - Ed) caused much confusion amongst
eager Captain Bood fans. The missing section of the tip is

as follows: Once you have arrived at ‘Sinox’” and the robot
asks you for the code, you should reply: ‘Impossible not
Sinox’, and at the next prompt, reply incorporating the
‘1010’ code into the answer.

Stir Crazy - Infogrames

If a big score is what you are after, then follow Cheeky (at
least, | think that's what it said!), from Abbots Bromley,
Staffordshire’s advice. On the snoring level - six - goto the
top left snorer and nudge him three times. Work your way
down doing this and then across. Avoid the slop bucket,
and get back into your bunk. If you do this correctly, then
your % will go back up to 100. Repeat this once BoBo is
awakened and you can go on Fnrevey

open the first chest hold down the *HELP' key. Having col-
lected the treasure, open the second chest whilst holding
the ‘INSERT’ key. As you unlock the second chest, an
ankh (the symbol of life.) should be revealed. Collect this,
and a gong will sound, you should now have 50,000 health
points, and 32,000 reflective super-shots! The reflective
shot will vanish if you leave the level, and if you pick up
an amulet, the counter will reset to ten shots. This cheat
mode can be re-activated at any time,.'}

--- STA 49 STA ---



Sierra Quest tips

Having received a deluge of letters requesting help with
Sierra's Quest games, Sierra Guru, Nick Clarkson, has
compiled a number of tips which will help adventurers eve-
rywhere,

Police Quest

“l can't get rid of Sweet Cheeks” - Phone 41 1 and ask for the
cab company’s number. Ring them and take Sweet Cheeks
to the front of the building, where a taxi should be waiting.

“Where do | get the transmitter pen from?” - After the
first game of cards you will need to phone the station to
arrange a back-up team. When they arrive, walk towards
the officer wearing the black shirt and type: ‘give me the
transmitter pen’.

“How do | deal with the bikers in the wine bar?" - You
will need to take your PR-nightstick with you. At the first
moment of trouble, type: ‘attack biker with nightstick’.

Leisure Suit Larry

“How do | get a bottle of wine into the casino’s honeymoon
suite?” - When in the honeymoon suite, turn on the radio
and listen to the adverts.

“l| seermn to be a little tied up, how can | get free?” -
should you have waited by the 24-hour Kwikimart, you may
have noticed an Asian gentleman stroll by. Try giving this
old Boy Scout some liquor, and he might just perform his
good deed for the day.

“Faith won't budge an inch, how can | get her to
move?" - High up on a windowsill you may have noticed a
small bottle. Use the technique described in the magazine
to retrieve the bottle, and then try to move Faith.

King's Quest Il

“Where is the key to the wizard’'s cabinet?” - For some
reason the cunning old wiz has decided to hide it on top of
his wardrobe.

“How do | kill the mean old wizard?” - After collect-

S OuUnd - on

!

ing the porridge from the three bears’ house, you must
make a magic cat cookie. Crumble the cookie into the
porridge and give it to the hungry wizard.

“l can’t seem to get any spells correct, why?" - You
must follow the spell book's instructions word for word.
Turn to the appropriate page and type in the exact instruc-
tions that are in the manual. Make sure you have all the
necessary ingredients.

Space Quest [l

"How do | cross the swamp?” - Having collected the berries,
rub them over yourself and then enter the swamp.

“Where can I find a light source?” - In the middle part
of the swamp, towards the back of the screen, there is a
deep area. Hold your breath and dive down to reveal an
underwater cave.

“l can't see in the labyrinth beneath the little-pink
people’s valley?” - Make sure you picked up the gem after
falling into the valley. When in the tunnel system, hold the
gem in your mouth,

Adventure Help

If you're really stumped with an adventure game, then help
is at hand; send any questions or problems in writing to:

The Dungeon,

29 Blackthorne Drive,
Larkfield,

Maidstone,

Kent.

KE20 6NR

The Troll can’'t reply to your lelters personally, but the Dun-
geon staff will compile an adventure help feature which
willappearin ST Action every month. With some input from
the ever enthusiastic ST Action readers, this could turn out
lo be a life-saving guide to ST adventuring - so get writing
now!

Bush, M. Jordan, Steve P,

For his useful Pandora tips, Daniel Messinger, from Whilton receives a copy of Bionic ¢

Riaght. before | disappear. could the followinag people please contact me in relerence to their prizes: Ricl
|

Henderson from Liverpool, please get in touch, so that we can work out a prize. Thanks very mus

Where are you?

ird Mellist, Kenton

ommando. But R

h and see vou next month

--- STA 5 STA ---
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UNIVERSAL CHEAT ROUTINE MK 2 FOR HISOFT & ST BASIC

10 REM **%kxkxx** UUniversal Cheat Routine Mark II *#**k*kkdkdkdikiidrdtiis
15 REM Hkkkkokdkkdk HiSoft / ST Basic Rkkkkk ko ok ok ko ok ok ok
20 OPTION BASE 1: DIM A% (256) :CHEAT=VARPTR (A% (1))

30 DEF SEG=0: REM Remove this line if new ST Basic is in use

40 X=CHEAT:READ B

50 WHILE B<>99939

60 POKE X,B:X=X+2

70 READ B

80 WEND

g0 REM This code is common to all cheat routines. Type in this listing
100 REM and save it for future use. To use a cheat routine replace the
110 REM lines of code in this program with those in the new listing.
120 DATA &h601la, £§h0000, &h0180, £&h0000, £h0000, £h0000, &h0000, £h0000, £h0000, £&h0000, £h0000, £h0000, &h0000
130 DATA &hffff, £h487a, &h00e6, &h3£3c, £h0009, shdedl, &h3f3c, £h0007, &hdedl, £hd4267, £hd87a, 6h00£7, &h3£f3c
140 DATA &h0Ode, shdedl, &hdlfa, &h00£2, 6h3018, shc0fc, &h0006, §hd0c0, £h4267, &h2£08, &h3£f3c, &h003d, &hdedl
150 DATA &h3£00, &h487a, &h0lca, sh2£3¢c, £h0000, £&hB8000, &h3£00, &€h3£3c, £h003£, &hdedl, &hdfef, &£h000c, &h3f3c
160 DATA &h003e, hdedl, shd££9, £h0007, shf£f£f0, &hddfa, &h0la8, £hdlee, £h0038, &hd3fa, &hffal, h7013, £h32d8
170 DATA &h51c8, shfffc, &h32fc, thd4e75, 6h243¢, &h0000, £h0200, §h262e, £h0002, £h0483, £h0000, £h0044, &hdlee
180 DATA &h0Olc, §h43ee, £h0060, £h6100, shff78, £h206e, £h0002, £hddee, £h001c, &hdlce, £hd3ee, £h09%e8, £h2288
190 DATA &hdeae,&hDBEE.&hﬁeae,&hﬂﬂﬂe,&h4ea&,Ehﬂﬂeﬂ,&hdeae,&hﬂldi,&hdlfa,5hff54,&h2ﬂﬂe,EhﬂﬂEB;&thEa
200 DATA &h0260, 6h916e, 8h0232, £h916e, 6h02bB, thdlfa, &hfed0, £h2£48, £h0004, ¢hdeae, 6h01fe, &hdeae, £h025a
210 DATA &h43e9, §h001lc, &hdlfa, £h003c, 8h3018, £h5340, &h2458, £hd5c9, £h3498, 6h51c8, &hf££8, &hdeae, £h028c .
220 DATA &hlb45, £h496e, &h7365, £h7274, 8h2067, h616d, &h6520, £h6469, sh736b, £h2061, &hée6d, £h2070, £h7265

230 DATA &h7373, £h2061, &h206b, £&h6579, £h002a, £h2e2a, §h0000

310 EEM kE AR A A A AR A A A A A A A A e A A A A A A A A A A A AN AR AR AR A A AR AN LR

320 REM The following code is game specific.These are the lines

330 REM of code that must be altered to provide cheats for different games.

HISOFT & ST BASIC Cheat data - Infinite lives for VIXEN

350 REM ***** Tnfinite lives and time for Vixen

355 REM ***** HiSoft/ST Basic data for use with Iniversal Cheat II

370 DATA 6,0,1700,&hda6e,0,8456, £h42b9, 0, 8564, £hd42b9, 0,12720, £h42b9, 0, 8570, £h6010, 0, 8462, £h6008
390 DATA &h4155, §h544f£, &6h5cdl, sh2e50, 8h5247, &h0000, 99999

400 BSAVE “?IEH_;HT.PRG”,CHEHT,EIE

HISOFT & ST BASIC Cheat data - Infinite lives for THUNDERCATS

REM ***** Infinite lives and time for Thundercats

REM ***** HiSoft/ST Basic data for use with Iniversal Cheat II

DATA 5,0,16620,&h4a79,0,17282,&h4a79,0,3838, chde71, 0, 3840, &h4a79, 4, 29060, £hd4a79, £h4155, &h544f£

DATA &h5c54, §hd4855, &hdedd, £h4552, sh2e50, 8h5247, &h0000, 99999

BSAVE “TCAT_FHT.PRG”,EHEHT.EIE

REM The file ceated by this cheat program should be placed in an AUTO folder if using an ATARI 520.

HISOFT & ST BASIC CHEAT ROUTINE FOR PLATOON

10 REM *****x*% Cheat routine for Platoon ***i*%%

15 REM #**%&k%kk% HiSoft / ST Basic #okk ok ko

20 OPTION BASE 1: DIM A% (512) :CHEAT=VARPTR (A% (1))

30 DEF SEG=0: REM Remove this line if new ST Basic is in use

40 X=CHEAT:READ B

50 WHILE B<>99999

60 POKE X,B:X=X+2

70 READ B

80 WEND

90 REM Type in this listing and insert a blank disk in drive A.Now RUN

100 REM it to produce a file CHEAT.PRG. Quit out to the desk top and double

110 REM click on this file. When prompted insert the Platoon disk and hit

120 REM a key. Platoon game should now load as usual but you will have

130 REM infinite ammunition, morale and hits on all levels, plus infinite

140 REM time on level 3.

15ﬂ REM e e e i o e g o o e e g o o o v oy e v vy o ok o e ol o o ol o o o ok o ok o o ok ok o ol e e ol ol i e ol ok ok o ol ol oy ol ol ok e e ok

160 DATA &h60la, &h0000, &h0158, &h0000, §&h0000, £h0000, &n0000, £§h0000, &h0000, §h0000, £h0000, &h0000, &h0000
170 DATA &hffff, &h70ff, £hd4267, h2£f00, 8h2£00, &8h3£f3c, £&h0005, &hdede, £h487a, £h0116, £h3£3c, £h0009, &hdedl
180 DATA &h3f3c, &h0007, &hdedl, £hd4267, 6hd87a, &h012b, £h3£f3c, £h003d, &éhd4edl, £h3800, £h4d£f9, &h0005, &h0000
190 DATA Ethﬂe,EthﬂE,Eh3fDd;&h3f3c,EhﬂﬂSf,&hdedl,&h3fﬂd,&h3f3¢,EhﬂﬂEE,&h#edl,&hdlfa,&hﬂDﬂE;EhSch
200 DATA &hdeb9, £h0048, £h2d48, §h004a, &hded6, §h347c, £§h0140, &hd43ea, 6h0080, &h307c, £&h00c0, &h700£

210 DATA EhEﬂcﬂ,Ethfa,&hﬂlﬂﬂ,Ehﬂﬂﬂﬂ,Eh51cE,&hfffE,Ehﬂlca;&hﬂﬂdﬂ,Ehdlfa,&hﬂﬂlE,&h?ﬂ?f,&hEddH,&hElcE
220 DATA &hfffe, &hllfe, £h0038,&hfal7, shde75, £h48e7, &h8080, &h41£9, 6h0001, &h5000, &h303c, &hdabe, &h0c68
230 DATA &h87fe, &h000a, &h6600, 8h0024, sh4268, £h0el2, £hd4268, &hlfac, £h3140, 8h0302, £§h3140, £€h0332, 6h5340

Continued...

--- STA §2 STA ---



DATA &h3140, &h04£0, £h3140, §h053e, £h3140, £hl0ce, £h6000, &h003e, &h0c68, &h7£d8, £h000a, £h6600, h001le
DATA &h3140, £h1020, &h4268, §h0d38, £h4268, th0de2, £hd4268, §h12£8, £h4268, £hlde(, §h4268, &hle78

DATA &he000, £h0018, £h3140, &h9%4c, £§h5340, £h3140, &h0db8, £h3140, £h133¢c, §h4268, £h0ddc, 6hd4268, §h1168
DATA &hdcdf, £h0101, &h2£38, £h0118, §hd4e75, £hdBe7, 8h40c0, 8hdlfa, shfffa, 8h2208, §hd841

DATA &hecd9, &h307c, &h0100, £h2£70, &h1000, £h0008, £hdcdf, £h0102, £hde75, &§h1b62, £h0149, £h6e73, £6h6572
DATA &h7420, 6h506c, &h6l74, &hefef, shée20, §h6469, £h736b, §h2061, sh6ebd, 8h2070, 8h7265

DATA &h7373,&h2061, £6h206b, £h6579, £h006c, Eh6£61, 8h6465, th722e, 6h6269, £h6a00, 99999

REM %%t dook ek de e e ok e e sk o e ok e e o ok ok ok e o ook ok ok ok oo o o o o ok o o i oo o ok ol ok o e ok ok ok o ok
BSAVE "“PLATOON.PRG"”,CHEAT, 512

UNIVERSAL CHEAT ROUTINE MARK 2 FOR FAST BASIC

RESERVE CHEAT, 512

X=CHEAT:READ B

WHILE B<>99999
{X}&=B:X=X+2

READ B

WEND

REM This code is common to all cheat routines. Type in this listing

REM and save it for future use. To use a cheat routine replace the

REM lines of code in this program with those in the new listing.

DATA $601A, 50,5180, $0, $0, $0, $0, $0, 50, $0, 50, $0, 50, SFFFF, 5487A, SE6

DATA $3F3C, $9, $4E41, $3F3C, §7, $4E41, $4267, $487A, 5F7, $3F3C, $4E, $4E41, $41FA, $F2, $3018, $COFC
DATA $6,5D0CO, $4267, $2F08, $3F3C, $3D, $4E41, $3F00, $4B7A, 51CA, $2F3C, $0, $8000, $3F00, $3F3C, $3F
DATA $S4E41, $4FEF, $C, $3F3C, $3E, $4E41, $4FF9, $7, 5FFF0, $4DFA, $1A8, $41EE, $38, $43FA, $FFA0, $7013
DATA $532D8, $51CB, SFFFC, $32FC, $4E75, $243C, $0, $200, $262E, $2, $483, 50, $44, $41EE, $1C, $43EE

DATA $60,$6100, SFF78, $206E, $2, $4DEE, $1C, SD1CE, $43EE, $9EB, 52288, $4EAE, $352, $4EAE, $8E, $4EAE
DATA $EO, $4ERE, $1D2, $41FA, SFF54, $200E, $9088, $916E, $260, $916E, $232, 5916E, $2B8, 541FA, $FE40, $2F48
DATA 54, 54ERE, 51FE, $4EAE, 5254, $43E9, $1C, $41FA, $3C, 53018, §5340, 52458, 5D5C9, $3498, 551C8, SFFF8
DATA S4EAE, 528C, $1B45, $496E, $7365, $7274, $2067, $616D, $6520, $6469, $736B, 52061, $6E64, 52070, $7265
DATA §7373, 52061, 5206B, 56579, $2A, $2E2A, 50

REM % v o v v o ok e o % ok o o o o o o o o o o o o o ot o o o o ok o o ol ok ok o o o o o o ok e e o o o ok o ok R

REM The following code is game specific. These are the lines

REM of code that must be altered to provide cheats for different games.

FAST BASIC MK 2 Cheat Data - Infinite lives for VIXEN

REEM Infinite lives and time for VIXEN

REM Fast Basic version

DATA 6,0,1700, $4A6E, 0,8456, 542B9, 0, 8564, 542B9,0,12720, 542B9

DATA 0,8570,56010,0,8462, 56008, 54155, $§544F, §5C41, $2E50, $5247,0, 99999
BSAVE "wvixn cht.prg”, CHEAT, 512

FAST BASIC MK 2 Cheat Data - Infinite lives for THUNDERCATS

REM Infinite lives and time for Thundercats.

REM Fast Basic wversion.

DATA 5,0,16620, 54A79,0,17282, 54A79,0, 3838, $4E71, 0, 3840, 54A79, 4, 29060, $4A79

DATA 54155, $544F, 55C54, 54855, 54E44, 54552, $2E50, $5247, $0, 99999

BSAVE “tcheat.prg”, CHEAT, 512

REM The above file must be placed in an auto folder if you are using an ATARI S520ST.

FAST BASIC CHEAT ROUTINE FOR PLATOON

REM #***%%% Cheat routine for Platoon *#*&kkxkkkdkkdkkx
RESERVE CHEAT, 512

X=CHEAT:READ B

WHILE B<>99999

{X)}E&=B: X=X+2

READ B

WEND

REM Platoon cheat - does not use the universal cheat routine.

REM Type in this listing and insert a blank disk in drive A: Now RUN

REM it to produce a file PLATCHT.PRG. Quit out to the desk top and double
REM click on this file. When prompted insert the Platoon disk and hit

Continued...




REM a key. Platcon game should now load as usual but you will have

REM infinite ammunition,morale and hits on all levels, plus infinite time on level 3.

REM P tlt ittt tdt et s sttt i i8S i d st i ddiiti ittt ittt ittt

DATA $601A,50,%158, $0, %0, $0, $0, 50, $0, 50, 80, 50, $0, $FFFF, $ST0FF, 54267

DATA $2F00,$2F00, $3F3C, $5, $4E4E, $487A, 5116, $3F3C, $9, $4E41, $3F3C, $7, $4E41, $4267, 54874, $12B
DATA $3F3C, 53D, $4E41, 53800, 54DF9, §5, 50, S2F0E, $2F0E, $3F04, $3F3C, $3F, $4E41, $3F04, $3F3C, S3E

DATA $4E41, $41FA, SE, $3D7C, $4EBY, $48, $2D48, $4A, $4ED6, $347C, $140, $43EA, $80, $307C, $C0, $700F

DATA $20C9, $D3FC, $100, $0, $51C8, $FFF6, $21CA, $D8B, $41FA, $12, $707F, $24D8, $51C8, $FFFC, $11FC, $38
DATA S$FAl17,S$4E75,548E7, $8080, $41F9,$1, $5000, $303C, $S4A6E, SC68, $BTFE, SA, $6600, $24, $4268, SE12
DATA 54268, S1FAC, $3140, 5302, $3140,$332, $5340, $3140, $4F0, $3140, $53E, $3140, $10CE, $6000, $3E, $C68
DATA $TFD8, $A, $6600, $1E, $3140, 51020, $4268, 5D38, 54268, SDE2, $4268, $12F8, $4268, $1DEO, $4268, $1E78
DATA 56000, 518,53140, S9B4C, $5340, 53140, SDBB, 53140, 5133C, $4268, SDDC, $4268, $1168, S4CDF, $101, S2F38
DATA 5118,$#E75,$4BET,$4ﬂcﬂ,$41Eh,$FFF&,SEEDE,$4341,$Eﬂ49,EBGTE,Slﬂﬂ,$2F?D,$1ﬂuﬂ,$B,$4CDF,$1U2
DATA S$4E75,51B62,5149,56E73,56572, 57420, $506C, $6174, $6F6F, $6E20, $6469, $736B, $2061, $6E64

DATA $2070,57265,57373,52061, $206B, $6579, 56C, $6F61, 56465, $5722E, $6269, $6E00, 99999

EEM #%&kkdkdkkikhkidhkidhktdtdtddrddd At ddddddd it ddiehrddedrdx

BSAVE "“PLATCHT.PRG",6 CHEAT, 512

FAST BASIC Cheat Data MK 1 - Infinite lives for SIDEWINDER

REM Infinite lives for SidewindeREM Fast Basic version for the Universal cheat routine Mk 1
REM as published last month.

DATA 1,0,%5B22,54A39, 56175, $746F, $5C6D, $6169, S6E2E, $7072, $6700, 99999

BSAVE "“SCHEAT3.PRG"”,CHEAT, 256

HISOFT & ST BASIC Cheat data MK1- Infinite lives for SIDEWINDER

REM **** Tnfinite lives for Sidewinder - HiSoft / ST Basic

REM **** For use with the Universal Cheat routine Mk 1

REM **** - as published last month

DATA 1,0,&h5b22,&h4a39, 8h6l175, 8h746£, &h5céd, £h6169, Ehee2e, §h7072, 6h6700, 99999
BSAVE “SIDEWCHT.PRG",CHEAT, 256
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(] AMIGA PRO SAMPLER STUDIO

@ A top quality sound sampling system at a realistic @ Variabla sample rate and playback speed.

price @ Saparats goroll Ii_na wavelorm windows plus 200m
@ All the usual features of a sampling system plus function with Edit windows for fing accurate editing.
MANY more. @ Hardware compatible with many other software

packages

@ Saftwrars files can ba used within other misic
rtiliting,

& Eeverse, copy, mix, clear phus other edit facilities.
@ Microphons and line input 13" Jack and Din

@ 100% machine code software for realtime functions,

@ Hires sample editing

@ Realtime frequency display

@ Realtims level metars. L
eonnections,

® Files saved in IFF format. @ 3D shot of sound waveform. Wave sditor to design
@ Adjustable manual/atomatic record trig level. your own waveforms or adjust existing ones.

ony E69.99 comprere SYSTEM, PLEASE STATE AB00/1000/2000
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L] DATEL JAMMER

T complement the Sampls Studio the Datel
Jammer gives you a 5 octave keyboard to
play and record your sampled sounds.
FEATURES:

@ 2 and 3 note chords.

@ 4 track sequencer up to 9999

eventa.

@ Tempo and Beat Controls.

@ Mixer Controls on Instruments.

@ Load and Save sequence.

® Works on standard IFF file sounds.

:r. r-\.

A &
_] DISK/STORAGE _] DATA/SWITCH
BOX OFFERS BOXES

@ DD40 holds 40 314" disks lockable. @ /5 e conaect two printars to one computer
onwy £6.99 O TR ey [T (Gl oo
@ DD80 holds 80 314" disks lockable. f;:‘;:gh::“: ST
onwy £8.99 Aot TR

® Disks — 315" D/DS/D. . onNLY £34.99

@ Intalligent Printer Sharer

@ Top quality, bulk packed with ® Share one Printar betwsen four computers.

rahles @ Automatic switching — no need bo lsaye your computer
E @ R8232 sarial or Centronica connections — plaass stats,
onLy £24.99 ror 25. onwy £79.99

® ST COPY —
DEEP SCAN NIBBLER

[_) Copy an entire disk — even highly protected programs — in under 60
seconds.

[_] Works with one drive or two.

[_] Multiple copy option allows you to make many copies from one original,
[_]) Copy 1 or 2 disk sides — upto 85 tracks.

[_) Special format parameters for non standard formats.

[_) Using 1040 ST copy a whole disk in one pass with single drive.

() Compatible with 520 and 1040 ST

(] Unique ‘INFO' analyser — displays vital disk parameters, including sector
distribution, data dispersion, interleave status, etc., ete.

|_J Full verify option.
[_] Easy to use Icon driven program takes the mystery out of disk backup

onwy £29.99

] MIDIMASTER

@ Full Midi Interface for AS00/
2000/1000 ( Please state model )

@ Compatible with most leading
Midi packages (inc. D/Music)

@ MidiIn — MidiOutx 3 —
Midi Thru

@ Fully Opto Tsolated

@ No need to pay more —
Full Midi standard

onv £34.99

Aoy §T (w1.8) B Eoresystens 1997

Ingert TREEET

in drive &1

8 brive: & Sider 0 Track: 8 m

FE

] PRINTER CABLES

@ 25 pin ‘D’ to 36 way Centronics
parallel lead.

@ A 500 or 1000 please state.

® 1.2m length.

onLy £8.99

@ 25 pin ‘D’ to 25 pin ‘D' — serial
printer lead.

@® AS500 or 1000 — please state.

® 2m length.

onwy £8.99
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] EXTERNAL 3.5" DISK DRIVE

@ Valua for for meney — before you buy a drive,
please compare the features — this drive has an
NEC drive unit and is housed in & superb housing -
many units available are bullt o a price and not Lo
a standard Don't epend & few pounds less and end
up with ‘rubbish’ — and remembear your ar buying
from the manufacturer

@ Complets — no more Lo by

@ | med unformatted capacity.
@ Good length cable for positioning on your desk sle. -mﬁ;!mmmmﬂMﬂmnﬁmmﬂ:‘ywﬂr
EUpply.

onry £114.99 posT FREE
ADD (£8 for Courier delivery if required).

@ Slimline extra low profile unit — only 6" long!

® "bp quality NEC drive mechanism.

@ Throughport allows daisychaining other drives.

@ A superbly styled case finished in computar eolours.
@ Fully compatible.
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_] 512K RAM EXTENSION © A
@ Available with/without calendar elock option

@ Simply plugs internally into a A500 slot

@ Fitted in minutes — no soldering ete.

© With calendar/clock onboard time/date automatically booted
@ Battery backed to retain time/date

0HI.\"£89.99 FOR STANDARD 512K CARD OR
ON LY£89.99 FOR VERSION WITH CLOCK/CALENDAR

z DATEL ]
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] MARAUDER II
& simply the best disk available for th
(.u“'f.i.m"’ o o

) Superfast disk copier will copy almost any
commercial disk

\arce e
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ming
char
pProg
uniq
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[_] Special ‘Strategy Files' cope with even the
most advanced protection schemes

) Friendly user Interface — Mouse driven  [_)) Supports upto 5 drives simultaneously for
throughout. | multiple copies

|_} Completely compatible with Amiga [_) Regular updates available — we always
multitasking system ship the latest

(] Even decrypts many encoded programs [_] Fast operation — typically around 80
including D.Print,/Video/ Paint/Music,/II seconds
ete. [_) USA's top selling copier

ony £29.99 post FRee

LEL eLeC0NI0

® 1 MEG ® 1 MEG RAM
INTERNAL DRIVE UPGRADE KIT
UPGME W %gl%ﬁt to fit internally into
- %plfﬁﬂgl E;Eal SO0E. drigg Wil & [_) 512K of Fm to bring your
. : : 520 upto a full 1040K!
(] Top quality NEC drive unit. () Fitting is a straightfo l
(] Full fitting instructions. soldering job — achieved by
() Easily fitted no special skills anyone who has a little experience.
required. () Makes unit fully 1040 Ram
[_] Direct plug in replacement. compatible.
[_] Available now. () Complete with illustrated
instructions.
onw £99.99 onwy £79.99
® SOLDER/DESOLDER KIT
[_} If you wish to do you own Ram [_] No more to buy.
ﬁaﬂa then we can supply the [ Useful for many other jobs too.
() Quality soldering iron plus a onwy £9.99

desolder sucker tool and solder
ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS

HOW TO ORDER....

BY PHONE BY POST FAX
R = ] o
0782 744707 Send cheques/POs made i Eﬁlﬁgﬁ :Egr 5F1]EE B
24 hr Credit Card Line payable to ‘Datel Electronics' OVERSEAS ADD %3

LEL
ELECTIONIC

DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE,
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND.

SALES ONLY TECHNICAL ONLY
0788 744707 0788 744384
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GRAPHICS: 83%
SOUND 48%

ORIG!NAH TY 83 %

ADDICTIVENESS: 69%
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ISTDAY SCORE: 850

FIREBIRD (£19.95)

"When ST Action contacted me to say that they

had Virus, I avoided the office for a fortnight until

I discovered that it was the latest release from
Firebird!"

Veteran computer game campaigners
will immediately associate the name
David Braben with the classic merce-
nary-in-space game called Elite. But
more recently, he has been involved in
his own project on the Archimedes
computer, called Zarch. Firebird
jumped at the chance of marketing
Zarch for the ST, but they were unex-
pectedly confronted by copyright
problems and the name had to be
changed. Considering the theme of the
game, Virus is a much more fitting
name, and it is certainly more memo-
rable than Zarch. Your task is to
protect a planet which is under siege
from invading aliens, who are waging

the most foul and contemptible form of

attack, chemical warfare. This chemi-
cal con-
tains a
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destructive and deadly virus which can
be identified by the vibrant red residue
it leaves on the areas that it has
infected.

Your mission is to intercept the
invaders and stem the flow of the
virus. The game screen displays the
graphics which have been described
as ‘innovative’, showing the so-called
Hoverplane sitting on the launching
pad. This craft can be controlled by
mouse, joystick or keys, but most
effectively with the mouse. The
Hoverplane moves by thrust propel-
lant, similar to the craft in Asteroids.
But the pentagonal-shaped and top-
heavy Hoverplane is even more
difficultfp, to control and
very e il unforgiving
N ‘ i< to error. The

Ihmouseball
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The smoothness of the graphics is
absolutely incredible; the filled
terrain scrolls smoothly and eve-
rything has been taken into con-
sideration - you even reduce trees
to charred stumps if you collide!
The ship’s controls are tricky lo
master, but when proficiency is
gained, amazing aerobatics can

be performed. Gameplay itself is
good and to erase the virus will
require a lot of skill. In the past |
have moaned about the lack of
originality in shool'em-ups, but
with Virus | have no such qualm.

Need I say more?

SM

ment controls the direction of the craft,
but due to its own inertia and the lack
of directness from the mouse, the
Hoverplane tends to lag behind.
Clicking the left-hand mouse button
activates the thrust propellant and
clouds of red residue wafts from an
exhaust at the base of the Hoverplane.
The attitude and position of the craft is
directly linked to the mouseball and
moving the mouse can turn the craft to
face in any compass direction. For
instance, pushing the mouse upwards
causes the nose of the craft to

rise and : ‘thrusting’
sends it [: travelling
in the cor- :4 | »  responding
direction. ; il I
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terrain disappears at the base of the
screen and you are placed in a rela-
tively safe space environment, where
you can monitor the enemy’s activities
on a long-range scanner. This map
shows the virus creeping across the
terrain and the position of the Hover-
plane relative to enemy spacecratt.
Plotting a course to an infected area
and turning off the thrust enables the
craft to descend under the pull of the
planet’s gravity. Monitoring the craft’s
descent on a sliding-bar altimeter and
with the thrust technigue mastered,
you can sweep down, confront the
aliens, and move back up to the safety
of space.

The Hoverplane has one front-
mounted laser cannon which is
activated with the right-hand mouse
button, but a penalty point is given
against you every time you use this
weaponry. The enemy attack in waves
and constantly deposit the destructive
virus on the terrain. These variform
craft include Seeders which sweep

across causing widespread contamina-

tion. But they cause even more
damage when they land and concen-
trate their attack on trees, which turn
into mutant foliage. The Drone is a
fighting craft which protects its virus-
spreading comrades, while Mutant
Drones pursue and attack your craft
with great fervour. Meanwhile, Bomb-
ers sweep across the area and deposit
large consignments of the virus in
parachute bombs, which explode

Get involved in a dogfight with the enemy (above), or

release a homing missile if you've got one spare
(right).

FiKELS

above the ground like a Napalm
attack.

As your clean-up crusade
progresses, the alien ranks swell with
Pests, which certainly live up to their
name by badgering the Hoverplane
and making irritating twittering noises,
and Fighters, which are equipped with
a powerful arsenal. Each type of alien
craft makes its own eerie noise and the
confusion of sirens and twitters adds to
the frantic atmosphere of the game.
As the virus takes over the land, you
will have to concentrate your fire on
mutated foliage and remove it, like

Critics expected Telecomsoft to do
little more than revamp their
eight-bit budget software range
for the ST. But after Starglider,
Sentinel, Star Trek and now Vi-
rus, | would say that was a gross
misjudgment! | wonder whether
the red virus idea was inspired by
the foul red weed from War of the
Worlds? Certainly the ghostiy
sound effects are very similar!
Graphically, Virus is indeed one
of the most innovative games |
have ever played and gliding over
that undulating, patchwork [and-
scape is just like looking out of an
aircraft window. The opposition
appear even more real and fearful
by their solid, 3D appearance and
they attack with great intelli-
gence with their eerie attack si-

rens blazing.
JS




gangrenous flesh, from the landscape.
Meanwhile, the attacking aliens deal
their trump card, in the form of an
Attractor craft which can sap the
Hoverplane's energy with a powerful
tractor beam. The Attractor requires a
number of hits before it is destroyed
and so it is often wise to hover up to
the stratosphere to escape the tractor
beam. The most fearful foe is the
unknown, and in this game it is a
mystery craft that may attack at any
time to put an abrupt end to your
clean-up campaign. Your score is
automatically accumulated and a
number of factors are considered to
arrive at a final amount which is given
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520S8T
1040ST

at the end of the game. These include

KEYBOARD

the alien craft that you have inter-
cepted, economic use of weaponry
and the amount of terrain that you
have protected from the virus. ,
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The first thing you notice aboul
this are the graphics - they really
knock your eyes out! The move-
ment of the “patchwork”™ land-
scape is ulterly realistic and,
when control of the ship is mas-
tered, brilliant effects, such as
skimming the water, can be per-
e formed. But having said that,
© || control of the ship is very difficult
* | and may prove just a little too
trying for some people.
would be a shame as they would
be missing out on one of the most
revolutionary new games of the

This

Explore the undulating landscape, and discover other enemies, intricate coastal regions and to your horror, infected patches of land.

MOONBASE

mumm m ATARI (14.99) i in n =n =n =n ==

Once again Earth’s infallible
defence system has failed. The
authorities are in disarray, as
they realise the weapons they
controlled are now being di-
rected against them. The rea-
son for the fault is an ore defi-
ciency in the superconducting
circuits, a fault that can be
rectified by a mineral-extrac-
tion mission to the moon.
The game is split into

three sections, the first of which
involves the collection of the
ores. You must land at the moon-
bases, collect the ores and take
them Lo the orbiting mother ship.
The amount of ore needed to
ensure quality varies on each
mission. A gauge showing the
percentage needed is given, but
going over the required level can
easily upset the delicate bal-
ance. If this were not a difficult

enough task, you must also
contend with the computers’
defences not to mention rogue
asteroids.

Having transferred all the
ore to the mother ship, you dock
and prepare for level 2 - the jour-
ney home. You have a hundred
seconds in which to guide the
ship back to earth. If possible,
you must follow the marked tra-
jectory; this is easier said than
done, due to the constant bar-
rage of floating mines and cos-
mic storms. After a while the
Earth's gravitational pull speeds
your descent, this must be
slowed by firing your retro-rock-
ets. If you fail to do so, your

STA
Rating

GEAF: =
SOUND: 40%

ORIGINALITY: 49% b
ADDICTIVENESS: 41% |

DIFFICULTY: AVE-HARD |
1ST DAY SCORE: 3900

landing will be too harsh and
you will crash.

If, by a sheer miracle,
you make it home, just one
final task must be completed -
docking. A timer counts down
as you fly horizontally towards
the docking clamps. Damage
here is fatal, so care is of para-
mount importance. If suc-
cessful, you are rewarded with
a bonus. The mission is not
complete though, all three
sections must be completed
another three times, and on
each occasion the time allot-
ted gets shorter.

Although, the mis-
sions are varied and well im-
plemented, the game’s lasting
appeal is sadly lacking, and
the final nail in the coffin is the
£19.95 price tag. This is pos-
sibly for the younger player,
due to its simplistic gameplay,
but | feel even they would
prefer something a bit racier.

asterly direction | soon
located a cocooned scientist.
Waving pathetically from his
jelly-like confinement, the
prisoner
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Space Invaders with a diference!
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"Although there are many Space Invader clones,
the copyright for the original could be difficult to
obtain. But that doesn’t stop some enterprising
companies from getting close to the original con-
cept, but with the addition of a daft scenario."

Better Dead than Alien features Brad
Zoom,a space hero, and your mission is to
wipe out waves of aliens as they appear in
the baltle zone. First, you must endure the
loading screen which shows the faces of
the programmers poking their tongues out
and wiggling their ears - it's almost funny!
Taito afforded the luxury of colour with
strips of plastic stuck on the screen, but it
looks like Electra have mastered the art of
coloured graphics. The first wave of alien

GEAPHICS 47%
SOUND 43%

OE.'GINAHTY 50%
ADD.'CTIVENESS 58%

DIFFICULTY: AVERAGE [b
1ST DAY SCORE: 39065

attackers enter the first screen. This
strange squadron consists of sixteen lesser
aliens who are little more than laser fodder
to the experienced Invader player. These
aliens advance very slowly, fire cumber-
some weaponry and occasionally, a lone
Kamikaze will break from the pack and,
advance down the screen. The mouse can
move your small defending craft anywhere
on screen and the control is responsive.
Initially, you are equipped with a single-
shot weapon which is activated by pressing
the left-hand mouse button and maintain-
ing pressure on the button turns it into a
repeater.

A message at the end of the first
attack-wave warns of an imminent danger
from a superior alien. The screen appears
with an empty battle zone, then a set of
alien-like tentacles wriggle at the top and a
large mass enters the screen. The number
25 signifies the amount of direct hits which
are required to eliminate this large alien, as
it drifts down emitting small missiles, while
numerous small defender craft buzz around
protecting their large but vulnerable
protege. The large alien will try and whip
your craft and damage its shield protection
and so it is best to let it disappear down the
bottom of the screen and resurmne the
attack as it appears at the top again.

Another batch of alien craft await
on the next screen, but their attack is more
aggressive than the first squadron’s. A
constant Kamikaze attack ensues as the

---STA &1 STA ---

Taito made millions out of Space
Invaders and the game turned
many leenagers inlo square-
eyed, computer-game addicts.
When it comes to game addiclion,
blasting advancing aliens is a
winning formula and Better Dead
than Alien is no exception. The
motuse controls are terrific and
there are enough surprises and
special features to maintain your
interest in the game. This is what
I call absorbing arcade entertain-
ment!

JS

I liked the look of this from the
previews, as it seemed to lam-
poon all the other shoot’'em-ups.

But when it arrived in the of-
fice it was obvious the humour
was all it had going for it - and
even that wears after a while,
leaving nothing but a way-below-
average blast’em game.

I can find little to recommend
about this. Humour is very hard
to recreale in compuler games
and this is a perfect reminder of

that. SM

rest of the bunch advances slowly down
the screen. An alien is at its most vulner-
able and valuable when its eyes glow green
and blasting a greeny releases a power
capsule which must be intercepted and
absorbed before it drops to the bottom of
the screen. A panel of customized weap-
onry icons at the right of the screen
illuminate individually, and as a capsule is
absorbed, your single-shot cannon could
change to a Laser Scatter Bolt, Auto
Repeat Saturation Blaster, Armour Missile
(which can wipe out an entire rank of
aliens with one shot) or a Clone Ship that
confuses the aliens and doubles your
firepower. Another warning that a superior
alien is waiting on the next screen prepares
you for the next attack. Suddenly, an ugly
green toad with big red eyes floals into
view and things do not seem so serious. A
direct hit takes a meaty chunk out of the
alien’s flesh and slowly, bit by bit, he
disappears. Another batch of laser fodder
is superseded by a belt of Asteroids which
must quickly be blasted into dust. Then
another squadron of those confounded
little aliens present themselves on screen
after the asteroid attack and this is again
followed by another large alien - | think you
can get the gist of the game by now!




LEGEND OF
THE SWORD

mmm m RAINBIRD (£24.95) = i n mn un w5 5 = - -

"With a fighting force of mutated humanoids at
his command, the evil wizard, Suzar, has
plunged the Kingdom of Anar into a state of fear.
Only a warrior armed with the legendary
sword and its accompanying shield have any
chance against the hellish hordes. The secret
resting place of these magical weapons is now
forgotten, but someone must seek them out and
unravel the Legend of the Sword."

Come the dawn you, and your band of five
companions will be put ashore from the
good ship, Lady Juville, to brave the ter-
rors which now roam the woods and
countryside of the enslaved land. Trolls,
humanoids and monsters of every descrip-
tion are to be found above and below
ground. There are ruined castles, shacks,
cellars and tree-top hiding places to
explore. This wonderful concoction of
wizard's brew has been tossed in a basket
of dreams and stirred with a large spoonful
of magic.

Upon your arrival at the island you
may select one of three landing sites. Each
site contains its own particular problems,
but inevitably you will need to find a pas-
sageway between the locations. Just as in
real life, your merry band contains some
individuals who are not quite as merry as
you would wish. Having politely asked a

3
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companion to carry out a request, you
may find he will still refuse. At this point
you will need to bring all your considerable
powers of leadership and persuasion into
play, and punch him until he understands
that you're serious! Unlike other games
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"Snmehad%"s apptoachingt” bhe whispers,

2Go nort

fAs vwou wove Forward, siZ humanolds with
large, evil=looking spears, step suddenly into
view fror bebind a swall Bend n Feont ofF

gt aans Dowville. "This 1s all we need'!""

Legend of the Sword features a novel icon driven system complete with menu, two graphics
windows, directional control icons , a text window and a multi-purpose window
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Superior graphics, but you've
got lo be careful when playing
the game. I liked this game, par-
ticularly the mixture of graphics,

- use of the mouse and text - the
story line isn’t too shabby either.
| would, however, sound a word
of warning: don't rely on using
the mouse and pull-down menus
to do this game. The accompany-
ing booklet states as much, but it
is very easy to get into the habit
of using the mouse to issue com-
mands so that you miss impor-
tant details. You also wouldn’t
use the command parser to ils
full extent.

I have a soft spot for adven-
ture games that are amusing and
some of the replies given are
quite amusing. Have a look al the
credils, then try shouting and, if
you want to live dangerously,
kick the captain. Hope you can

swim. SK

which involve companions, this game
makes only little use of your crowd of
hangers-on and they tend to just get in
your way.

The text used is a mixture of the
traditional fantasy style, heavily laced with
modern witticisms. In an effort to impart
the true feeling of an adventure the game
does more than respond with an "OK" when
replying to your commands. In reply to ‘Go
Morth’ the game might produce the
following reply. “With Daville leading the
way, you urge the men into the entrance of
the cave whilst keeping a careful watch on
the bats which circle overhead”. Both the
text and the graphics can be extremely
bloodthirsty, which means the blood and
gore explode from all directions when the
action starts.

The screen layout is a novel

¥ concept which includes two cameo graphic

screens, one showing your surroundings
and the other showing the object or person
you are interacting with. What these
graphics may lack in size they certainly
make up for in number and detail. There
are 350 illustrations and they are generally
well done. The third, large central window
may either be used to display the com-

Rating

GRAPHICS / TEXT: 82%
GAMEPLAY: 80%

ORIGINALITY: 70%

ADDICTIVENESS: 80%



monly used commands available, or a
section of scrolling map. In the command
mode you may select the words to be used
via the mouse cursor or type them directly.
When the map mode is selected you may
choose to view the complete map of the
area and this will fill the entire screen
giving a panoramic view of the island.

Beneath the map window are the
movement control icons. Directions from
the Compass Rose: In, Out, Up and Down
may be selected. The final icon is that of a
candle which represents your life force
slowly burning away. The woods abound
with Melons, mangoes and mushrooms,
but should you neglect to keep your gang
properly fed and watered, you may just
'Snuff it’!

All the standard commands we
have come to expect from a modern
adventure are included, such as: Oops!,
Ram Save, Goto location, Find object, Help
and Recall last command. There is also the
option to change both the background and
text colours to a hue which suits your finer
sensibilities. This last option is also saved
with your save-game data which ensures
that you need not repeat the setting-up
procedure next time you play.

There are other characters out and
about on the island and you may chat,
cheat or thump them as you will. There are
trolls infesting the lower caves and when
they are not busy carting sacks of maggot-
infested dung around their indescribably
filthy living quarters, they are hiding in wait
to sink a magical axe six inches into your
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skull! Hunters, hermits, humanoids and
leprechauns are also available for you to
hobnob with, but keep your hand on your
sword as they all tend to be a treacherous
rabble.

Once you uncover a few of the
island’s secrets you will be able to either

The multi purpose window can be used to show
a map of the immediate area which when clicked
on enlarges to fill the entire screen and shows a
greater area around the player. As you can see
the quality of the graphics are up to the usual
Rainbird standard.
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move along the rivers which criss-cross the
terrain or descend into the tunnels whose
entrances pockmark the forest glades.
Having entered the underworld, the map
window will switch to show the unfolding
passageways which riddle the island’s
bowels.

The introductory problems are of
an easy-to-average standard which is a
gentle introduction to the game. As the
difficulty screw tightens you may find need
to resort to the Help button which does on
occasion give helpful suggestions. Gener-
ally speaking, the command parser is very
good and most of the ideas you can dream
up have already been anticipated.

Floughing ever forward, you will
gather enough snippets of information to
find the hiding place of the sword and with
its help return to settle the hash of the evil

el
Suzar once and for all. ISTAI

If you are already an adventure fan or a newcomer who wants to see what a good adventure looks like, then look no further
for your next purchase. Legend has brought together all the ingredients which make up a classic game and surrounded it
with a sophisticated game control system. The most important aspect of any adventure is the setting of the difficulty level
for the puzzles. This factor makes or breaks a game. | believe this game has got the mixture pitched just right for both the
experienced and the novice player. There are certainly some puzzles which are tricky, but these are spaced far enough apart
to give you the breathing space to enjoy the journey between. The text and storyline is such that you keep coming back for

more. There are occasions when the humour tends to be out of keeping with the rest of the game, but no doubt it won't upset
the younger audience. The game reeks of the hard work and polish which lives up to the Rainbird's Trademark. Highly

recommended.

- STA 63 STA ---

AM



y r— e o M O el O e
e T R R

e ————————— ..
P —— T L L
-

R g =
- — T — LR S i ==y W

BETTER DEAD THAN ALIEN

COMPETITION

Electra have produced a Sony CFS 1000 3-piece radio cassette as the prize for their Better Dead Than
Alien competition. This nifty little machine is guaranteed to blast your socks off, with FM, MW, LW and
SW waveband radio, 2-way detachable speakers, 5-band graphic equalizer, Auto Music Search and a host
more features.

Now, if you want to move to the groove, then just fill in the right answers to the question below
and, who knows, you might be the lucky one who receives this fantastic prize. Send in your answers on
the form provided to reach us at ST Action no later than 1st post, 9 September 1988.

1 - What character do you play in Better Dead Than Alien?
a) Brad Zoom b) Dylan Thomas c¢) Reginald Bosanquet

2 - At the end of the first level in Better Dead Than Alien, a large alien appears with long, waving ten-
tacles. How many hits does it need to kill it?

a)5 b)25 c)50

3 - What is Auto Music Search (AMS)?
a) A function that allows you to search for your favourite radio station
b) A function that allows you to jump to the next or previous song on cassette
c) A function that helps you find the nearest place where a pop group is playing
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FIRE AND
FORGET

MORE GOODIES

HUMP BACKED
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BEETLL'

THANKS TO RICHARD
KOHNSTAN U.K LTD. FOR
THE PICTURE OF THE
TAMIYA BEETLE

Titus have come up trumps to promote their latest game, Fire and Forget, with a spectacular prize of a 1/10th scale
Monster Beetle! Radio controlled and with rechargeable batteries, this Tamiya Off-Roader is just the thing to blast
around the dirt. Everything about this Beetle is awesome - 41cm long, 29cm wide and with tyre size at a staggering
6cm width/ 13cm diameter, this monster gives you 4.5cm of ground clearance! Enough to extricate you from the most
hazardous situations! Adjustable oil-filled shocks allow the Beetle to soak up must bumps. Included in the prize is the
radio control unit and the Ni-Cad batteries, so you'll have all you need to start small-scale off-roading!

In order to stand a chance of winning this fabulous prize, just answer the following questions and send in your answers
on the form provided to reach us here at ST Action no later than 1st post, 9 September 1988.

- What international charity uses the white dove as its sign of fighting against oppression in the
world?
a) United Nations b) Amnesty International c¢) The Red Cross

2 - What is the name of the armoured vehicle used in Fire and Forget?
a) Sherman Tank b) Incinerator c¢) Thunder Master

3 - Titus’ next release is to be titled:
a) Offshore Warrior b) Crazy Cars c¢) Shoot to Kill
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ternative of comparable value. Mo cash alternatives
will be given. Results will be published as soon as
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"How did those clever
chaps at Gremlin
Graphics manage to
squeeze an aircraft
simulation in between
coin-op conversions?
And with a veritable
hangarfull of air-sims
already available, this
has to be something a
bit special to make
an impact".

My kind of aircraft simulation is the
sort that allows gung-ho arcade fans to
enter straight into a combat situation
without having to wiggle the flaps,
check the oil and raise the under car-
riage, while the fussy purists carry out
their rigorous tests and checks before
even venturing on the runway. Your
main task in this simulation is to
locate and sink the Bismarck. This
colossal German warship, which was
900 feet long and weighed over
50,000 tons, was set to rule the waves
until its war service was abruptly
ended in 1941. Night Raider simulates
that famous and intrepid air attack
which changed the Bismarck from an
iron-clad warlord into a quivering
wreck. After brief speech synthesis of
Hitler and Churchill, you are presented
with the option screen.

Selecting the full-blown simula-
tion means that you have to follow the
cockpit check on the conventional and
recognizable instrumentation panel.

The cockpit window shows Ark
Royal’s runway, but before the aircraft
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GREMLIN (£19.95)

can take off, the instrumentation must
be checked and the fuel mixed on the
Engineer’'s screen, (rich for take-off
and lean for flight). With the mouse,
you place a cursor over the throttle
knob, click the left-hand button and
push the lever to its full extension,
Then, ensuring that the Wing Lock is
locked, you set the Arrester to ‘Up’,
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The Engineers’ panel, just one of the many well drawn screens in Night Raider. Nearly all of the

controls are functional.
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start the engines and return to the Pilot
screen by pressing the "1’ key. The
takeoff is short and swift and as you
near the end of the deck, pulling back
on the yoke lifts the nose of the
aircraft up. Once airborne, returning to
the Engineer’s screen enables you to
alter the fuel mix for flight and pull up
the under carriage.

You lose all sense of direction in
the night skies and so you must

“Chocks away chaps!”. Gremlin
Graphics have caplured a real
classic in the shape of Night
Raider. Whilst not being a dedi-
cated flight simulator, nor a
simple out-of-the-cockpit
shoot’'em-up, Night Raider man-
ages lo capture the excitement of
both formals.

The sound effects, especially
the digitized speech at the begin-
ning of the game, together with
the beautifully drawn graphics,
help give the game a very con-
vincing atmosphere.

Might Raider will undoubt-
edly provide a challenge for any
would-be budding Biggles. Satis-
faction is gained, not only from
sinking the Bismarck, but also
from laying waste the E-boats, U-
boats, mines and Dorniers.

NC




constantly check your position
in relation to Ark Royal on the
navigation screen. The occa- =
sional lights from shipping are
the only outside indication of your
altitude and position and so it is
advisable to check your bearing on the
compass and radar screen and return
frequently to the aircraft carrier. The
importance of cockpit equipment and
your understanding of the instrumen-
tation is emphasized during night
flights, although illuminating the panel
with a light switch during the mission

can give your position
away to the enemy. Your
airspeed indicator is
shown in hundreds of
mph and to increase or decrease your
speed, the sliding throttle can be
adjusted by clicking on the handle and
dragging it with the mouse; again, the
fuel mix must then be adjusted for the
change in speed.

‘Foxtrot Bravo 41, turn zero-four-zero and climb Angels one-five’. This game is
excellent. The gameplay comes by the sackful. The action is thick and fast, but
the controls are well laid out and, as a result, the game becomes more of a
challenge. Graphics are nothing spectacular, but this does not seem to detract

in any way from the game. The load-up sequence is amazing, and even if you
don't buy the game, which you should, go and see the load-up at a shop NOW!

Tail-end Charlie's done stirling
work here. Two Dorniers go down
in flames, and | dare say the other
two will go away with bees in

their ears!

MM

When attacking mines, fly slow and
real low. Get them with short bursts

of cannon fire, but watch your

ammunition levels as unlimited fire

is not a feature of Night Raider!

After fighting your way through Dorniers, mines,
E-Boats and U-Boats, and constantly checking
your navigation, you will confront the Bismarck.
Gritting your teeth you make the final approach,
while flak bursts all around. Incessantly you will
take hits and the plane will shudder, but all the
time you must keep your cool, and aim true.
Drop the torpedo, and pull away
just in time not to crash into the
battleship. If your nerve didn't crack
this is the sight you will see.

The largest presence on the
Mavigational monitor is the Bismarck.
But Ark Royal has ventured into an
area which is infested with U-boats
and E-boats, and however valiant and
majestic, the flagship of the British
MNavy is a sitting duck to the silent and
swift German fleet. Suddenly, a
squadron of enemy fighter planes
appears out of the darkness and, as if
somehow aided by the black back-
cloth, these solid-graphic planes fly
without a hint of jerkiness. The mouse
activates both the yoke and the
weaponry and clicking the right-hand
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E-Boats and U-Boats tend to be
tricky. Precise navigation is needed
or you will fly straight past them and
take many Anti Aircraft hits. Here,
an E-Boat prepares to be scrapped.



Corrr, Ilike this one! Night Raider
represents the sort of qualily of
entertainment that we should
expecl as 16-bit users. The simu-
lation is accurate and yet play-
able and the combal and raid
action is superb. The solid-
graphic planes and vessels
emerge from the blackness like

speclres, creating an atmosphere
of surprise, danger and excile-
ment. NMever have | played such
an exciting aircraft simulation - a
must for gung ho arcade players

and purists alike!

JS

set of cross-hair sights appear on the
cockpit windscreen and clicking the
left-hand button activates the machine
guns. The Avenger was flown by a
three-man crew and in their absence,
you must undertake the tasks of the
navigator, the gunner and the pilot. A
view box informs you when your

KEYBOARD
JOYSTICK
MOUSE
COLOUR

MONO
520ST
1040ST

attention is required at a specific post.
The instrumentation light has
given your position away and the
cockpit becomes a blaze of light as the
enemy shell-fire peppers the fuselage.
The plane shudders violently, but she
is still operational - just! You can
choose either to relinquish flight
control and switch to rear gunnery
position and risk getting lost, or try
and shake off the attacker. The
position indicator is pleading with you
to take control of the rear gun. The
Tail Gun view reveals the rear attacker

Here you see the navigator's map which is essential for finding targets.

B solid and realistic - almost
|| inhabited! Pressing the 'L’

" torpedo as you prepare to

L the torpedo and pulling

and no time must be wasted in center-
ing the sights on the plane and firing.
As soon as the aircraft is eliminated,
you must return to the pilot screen,
make any alterations to the flight and
continue with the mission.

Ensuring that you have suffi-
cient fuel, you must re-locate the
position of the Bismarck and check
that the U-boats are not posing a
threat to Ark Royal. Easing forward on
the joystick sends the plane into a
rapid descent, which must be moni-
tored closely on the Altimeter. Flying
at a low altitude at night is dangerous
and the slightest pilot error will send
the plane crashing into the waves, but
it is necessary to keep below enemy
radar. With skilful navigation, you
should soon be on course and within
striking distance of the target without
arousing the enemy. With the aid of
the inverted T-bar indicator and
Artificial Horizon, you can check and
correct the attitude of the craft as you
prepare to attack. The
targets seem awesomely

key makes ready the

seal their doom. Suddenly,
the enemy become aware
of your approach and
unleash a barrage of shell
fire and so, pressing the ‘L’
key once more, releases

back on the yoke puts the
aircraft into a climb, but
the fleet is aware of your presence and
with diminishing fuel levels you must
return to Ark Royal.

Landing on the aircraft carrier is
a tricky procedure and as soon as you
are on course, you should turn to the
Engineer’s screen to prepare the
aircraft for touchdown. As you ap-
proach Ark Royal, switching on the
landing lights illuminates the runway,
Mow the speed and attitude of the
aircraft must be monitored closely as
you put the tail wheel, Arrester and

gear down?

--- STA H8 STA ---
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GRAPHICS: 75%
SOUND: 79%

ORIGINALITY: 72%
ADDICTIVENESS: 78%

1ST DAY SCORE: 12000

landing gear into the down position
and ease up on the throttle until
airspeed is reduced to 175 mph. Now
you must return to the pilot screen to

HAY 25,1945

-""THE BISMARCK
HAS CLAIMED
LTS FIRST. =
VICTIH. OUR
HAUY HWILL
CRUSH THEM.“

guide the aeroplane onto the landing
strip and your Altimeter should be
reading between 50 and 100 feet - if
not, it should be reduced immediately.
In the closing stages of the landing
procedure, vertical descent should be
no more than four feet a second. The
aircraft hits the Ark Royals deck, and
catches on the arrestor cable. The
brake must then be applied, and the

engines cut. STA l

This is the view of the Ark Royal as you altempt a landing, got all your
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CRL (£1995)

Video trivia games seem to
have been experiencing
something of a revival re-
cently. Many public houses
now sport such machines as
“Give us a break” or "Trivia
Challenge”, and these ma-
chines are frequently sur-
rounded by screaming
hordes clamouring to read
the questions so they can be
the first to shout the, normally
incorrect, answer. And so,
ever quick to hitch aride on a
successful bandwagon, CRL
are the first company to bring
such cultural activities to ST
owners.

The game is supplied
on two disks, the first being
the master program and the
second containing hundreds

- of nonsensical questions
. leading me to believe that

CRL may be releasing further

. questions at a later date. The
- game layout is that of that old

and
played

classic,
Crosses,

Moughts
and is

| If there were ever a prize for the

most unusual computer game
star, there would be hundreds ol

| varied entries: Moles, Bubbling

| Brontosauri,

Faperboys and
Marbles. But none of these are

. anything like as weird (or as ob-

!

' noxious) as Chubby Gristle - the

|\ sadistic Car Park allendant.

Chubby hates his job,

. and can only find solace in food.
. One day, after a particularly

| trying afternoon,

Chubby de-

. cides he has had enough, and is

going to eat continuously - his

4 N B

against the computer. The
computer randomly places a
number of subjects, includ-
ing, leisure, art, books, sport,
history and the irregular pot
luck which selects a random
question from the aforemen-
tioned catagories. The first
question is designated by the
computer, and is set against a
ten-second time limit. You
choose your answer from the
four given by usingthe 7, 8,9
and - keys on the numeric
pad. If you are correct you will
win a “cross” on the board
and the chance to pick the
next subject, but if you are
incorrect the point and the
subject choice goes to the
computer. The ultimate aim
of the game is to get three
crosses in a row - a la
“Moughts and Crosses”, and
if you do so, you progress
onto a slightly harder set of
questions, and so on.
Throughout the game some
poor digitized speech tells

you both the subject chosen
and, afterwards, the victor.
As trivia games go,
this is one of the best: better
even, in my opinion, than
Domark’s official effort. As
well as that, it has all the
atmosphere of the originals
seen in pubs; this can be
enhanced by having your
friends blow smoke at you
and press the incorrect keys!
Definitely one that will appeal
to all you closet trivia buffs.

"~ GRAPHICS: 47%
_SOUND: 38% |
" ORIGINALITY: 56%
_ ADDICTIVENESS: 62%
DIFFICULTY: AVE-HARD
IST DAY SCORE: 4000 |
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CHUBBY GRISTLE

= GRANDSLAM (£19.95)= = = =

ultimate aim
one ton!
Any ex-8-bit owners will
instantly recognise the format
the game takes, as it is laid out
very similarly to Gremlins' old
“Monty” series. There are
twenty-one screens, and each
screen is choc-a-bloc with
nasties, objects (e.g: cars), and,

- to lip the scales at

Trespassers will be sat ont
HISCORE :

more importantly, food.

All the nasties follow set
patterns, and learning these is
the key to success. Chubby
begins his journey with four lives
and must avoid falling too far,
and contact with any of the
screen’'s inhabitants. All of the
wandering nasties Frantic
Housewives, Vandals, and Traf-
fic Wardens - are
people Chubby has
had a go at, so they
are just itching for a
chance to get re-
venge on the portly
tyrant.

If all the food and
objects in one level
are collected, you
will progress to a
more difficult set,
such as a trip to
Sainsbelly's, a few
pints at the Pose
and Frown and, fi-
nally, to Chubby’s
favourite cafe,
where they actually
use a shovel to feed
him!

If Chubby should

fail, he will be sent to his certain
death - The Health Farm. But if
he is successful, his lovely wile
will cook him his favourite food,
and afterwards have the chance
to make some little Gristles!

The graphics are small
but colourful, and the sound is
average, with the tune beginning
to grate very quickly. The game
itself is quite difficult at first, but
when you have memorised the
nasties’ movement patterns, the
screens become a doddle, and
interest wanes. This will appeal
to anyone who yearns for an 5T
version of “Monty Mole”, but for
such a small game, | think this is
very overpriced.

" GRAPHICS: 50% };ﬁ

_SOUND: 50%

" ORIGINALITY: 44%
_ ADDICTIVENESS: 59%

DIFFICULT? HARD '
IST DAY SCORE: 5000 _5:_:




"Computer games are an excellent substitute for
driving racing cars, piloting jet fighters and
Jousting in medieval tournaments - in effect, the
sort of experiences, sports and pastimes which
would not normally be accessible to the majority
of people. But surely it is as easy to play real
darts as it is to buy Mastertronic’s World Darts?"

WORLD DARTS

MASTERTRONIC (£9.95)

S0 you think you can throw good arrows?
‘Wonderful, Great, Smashing!’ But the
proficiency you have gained down the pub
will be of little use to you in computer
darts, as it is a completely different board
game. Mastertronic have provided the
standard world-class darts tournament of
501 and you can pit your darts prowess
against the special qualities and idiosyn-
cracies of eight world-class darts players.
The ‘aim’ of the game is to score 501
points by throwing darts at a standard
board. The maximum you can score is
180, a now infamous score which is as
equally difficult to attain in this game as it
is in real life. The standard world-class
rules state that you must finish with a
double number and so the real skill of the
game is to leave a number at the end that
can be obtained with a double. To help
with the calculations, Mastertronic have
included a table which calculates three
darts leaving the final one with a double.
Therefore, if you are left with 167, you
should try for a triple 20, a triple 19 and a
bull.

The matches are played over a
series of rounds and the first task is to
select the computer-controlled player. It's
match time and the screen displays a
dartboard and a blackboard to keep score.
The announcer appears at the base of the
screen wearing a tasteless dinner jacket
and says the only speech synthesis in the
game: ‘Player One!’ You are in position at
the Ocky and a hand holding a dart
appears on screen and moves backwards
and forwards in preparation for the throw.
The amount that you have to throw
appears beneath the chalkboard and,
naturally, it is best to try for high numbers
at the beginning of the game. The move-
ment of the joystick is directly linked to the
hand, although for added realism and
difficulty you only have limited control. As
you manipulate the joystick, the
hand initially moves towards
your chosen target and
then drifts away uncon-
trollably. Relinquishing
your hold over the
: hand sends it drifting
¥ across the screen and

I:' H pele
| I| IIII-I a

completely still. The
skill is to wait for the
rare moment that the
hand moves over

:”E' !] U, your chosen
; ﬁﬂ,l'm,. target and then
o quickly

press the firebutton to release the dart.
After you have thrown your three
darts, the computer chalks up your scores

GRAPHICS:46%
SOUND: 48%

ORIGINALITY: 66%
ADDICTIVENESS: 61%

DIFFICULTY: AVE
ISTDAY SCORE: N/A

and works out the remainder. The screen
changes to show your computer-controlled
opponent throwing his darts in a tourna-
ment environment and, again, the com-
puter chalks up his score and the an-
nouncer appears on screen to call you up

g

-
r
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Darts is a good idea for a com-
puter game, and | am surprised
that no-one has tackled it before.
Originally a respectable 8-bit
budget title called “180", Mas-
tertronic have given this the Ar-
cadia treatment and ruined it in
the process. Graphics are above
average, and the jaunty sound
befits the game nicely - you actu-
ally see the organ player when
the opposition throws. The con-
trol method is a little too impre-
cise, and this makes accuracy
nigh on impossible. Mot a bad
game, but the execution lets it
down. Go down the pub and play
the real thing - it would be a lot

more fun.
SM

Darts is a bit of a daft theme for
computer simulation, but Mas-
tertronic have executed it very
well. The game moves along at a
brisk pace and so there is no
waiting around to throw your
arrows and the difficulty of aim-
ing the darts at the board has
been well represented. Finally,
the larger-than-life northern an-
nouncer is a nice comical touch -
this is a slickly presented pack-

age! Js

to the ocky again. The blackboard shows
how many you have to score and a box
beneath the board suggests which numbers
to try for. You begin the game in the
quarter-final stage and if you eliminate the
first player, you move on to the next leg of

the competition.
STA
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Your throwing hand wanders drunkenly in front of the board - perhaps you've had one pint too many

before the game!

--- STA 70 STA ---



"When everyone was
waiting for Out Run,
Titus released a game
featuring a red sports
car, called Crazy Cars.
Now Titus have
released a game not a
million miles from d.S.
Gold’s next big licence,
Roadblasters.
Coincidence, or clever
marketing?"

Earth has become a battlefield. Huge, once
prosperous cities, lie shattered, all life ex-
tinguished, whilst the handful of survivors
are held to ransom by vicious mercenaries.
The notorious Inter-galactic Liberation
Front are responsible, defeating all
attempts to halt their progress towards
total domination. Although all resistance
has so far been shattered, the government
has one last hope - Thunder Master.

Thunder Master is the very latest in
armoured vehicles. Devised by robots, it is
equipped with all essential gadgets: four-
wheel drive, the very latest in unjammable
missiles, and a powerful V16 engine. An
optional extra available is a second gun
which flies above your vehicle, doubling
firepower.

Once loaded, the player can
choose one or two players - the second
controlling Thunder Cloud, the airborne
weapon, and one of the six starting
positions which are represented by red
circles. Having done this, there is a short
disk access, and the game is ready to
begin.

Once you are seated in your
vehicle, the fun really starts! Viewed from
behind the vehicle, the roads, often
branching into two, scroll towards you in
the fashion favoured by most of the
available car games. Each level is gov-
erned by a set distance and to complete a
level you must simply collect enough fuel
to carry on your mission or your vehicle
will fall into the enemy’s hands.

GRAPHICS: 50%
SOUND: 55%

ORIGINALITY: 59%
ADDICTIVENESS: 66%

DIFFICULTY: EASY-AVE B
I1ST DAY SCORE:2229969 §
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As you zoom towards your destina-
tion, the enemy presence will soon be
painfully apparent. A welcoming party of
tanks, helicopters and gunposts greets you
with a hail of bullets. Speed is of the
essence here, and with a quick prod of the
firebutton, you should destroy any assail-
ants trying to impede your progress. Aware
that you are a more formidable opponent
than they had accounted for, the Liberation
Front have laid down small, deadly road
blocks and mines, both of which, if collided
with, will cause your demise. Another
major problem is your fuel - Omegaler-
osene - which needs almost constant
replenishment. The armoured car can
automatically absorb both the blue and
green cones, but care must be taken when
refilling the airborne Thunder Cloud, as due
to incomplete programming, it can only
absorb green cones and should it come
into contact with blue-coned fuel, it will
explode.

On completion of a level, a bonus
is awarded for the number of fuel cones
collected and the red sector on the world
map will be replaced by a white dove.
Completion of all six sectors wins the

The f[irst thing that struck me
about this was its startling simi-
larity to Titus’ first release, Crazy
Cars. But ignoring that, | settled
down to play, and | must confess
to being mildly surprised.

The game is a good mixture of
racing and shooting, and the
whole thing plays at a rapid pace.
Graphics are adequate, but the
animation is poor with the ene-
mies lurching past.

The game is a bil too easy, and
I feel it wouldn’'t take a seasoned
gamer long to complete. Mot bad,
but I don’t think I would part with
my hard-earned cash for some-
thing with as little lasting ability

as this. s M

game. But do not fail, as yours is the last
attempt to save Earth from a nuclear war.,
Take to the roads, and FIRE AND FOR-
GET...

Fire and Forget is certainly an improvement on Titus' previous release, Crazy
Cars. Again the game possesses the same high quality graphics, albeit spoill

a little by the jerky animation.

Crazy Cars’ major fault was its difficulty and, unfortunately, Fire and For-
get goes to the other extreme. This factor, howeuver, does not matter too much,

as the game itself is very enjoyable.

Fire and Forget is an obvious improvement on Titus’ first release. I can only
hope that they will continue to improve their software al the same rate and

perhaps, move away from this staid format.

---STA 71 STA ---
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"They’re lean, mean and ridiculously prolific!

Al long last, Go! have managed to

There are enough gungho, rapid-firing comman- | !lurearespectabe game into their

stables. Capcom’s Bionic Com-

dos immortalized in pixels to reconstruct the mando may have been obscure in
. th des, but with both U.S.
Normandy landing! Do we need another hero?" GOt i S st

(who incidentally programmed

the huge hit, Bubble Bobble)
behind them, Go! cannot fail to
make some waves within that
huge sea of games.

I found Bionic Commando

rather Ghosts'n'Goblinesque

The graphics, while being some-
what small, were detailed and
well drawn. Controlling the com-
mando became a little tiresome,

especially when the little fellow’s

mamemwm (O (£1 9. 95) A bionic arm failed to hit its mark.

The constant tune, despile being

Structurally, Bionic Commando could  an unusual alien welcoming commit- quite catchy, soon forced me to
be described as a traditional multi- tee. f:;ﬁ;ﬁe my monitor’s volume
level far remov Unannounced, the bionic com- :
f?c:fn f’I:ZtLGST; Egét;nnﬁrigﬁdz stffleih:: mando paiaﬂstjlteﬁs down the scre:n Blajuic Commalna mflfrund«uuhtv

(g S i \ . ; edly help enhance Go!’s reputa- i
we are used to. But what is bionics? and, using the joystick, you can direct tion, although I wasn't overly §
Anyone over the age of sixteen will him to a suitable branch and land. impressed.
vaguely remember the Bionic Man Equipped with potentially fatal weap- NC
being fitted with onry, the aliens w

waste no time
in demonstrat-

artificial limbs
after a nasty plane

crash and as a KEYBOARD | ing their con- R ey

. e title of this game suggests
re:::: Ef hrlls e JOYSTICK E;ﬁ}é I;;);_the that the Go! label is failing to fulfil
Fais; being MOUSE its promise of ‘Originality first
destined to run COLOUR _ gooder and you and foremost’. But even a cursory
around in slow : must try and glance at Bionic Commando re
motion ftor six MONO stemn the flow of veals that it does not conform to
series and count- 5920ST troops that the usual Commando game crite-
less repeats of The infest the forest ria. This is platform game-play at
Six Million Dollar 1040ST with your its most infuriating and the bionic

: arm is a stroke of genius!
Man. Inspired by somewhat cum-
this, Go equipped B o . bersome weap- Js
their commandos onry. The
with one bionic arm, which quickly joystick directs the commando in the

proves to be jolly normal fashion until the firebutton is

I useful in this depressed, which can activate the branches and you can make him

- game. The weaponry or attach the bionic arm. swing and release his grip by relin-

| scenario de- Effective use of this arm is the key to quishing pressure on the firebutton.

. scribes how a success in this game and, with the fire- The majority of the aliens are mere

| once peaceful button depressed, wrenching the cannon fodder, but larger aliens are

' race of people joystick upwards or to the left and equipped with ropes and grappling

| have become right; launches the hooks and can chase you around the
| oppressed by a extending trees with apelike agility. In addition to

| bunch of bionic arm

> | naughty aliens ‘H'i """" IlH in the cor-
. who take pleas- |]| |r' |r|“|J|J|E Ml |,| | |.|,| l”'ﬂ responding |
ure in decimat- II'||| I1| | |H= F' || ||| |'[|| i direction. ] il il it

The hand
adheres itself |

| sce. Totme il Tt 'uum e ulnu ||||||hh
| peace '. :'_ Wil ;
I , thi e i "“!'“' g ”- 111
; iz:zﬁ“ﬂ ) s i " | '-|[§|||"| II |H| ”" ﬂﬂﬂ|'| ll | ;llill:; :i.jiifi .::'E
{ oppression iy a4 fz!:_i:UIlla'-HHH\ L ML DB
too far and so they commission it : 7 A et i il H|H”||H|
the bionic commandos to infil- % A R TR A - F i i
trate the alien complex and kick ! i HHHH H n
. Th is divided int | i _ " *
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To avoid the hazards (below), up goes the bionic arm, and
you're out of danger (right) - or is this a case of 'out of the

frying pan, and into the fire’
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the alien threat, killer bees inhabit the
lower branches while a squadron of
flying creatures add to your problems
at the top of the trees.

Out of the thick of the forest the
next task is to infiltrate a castle, under
which lies the very nerve centre of the
alien oppressors. After negotiating a
tricky passage across the drawbridge,
which is ardently defended by cannon
. fire from the castle turrets and ram-
parts, the commando must be steered
around a complex of electrical wires

e L il o o I e | DT
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ceiling.

The aliens have sealed off all
routes to the nerve centre, except for
the sewer system which is infested by
vile sewer creatures and defence
droids, and only the most concen-
trated effort will get you through to the
nerve centre. A missile is poised for
launch and no time must be wasted in
blasting the lock on a door which
protects the control room. Within the
nerve centre, helicopters hover above
the commando and drop a consign-

On hearing the news that GO!
were to convert this little-known
coin-op, I was a little apprehen-
sive. The conversion was com-
missioned to Software Creation
(who converted Taito’s Bubble
Bobble) who, thankfully, have
done the game juslice.

Everything from the coin-op
is present, and the graphics are
spot on - the stomping robots on
level 4 are superb! The five tunes
are varied but tend to grate after a
while,

Allin all, a very close conver-

sion. If all the Go!/Capcom li-
cences are as close as this, then
roll on Tiger Road!

ment of bombs, while the ranks of the stomping machines, the com-
cannon fodder are increased to mando must enter the silo and stop
impede your progress to the missile the imminent missile launch. _

silo. Megotiating a safe path around [STA

and the slightest contact results in
electrocution. As a last-ditch attempt
to stop the bionic commando from
infiltrating the castle, the aliens stoop
to an all-time low and send out Kami-
kaze troops who are laden with
explosives. Meanwhile, more intelli-
gent members of their race hurl large
objects with great zeal from the castle

GRAPHICS: 66%
SOUND: 57%

ORIGINALITY: 63%
ADDICTIVENESS: 66%

IST DAY SCORE: 42000 §

Sweeping through the later levels, swinging on that handy bionic arm.
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"There are games and there are games. Nearly every arcade game is
available on a computer, either in its original form or in an instantly
recognizable cloned title. “Super Mario Brothers” was one of the rare

excePtmns to thxs rule until now!"

SISTE
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As with many other “cute” games “The
Great Giana Sisters” is based around a
rather strange storyline. The gameplay
basically involves the night-time antics
of little Giana, a pretty little thing from
Milano. Now, apparently, one night
when most normal people were far
away in the land of Nod, little Giana
started to dream of a very strange
land: a place where gravity had
loosened its grip; a land filled with
grottos, castles and frightening mon-
sters. Everyone occasionally experi-
ences weird dreams, but poor little
Giana found herself stuck in hers.
Somehow she knew what she must do.
Somewhere within the strange and
dangerous world was a huge magical
diamond and only after finding this
precious stone could poor Giana leave
her mysterious dreamworld. She would
have to hurry - school starts early on
the continent.

After loading, during which the
screen shows Time Warp Software’s

Are “The Great Giana Sisters”
related to the “Super Mario Broth-
ers"? It is certainly obvious from
where Time-Warp software got
their game’s concept. “The Greal
Giana Sisters” is a well-pro-
duced, colourful, cute, musical
and magical journey into the
dreamworld of two little girls.

Whilst being both challenging
and frustrating to play, it is also

fun and enjoyable. The sisters
will undoubtedly be a hit. I can
only feel sorry for the postman
who will have to deliver the sack-
loads of tips we will receive.

NC

melting disk logo, the game’s title is
boldly scrolled on the screen. By
manoeuvring the joystick, either a
one-player or a two-player game can
be selected, the second contestant
taking on the role of Giana's little
sister Maria, another captive of the
strange dreamworld.

It is when the action starts that
the player first notices the striking
similarities between “The Great Giana
Sisters” and Nintendo's “Super Mario
Brothers”. The basic object of the
game is to complete the thirty-two
levels, collect the magical diamond

“Impossible Mission 2" used to be my favourite game. But it has now been
ousted by this brilliant “Super Mario Brothers" clone. There is so much in it to
discover. It retains all of SMB’s cheats and mystery bonuses as well as
presenting some of its own. Graphics are first class, and the cutesy tune that
accompanies complements it perfectly. This will appeal to just about anyone,
and will give weeks, if not months, of enjoyment. Well, what are you waiting

for? Go and buy it!

Lreatl Giana si1sters 15 s8] across

oddball nasties.

and leave the fantasy world. A number
of fiendishly laid-out levels have been
designed to test little Giana's jumping
skills, and as if that were not enough,
the programers

thirty-two platiorm levels, riddled w

Jith dhamonds and various

with the character until she makes a
fatal error. The extra features are

obtained by opening certain magical
squares and then capturing their con-
tents. The first

e —

have decided to
include a number
of meanies whose
favourite food just
happens to be
little girls. “The
Great Giana
Sisters” are
certainly going to
have to be on their
toes if they wish to
survive.
Thankfully,
there are a
number of extras
which the girls
may use. These
are collected in
order and remain
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feature is a
glowing ball
which reminded
me of a gobstop-
~ | per. Obtaining

' this sphere turns
Mummy's little
girl into a hard-
ened tearaway
complete with
punk hairstyle!
With her new
image, little
Giana finds she
can demolish
certain types of
. bricks by
i headbutting them
@ - this neat trick

il " AR i leeieien T Pl

g B T = S A B —

R T A .



KEYBOARD
JOYSTICK
MOUSE
COLOUR

MONO
| 5208T
1040ST

can come in quite handy.

Should the monsters become
too much of a handful, little Giana can
collect two types of dreambubble. The
first can be fired at the oncoming
nasties, killing them upon contact. The
second type of bubble rebounds,
something like those big rubber
bouncy balls that every schoolgirl (or
boy) once owned. The advantage of
these rebounding bubbles can be seen
on later levels when bumble-bees are
encountered. Strawberries, whilst not
seeming to enhance your perform-
ance, do actually make the dream-
bubbles home in on their target. Other,
later additions include water droplets
which protect the heroine from fire,
and a clock which when activated puts
all the nasties to sleep.

Extra lives are obtained by
either eating a lollipop or by collecting
one hundred bonus diamonds. Points
are scored for killing monsters and
collecting the diamonds, but the main
score is usually accumulated for
completing a level, after which a
bonus is awarded for any outstanding
time left on the clock.

Scattered around the levels are
a number of hidden bonuses. These
take the form of pits which instead of

085603

MH??

Pure and simple addictiveness.
The game is what | would term a
good, old-fashioned arcade game
- everything in the game, al-
though not brilliant, is good
enough except, that is, the game-
play, which excels. The music is
the best I've heard recently and |
can actually play the game with
the music on - rare indeed. Joys-
tick controls are simple, well-im-
plemented and effective. One of
the best features about this game,
though, is the fact that there are
several ways of completing each
level, depending on how the
mood takes you. This is a game
that, although a blatant rip-off of
the Super Mario Bros., deserves a
place in any self-respecting

gamestler's software cupboard.

MM
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bringing sudden death contain a
myriad of extra diamonds. Invisible
blocks are also dotted around the
screens and contact with these will
warp the player forward a number of
levels, thus saving the more experi-
enced player from having to complete
the earlier levels.

“The Great Giana Sisters” was
originally found on the Rainbow Arts
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software label but should be released
under GO!'s banner. It's nice to see
such a well-produced game coming
from Europe - and how refreshing to
have a female hero! ST‘

GRAPH.'CS 70%
SOUND 67%

OR‘!G.'NAU TY 69%
ADDICTI VENESS 82%

DIFF:'C UI.TY AVERAGE

IST DAY SCORE: 6401



Set amidst live verlically scrolling towers, Mickey musl (no Mickey Mouse! - Ed) complele several

sub-games to gain access to the evil Ogre King.

MICKEY

GREMLIN (£19.95)

Gremlin certainly had a hard task
on their hands when they decided
to produce a game based around
that fifty-year-old institution,
Mickey Mouse. Thankfully, how-
ever, they have come up with a
first-rate cartoon game. Mickey
Mouse, the computer game,
manages to keep the same

Disney-styled graphics that mil-
lions have come to know and

love. Coupled with a very catchy
soundtrack and an immensely
playable game, [ feel that Gremlin
have come up with a first-class
game. The program’s platform-
style feel, together with its vari-
ous sub-games, help make
Mickey Mouse one of my favour-

ites to date.
NC

"Are you ready? 1..2..3..4. Who's the leader of the gang that’s made for you
and me? M-I-C-K-E-Y, M-O-U-S-E. It was inevitable that during this spate of
cartoon licences, Disney’s lovable 50-year-old would

Catastrophe! Disney castle has been
over-run by the King of the Ogres and
his cronies. To defeat this monster
Mickey must complete a series of sub-
games. Once completed, Mickey will
gain access to the Ogre King's cham-
ber at the top of the fifth tower.

After Mickey has taken a bow
he is ready to proceed. Disney castle
is split into five vertically-scrolling

towers, which are viewed from a side-
on angle. Though Mickey can walk all
around the screen he must be careful
not to fall off the edge, or he will lose
valuable energy. Each of these towers
consists of a number of levels; these

appear sooner or later."

levels are inhabited by the Ogre’s col-
leagues which include: big bad wolves,
spectres, dwarf ogres and dragons. To
complete the task against these odds
would be impossible if it were not for
the two weapons Mickey carries: a
water pistol which liquidises the
dragons and exorcises the ghosts; and
a mallet which squashes the small
ogres and ghosts. Should the water
pistol run out pressing space allows
Mickey to change to the mallet.
Sending one of the nasties’ into the
hereafter causes it to disintegrate,

GRAPHICS: 86%
SOUND: 62%

ORIGINALITY: 77%
ADDICTI VENESS 77 %

DIFFICUI.TY AVE
1ST DAY SCORE: 25500
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leaving behind useful items, such as,
extra keys, water to refill the pistol,
and a red bomb which annihilates any
nasties present on screen. But the
most useful things Mickey can collect
are the special abilities. These are; Slo
- which slows the nasties to half speed;
Speed (red lightning) - doubles
Mickey's speed; Glu - immobilises the
nasties; Repulsiveness (ugly face) -
monsters do their utmost to avoid you,
a shield which prevents any of your
water supply being stolen; and, finally,
Flight - which stops Mickey falling off
the edge of the plattorms.

At the beginning of the game
Mickey has two keys, which are used
to open the doors to the sub-games.
Each of these games is a variation of
an old classic, such as, Pac-man,
Donkey Kong and Space Invaders.
The levels are all very tricky and



involve the completion of a certain
task. At any time if the going is not
good, pressing the Enter key on the
numeric pad allows you to abort the
attempt.

During the Donkey Kong level
you must bash corks into a barrier to
stop the flow of water. Ogres will try to
remove the corks but if you are quick
to bang the corks in, you can rush up
and bash the ogre; the task is then
complete,

Pac Mickey views our hero from above
as he runs around searching frantically
for some wood, some nails and a
hammer, as well as collecting any
bonuses that are lying around. Also
prowling the corridors are red demons,
which can be destroyed with a well-
aimed throw of your mallet, but if they
touch you they either remove one of
your gathered objects or a health
point. Once all the objects are col-
lected, a set of stairs must be found to
take you back to the tower.

a Mickay bae ia calleast o Bamimioe
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and he must jump from platform to
platform so that he can both avoid the

KAAAN
CARAA

Another sub-game
involves Mickey
walking along a
rickety conveyor
belt. Bubbles rising
from below knock
holes in the belt.
Your aim is to stay
on the belt by
leaping the holes
and shooting both
the bubbles and
any ghosts that
come near you - of
all the tasks this is

Now this is a game that I think is
worthy of the ST. Nothing spec-
tacular, but everything well
above average and it all combines
to make an absorbing game. The
music is sparse, but catchy; the
graphics are so Disney-like it's
unnerving; the animation is good
and the variation of the different

games within a game helps to lift

this well above the average ST
game. A solid, appealing, well-
entertaining game. Highly rec-

MM

ommended.

rampant ghosts
and turn off the
taps.

When
Mickey has
completed a
tower's rooms,
he must pass
through a
portcullis so that
he can proceed
to the next
tower. When all
five of the
towers are
completed,

the easiest.
The final
task is set in a cave: Mickey must turn
off four taps that are spinning. Moving
platforms carry him around the screen,

Mickey can
ascend to the
top of the final tower - the King Ogre’s
lair. The King is armed with fireballs
and delights in throwing them at

N
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In another sub-game, Mickey does a spol of ghost busting.
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Mickey. These are very difficult to
avoid and make it even harder to kill
the king. Once the formidable King is
defeated, Disney castle is once again in
the hands of its rightful owner, Mickey.
So now he can invite all his friends,
Pluto, Donald, and Goofy, to discuss

the possibility of Bambi Il... STA I

At last! A decent cartoon licence.
Gremlin have obviously thought
long and hard about how tlo
tackle this difficult licence, and it
really shows.

Graphics are excellent, with
Mickey looking as if he has just
stepped out of one of his car-
toons, and the backgrounds are
sheer brilliance. But the “Sor-
cerer's Apprentice” tune grates
very quickly.

I have only one worry about
this: will its appeal last?. The
game is quite repetitive, and it
could do with more sub-games.
Still, a worthy licence and one
that plays almost as well as it

looks.

SM




Undoubtedly, the most addictive and
playable games were created years
ago and so, naturally, these themes
often feature strongly in new software.
But is revamping and updating these
games with new
trickery and tech-
niques a justified
practice or are we
rapidly running out
of new ideas?

The ‘Go’
label was intro-
duced into the
Centresoft ranks to
produce software
which might not
suit the Gremlin or
U.S. Gold image. But with such a
mixed bag of software, which ranges
from submarine simulations to arcade
shoot’'em-ups, Go has yet to find a

JOYSTICK
MOUSE
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1040ST

"A sidearm is, of course, a holstered gun, but if
you wore the weaponry which features in this
game you would have more than a slight bulge
in your jacket pocket."

OIDE ARMS

GO (£19.95)

With Bionic Commando and, now, Sidearms, Go! look as if they have two sure-
fire winners on their hands. Once again, Go! have grabbed another minimal
Capcom arcade game, this time a straightforward, horizontal-scrolling,
spacey shoot'em-up. Whilst not being particularly challenging, Sidearms is
great fun to play and had me whacking madly at my firebutton. Both the

graphics and sound are adequate for a game of this type. Whilst not being my
first choice in games, Sidearms is a satisfactory shoot'em-up for ardent fans

to the genre.

niche in the market. Nevertheless,
they were entrusted with the task of
converting a little-
known arcade

KEYBOARD

| game called

Sidearms. A

sidearm is, of

|| course, a hol-
stered gun, but if

|| you wore the

: 55; weaponry which

|| features in this

{ | game you would
have more than a
slight bulge in
your jacket pocket.: A brief animation
sequence ensues showing a spacecraft
crash-landing on a planet and you can
then choose between mouse and

*3%00

Armed with two deadly rotating balls, it's easy to slice your way through the meanies.
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joystick controls.

Equipped with an astonishing
arsenal of weaponry, the main charac-
ter in the game is a military droid who
patrols a mountainous planet surface.
Choosing the joystick controls, the
game-play is very reminiscent of
Dropzone or Jetpack. Although the
screen scrolls horizontally at a slow
and constant pace, the droid can be
moved anywhere around the visible
screen area at a much greater speed.
As the game commences, you are
immediately confronted with the first
wave of enemy craft. Squadrons of U-
shaped craft enter the screen in
formation, split up, speed up and spin
towards your droid. Initially, you are
equipped with a very basic weapon
and the most effective tactic is to
eliminate as many of the craft as
possible before they advance too far.
The first squadron of alien craft is not
equipped with weaponry, but its part in
the game is far from pacificatory. Any
craft which manages to break through
your defences turns around and
continues to advance from behind, and

The Go label may not have found
its identity and an image yet - but
so what? Sidearms contains all
the necessary ingredients that
make an arcade game entertain-
ing. Although collecting custom-
ized weaponry is a relatively new

pursuit in arcade games, it is
unlikely that Go will win any
awards for ingenuity. But you
will be entertained by this pre-
dictable but enjoyable game.

JS




More meanies to evaporate, but that snake-like Guardian (top right), will take a lot more frying.

GRAPHICS: 63%
S OUND 5 ? %

DEIGINAH TY 56%
ADDICTIVENESS: 62%

: [},'FHCUL n/ GE -
ISTDAY SCORE:1251716 |

which gives you a veritable hand-held

rocket launcher which sends a streak

of fire wooshing across the screen. But

although the rocket is graphically

the slightest contact with it is fatal. eliminating the enemy craft and each more appealing, it is far less effective
These vessel that is than a spray of lighter-gauge ammuni-

somewhat vulner- destroyed leaves  tion.

What impressed me most in the

able and ineffective arcades was the loud, thumping some form of A fat alien mothership stands in

U-shaped craft are music that accompanied play; it [ weaponry en- your path at the end of the level, with

joined by red jets was a real driving tune which EH hancer or shield  the sole task of barring your entrance

which streak seemed to envelope yoL. L | protection. These  to the next section of the game, and so
Perhaps, then, due to the R : ;

across the screen feeble sound, this is why this [ collectable it is advisable to try and avoid a

Kamikazi-style and conversion is something of a dis- | | features are indi-  confrontation. The alien forces kindly

singly cause more appointment to me. All the psy- B cated by icons introduce an unpleasant surprise into

havoc than the chedelia and atmosphere of the B \hich can be each level of the game, such as

droves of slower- original are sadly lacking, feav- Qi 1., bed by ma-  serpents that swirl around and test the

; ing just a bog-standard, four-way . .

moving craft. scrolling shoot'em-up. noeuvring the effectiveness of your weaponry to the

Flying saucers take Somehouw, this just isn't Side droid over the full. Although | could find no docu-

up the flank of the arms as | know it. I can’t put my top. These icons  mentation to this effect, collecting

attack and fire finger on what is lacking, but it’s are self-explana-  small disks changes the effectiveness

small but fatal CORSPACUORES I S AISENCE: tory, such as a of your weaponry - a sort of alpha and

missiles which drift SM ' | three-pronged beta weaponry state! S'I'A I

across the screen. fork which

A wealth of cus- e ¥ increases your
tomized weapons can be galned by weaponry threefold, or the cannon

e "i T B .
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"He’s a good strong lad
and if he hasn’t put the
ball in the net at the
end of the day, he’ll be
as sick as a parrot!"”

Programmer, Kevin Toms, set out to prove
that a football manager’s task goes further
than making profound statements ‘at the
end of the day’, and came up with the most
surprising success in eight-bit game
history!

With emphasis on game strategy
and an obvious absence of arcade action,
the original Football Manager's widespread
appeal baffled its critics. This sequel opens
with a series of rather serious and uninter-
esting screens which deal with team
selection. Using the mouse you can shuffle
through a long list of F.A. league teams
and clicking the mouse button selects the
team. This sobriety continues in the
second screen in which you must find the
most favourable sponsorship for your
team. At the start of each season, sponsor-
ship is sought from a number of sources
from banks to sportswear manufacturers
and, initially, it is wise to accept the first
offer of sponsorship as you are widely
thought of as an inexperienced and
untrustworthy manager.

Your standing as a manager
increases with your team’s success and so
choosing a low skill level on the next
screen obviously gives you a better chance
of gaining favourable notoriety. Your
achievements are automatically accumu-
lated and an average rating is given at the
end of the season. But away from the
boardroom battles, legal wrangles and
financial fracas, you turn your attention to
team selection, which is undoubtedly the
most important managerial decision. You
have a wealth of talent at your disposal
and, in this game, they are itinerant
players. Therefore, you could have the
likes of Linneker up front, Hoddle and
Waddle in mid-field and Shilton in goal.

But whether you are an avid
football fan or a mere dilettante who is
slightly confused by all this Hoddle Waddle
twaddle, do not despair as each player has
been endowed with skill and fitness
specifically for this game, regardless of

Rating

207%

GRAPHICS: 43%
SOUND: 43%

ORIGINALITY: 49%
ADDICTIVENESS: 54%

DIFFICULTY: AVE-HARD
1ST DAY SCORE: N/A

The match is on, and for a game of this type, the graphics are quite impressive.
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MANAGERII

i mwm PRISM (£19.99)m m mu mn mn 5 = - - - - -

If you are looking for a football game that you can _just load up and have a quick
kick about, then Football Manager Il is most certainly not the game for you.
This is strategy in every sense of the word and should not be purchased for
vacuous entertainment. This is the sort of game I can imagine Brian Clough

playing on his days off!

how many mentions he may get on Match
of the Day. Your ability to analyse their
skill and fitness quotas and their strengths
in specific positions on the field, is the key
to selecting a successful team. Each
player’'s preferred playing position and skill
and fitness attributes are displayed with the
players’ names. With the button pressed,
moving the mouse back and forth scrolls
the players’ names allowing you to view,
select and position your team on the field.
Your opponents are computer-controlled
and as you advance up the league, the
teams become progressively stronger.

All the decisions and deliberations
are over and now the real pressure is on!
The stress is heightened at the realization
that, like a real football manager, you have
no physical control over the match and
you must watch helplessly and pray that
you have made the right decisions. The
animated match simulation shows your
tearn responding and playing in accor-
dance with your tactics and you can assess
each players’ performance for future
reference. Skills to watch for are in
individual player’s ability to pass accu-
rately, mark and tackle effectively and, of
course, score. Closer scrutiny can be
gained with slow-motion action-replays
and this analysis can be used to change
the training programme after the match.

Maturally, the key players in your

--- STA8(Q STA ---
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winning side are valuable commodities and
can be sold for millions. Indeed, the
financial aspects of management are also a
major concern in this game, including the
takings on the turnstiles and marketing the

players. (Sﬁ

Many years ago, Kevin Toms
produced Football Manager, a
soccer strategy game which
slowly but surely became one of
the biggest selling computer
games ever! Now, at long last,
Kevin has written the long-
awaited sequel to his best seller -
Football Manager 2!

I must admit I was looking for-
ward to FM2, having spent many
hours playing its predecessor. |
was, however, rather disap-
pointed with this latest release.
Sure enough, the extra features,
enhanced graphics and new con-
trols are all improvements, but
hidden behind all the razzama-
tazz, FM2 is essentially the same
game. FM2 is undoubtedly a
worthwhile effort but, sadly, still
lacks that certain “je ne sais

quoi”.
NC




SKULLDIGGERY

Skulldiggery caverns are full of treasure and deadly hazards too!
You take the part of a bouncy cave mite with a strange appetite for treasure.

There’s plenty about, but watch out
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et @02 with a fellow cave mite in the
amazing simultaneous two-
player mode: Both players on-
screen and in the same cave at
_ the same time! Co-operate or
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Skulldiggery is now available by mail order ONLY for just£12.95 (p&p inclusive). Send
i cheques or postal orders made payable to ‘Man Made Software Ltd.’ to:

| Skulldiggery Offer, c/o Gollner Publishing Ltd, 10 Theatre Lane, Chichester, West |
i Sussex. PO19 1SR I

I Please send me ........ Skulldiggerys at £12.95 each: I
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"The definition of the word Phantasm is: ‘A ghost

or spectre’. But, ‘Doppleganger’ might have been

a more relevant title because, in my opinion, it is
a ghostly counterpart to the Tau Ceti series of

games!"

EXOCET (£19.95)

The mission briefing is exactly that -

PHANTASM

pressing the firebutton.

brief; and the scenario describes how
you are a destitute outcast who runs
from town to town trying to keep one
step ahead of the omnipresent Poll Tax
collector. The scenario appears to
have little bearing on the game and

The enemy ardently protect
their re-constitution plants and retali-
ate with a myriad of interception craft.
These variform vessels can be con-
cealed behind landmarks or hover
menacingly above the terrain. Pegasus

you are whisked
away to a distant
moon to pilot a

fighting craft called

Pegasus. Your
objective is to
locate and destroy

eight reconstitution

sites, which are
randomly placed
around the planet.
These factories
take the rusting
hulks of spacecraft
and manufacture
new fighting
machines out of
the undamaged
parts.

After
selecting one of
four levels of
difficulty, the next

Good grief! | thought this was
the ghost of that old toady,
Tau Ceti, coming back to
haunt me! It has all the fea-
tures that made Lthe afore-
mentioned so bad; same slug-
gish controls, same bland
graphics.

I dare say that if this sort
of thing is your cup of tea
you'll enjoy it, but I could see
nothing lo inspire me. The
gameplay is very repetitive
and consists, for the main
part, of skimming around a
barren landscape shooting
flying saucers and the like.

Hardly riveting stuff.

is equipped with a
radar that pinpo-
ints all landmarks
and enemy craft,

©  although it does

not determine
which is which.

. | More interceptor

forces take off

= | and fly towards
§ | you emitting their

lasers and weak-

¢ | ening your shield
© | protection. Shield

strength, weap-

! onry and fuel

status must be
monitored closely,
as supplies are
limited and as
they diminish,

| sanctuary must be

sought in one of

screen shows a

globe segmented into grids, and using
the mouse you can select a particular
area to begin the mission. The game
can run at real-time and you are asked
to enter the time on a twenty-four-hour
clock when you start the game. The
screen shuffles to reveal Pegasus on a
launching pad and with a kaleidoscope
of colours, you are transported on to
the planet surface. The playing area is
darker nearer the poles of the planet
which makes enemy identification
practically impossible. Pushing the
joystick forwards sends Pegasus
trundling across the terrain and left
and right movements enable you to
pan the area and change direction.
The terrain is covered with large land-
marks and a message window enables
you to identify the object which is
nearest to Pegasus’ sensors. Radar,
cooling towers and factory buildings
can be destroyed with your lasers,
which are activated by centering a set
of weaponry sights over the target and

the docking
stations on the planet surface.
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GRAPHICS: 61%
SOUND: 53%

ORIGINALITY: 63%
ADDICTIVENESS: 61%

DIFFICULTY: AVE-HARD
1ST DAY SCORE: 22000

Some protection can be af-
forded with
anti-missile
blasters,
which are ac-
tivated by
pressing the
‘A’ key, while
the ‘B’ key
can inject a
burst of
speed to get
you out of
dangerous
situations.
Pegasus has |
the ability to /A8
leave the |
planet

surface and a [§
rapid change || . . I
in altitude '
S ._ . 'WELLSR S5pPD IsT
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achieved with e
the ‘H’ key, while pressing the ‘G’
returns you to the planet surface. The
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best tactics are to
attack the enemy
craft as soon as
they come into
view and use the
landmarks as
cover when you
are under attack.
Of course, your
main objective is
to put the facto-
ries out of action
and so relying on
the descriptions
from the ship's
computer, you
must move within

firing distance of __ gl | == = VY b rd 1_i 1 i
the target, aim % 2 aa 10 E,Hi
and fire continu- e ' - " 1.,1__..._._ i
ously but eco- ; g
nomically. When B e mm
all eight reconsti- ELECT CONFLICT FIREFI T

___'II:I.III

a1 -

I

tution plants have | s
been destroyed | mﬁm}: '
on the first level,
you must locate
your docking area ' - —

for refuelling and weaponry replenish-  ence to the fuel and weaponry status is towards it, monitor your speed and
imperative. Alien presence T g ©
and intelligence increases

KEYBOARD || considerably, but the game
JOYSTICK becomes easier as you gain

experience. Although Peg-

MOUSE asus is endowed with a

COLOUR limited supply of missiles,
MONO crucial supplies can be re-

plenished by docking in an
520ST enemy fuel dump. Without

1040S8T weaponry, you soon fall
prey to the alien interceptors
and so before supplies
diminish completely, the

ment ready for the next level. search for an enemy weaponry dump collide with it at a snail's pace. The
The ensuing levels show the im- must take precedence. As soon as the  benefits of this collision are twofold as

portance of such an elaborate instru- on-board computer identifies a weap- your supply of weapons is replenished

mentation console and constant refer-  onry dump, you must direct Pegasus and repairs are made to Pegasus’s in-

strumentation. STA '

o T

+ o - e .
)

Phantasm is certainly very
similar to the Tau Ceti games,
but it is also immeasurably
superior as Exocel have cre-
ated a game with a successful
combination of battle enter-
tainment and strategy. How-
ever, one criticism is that,
apart from a stepped-up alien
presence, the lerrains and
backdrops are Lhe same in
every level. Like most games
which keep your attention for
a respectable length of time,
Phantasm does not ooze im-
mediate appeal and it has lo
be played to be apprecialed.
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“In space, nobody can hear you scream...” - Ridley Scott’s film, Alien,
shocked cinema goers everywhere. Drawing heavily on the film’s original
theme, Sega’s Alien Syndrome has been converted for the ST by ACE
software. The net result is a game oozing with atmosphere, guts and gore!"

An experimental genetic laboratory floats
harmlessly somewhere deep in the outer
reaches of space. Everything seems to be
going well, perhaps too well. Until, a
catastrophic accident causes the station to
become overrun by the most hideous
organic mulations. Feeding on human
flesh, these marauding monsters have
already captured the ship’s scientists. The
powers governing the space station have
called in Ricky and Mary, veteran alien ex-
terminators.

You must take on the role of either
Ricky or Mary. As the twentieth century’s
answer to Rentokil, you must board the
unfortunate station, rescue the captured
scientists and escape before a time-bomb
blows both the ship and the mutant
creatures on board it to kingdom come!

Whilst loading, the game displays
two very nicely drawn title screens. The
first while only showing the game logo,
does accompany itself with a strange
sounding pronunciation of the title - we
likened it to the sound of Greg's stomach
alter he had eaten a hot curry! The second
screen not only credited the authors but
also depicted a gruesome, slimey alien in
full distasteful colour. After swapping
disks, | proceeded to confirm my control
options with the game. Player one has the
right to choose whether to play the part of
Ricky or Mary, while player two, should
you decide to team
up, has to become
the remaining
character. Having
decided who's who,
| anxiously waited
to board the first
space station,

Upon arrival
| was greeted with
the message, “The
time bomb has
been set!”. Glancing
at the clock, I
noticed | only had
two-hundred-and-
forty seconds to
rescue the scien-
tists, kill the gross
mother-creature
and leave the
station. Mot pausing
for a second longer,
| started my search
for ship’s crew.
Running in an
easterly direction |
soon located a
cocooned scientist. Waving pathetically
from his jelly-like confinement, the
prisoner summoned me to his aid. There
are ten scientists to collect, each yielding a
bonus of one hundred points times the

Yuck, at last a tasteful game
that still manages to ooze blood
and guts. Alien Syndrome is
basically a Gauntlet clone, but
while other games trying to
compete with U.5. Gold’s mas-
terpiece will fail miserably, |
think. Ace's Alien Syndrome
will become a best-seller. With
very colourful graphics and at-
mospheric sonics, Alien Syn-
drome is a very addictive game,
albeit a little tough. My single
criticism is the scrolling: it may
be a little jerky but that doesn't
really show when you are in the
thick of the action. I found the
screen appeared slowly giving
the aliens an unfair advantage.
Still, if you enjoy a good blast a
la Gauntlet, then Alien Syn-
drome is great!

ALIEN SYNDROME

Emmmmmasmmmmmm ACFEF (£19,95)-----------------

In search of trapped crew members, Ricky fights his way through the onslaught of car-sized

maggots -BLEAURGH!!

number of prisoners you have already
collected.

Mot only does a player have to
rescue his fellow humans, but he must also
remain constantly aware of the alien
presence on board.
The aliens encoun-
tered on level one
reminded me of
mutant caterpillars.
Not only are these
arotesque creatures
deadly upon contact
but they also tend to
spit lumps of
themselves at you,
intent on your swift
demise. Frantically,
| fired in their
direction, being re-
warded with a
beautiful “splat”
sound and the alien
turning into mushy
pea soup.

Dotted
around the com-
plex’'s walls are a
number of useful
compartments.
These come in three
separate forms. A
door with a question
mark will yield a bonus of between one and
four hundred. A door with a blue circle on
it will assign a sentry droid to you. This
handy little chap takes up the rear destroy-
ing any aliens that decide to approach

NC
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from behind; don't, however, rely on him
too much as he's a lousy shot! Finally,
doors marked with letters contain weap-
ons. Fireballs, flame-throwers, lasers and
bombs, all are useful but some are more
effective against different aliens than
others. A detailed plan of the ship can also
be called up by looking at one of the video
screens marked “map”. Not only does this
facility show a blue-print of the station but
it also displays the location of any remain-
ing scientists.

The gameplay is divided into two
separate sections. The first part involves

Rating

SOUND: 57%

ORIGINALITY: 64% [
ADDICTIVENESS: 76% |&
DIFFICULTY: A
1ST DAY SCORE: 33733




To complete level one, you must destroy this
enormous Alien (below). Your weapon must hit
the Alien in the red area, where it hurts, this
causes it to flash. After several direct hits it will
explode (right) releasing the green hugger,
which heads straight for you. This leaves a real
nasty piece of work, who also needs multiple
hits (inset right).
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As arcade conversions go, this is one of the better efforts. It's just a pity that
such a good conversion was wasted on a barely average game.

Fans of the original should be more than satisfied with this. The only fault
being the “push"” scrolling, which led, quite often, to my character running
straight into an alien.

Ace, it seems, are going to be a force to be reckoned with when it comes Lo
conversions. If they can get hold of a real blockbuster licence and converl it as
well as this, we should have a real treat to look forward to. SM

the collection of all the scientists; only after  exit and to the next level.

the final human has been rescued does the Each new level provides new, more
computer announce: “Proceed to the exit!".  disgusting, aliens than the last and an even
Upon entering the exit the second section more bizarre mother-creature. Alien
begins. The player will find himself face to Syndrome has wonderfully hideous

face with the mother-creature. Only after graphics and chillingly atmospheric sound
several direct hits to the creature's more effects. This “Gauntlet”-type game proves
vulnerable regions will the monster die. that despite using an already tried and
Beware, however, of the thing splitting into  tested game idea, it is still possible to
separate secltions. Only after defeating the

: : produce an original game.
ugly beast can a player run towards the STA I
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"Throwing caution to the winds, ST Action hired
a Porsche and a Saville Row suit for its ace
reporter and sent him to investigate stories of ‘corruption’ in London’s

Imagine you worked in the golden
centre of London’s city world and a
friend let slip that his business was
about to be awarded a large govern-
ment contract. What would you do?
Mot so long ago you would have been

Stock Market."

RAINBIRD (£24.95)

spread of a fraud investigation and
your new partner has disappeared
from his office. Only his dizzy blonde
secretary is left and she can't even
solve the problem of which fingernail
she should paint next. Perhaps you

considered mad if f_ —

you didn’t rush to

buy as many KEYBOARD
shares as you JOYSTICK
could and make a MOUSE
killing when th

nexl.rsgbgcs:'ne ) COLOUR
public. Times have MONO
changed, however, 520ST

and now such

actions are known 10405T

as ‘insider dealing’

and deemed illegal.
This is why no-one
in the City would now dream of
making himself a million by taking
advantage of such knowledge. Would
they? The trouble is, someone has and
they are going to make sure that it's
not them who gets caught holding the
baby.

Having arrived in your office for
your first day as a newly-created
partner, you quickly realise that things
are not quite as they should be. Before
it's even time to meet your glamorous
wife for a celebration lunch, your world
begins to fall apart. Rumours have

should brave
the busy traffic
which roars
past the office
and take a walk
in the park to
clear your
head? Luckily,
you still don’t
realise that all
you have heard
so far is the
‘good’ news!
Qut there in
London’s East End, someone is
waiting to give you a free course in
underwater hang-gliding - with a
concrete parachute. Your wife is also
waiting to tell you that she is madly in
love, and it’s not with you.

Having consistently featured
amongst the top rank of British
adventure writers, Magnetic Scrolls
have now returned with a new slant to
their popular brand of first-class
graphics and cunning text puzzles.
Leaving behind the world of goblins
and dragons, this adventure takes you

YW |
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Deoes anybody remember those
1930's and 40's thrillers with
murders, frame-ups and suspi-
cious men in long raincoats and
hats? That's the strong impres-
sion | gel from this game, even
though it's sel in presenl-day
yuppie-land. | half expected one
of the pictures to show
Humphrey Bogart. I enjoyed this
game, and the addition of the cas-
sette and filofax inserls are a nice
touch.

The bit I didn’t enjoy all that
much was the command parser.
At times it didn’lt seem to be as
clever as | would have expected
from a game into which so much
thought has gone.

This game is supposed to be
for the ardent adventure game
player and, as such, is very diffi-
cult. I can vouch for that - who
would have thought ‘she’ would
have attempted to kill me!

SK

to the world of high finance and
betrayal - and sticks you in the frame
for a swindle you did not commit. With
the clock constantly showing the

time ticking away, you have

only one day to uncover
the truth behind the
share swindle. The
police are closing in on
you from one direction
and you have the

added fear that the
most innocent-looking
passer-by is out to

fulfil the contract which
has been put on your
life by a drug baron. To
succeed in this game
you will need to do
more than solve the
usual problems of
opening locked
doors and col-
lecting gold
pieces,
Suc-
cess

In
this




adventure means asking the
right questions of the right
people to enable you to un-
cover all the pieces of the
puzzle. As the other players in
this plot move through their
daily routine, it will be useful to
know when and where they go
for lunch. Then, at least, is one
time when you could slip back
from EIl Vinos for a quick
search of their desks.

The game packaging
contains a cassette which holds
some suitable 'Outrun’-type
music, which no doubt you can
play while bombing down the
motorway to your yuppie
cottage in the country. At an
appropriate point in the game
you will be prompted to play
the tape and you will be sur-
prised at the unexpected
additions to the musical con-
tents. The game’s instructions
and hint sheets are cleverly
printed on filofax insert pages, which
serves the dual purpose of being
convenient for storage and giving a
logical reason for making some
additions which give extra hints. Pages

include a selection from a ‘Good
Restaurant Guide’, and a ‘Gamblers
Casino Companion’ explaining the
rules of Baccarat and Blackjack. The
further addition of used memo sheets
enables you to have a short glimpse
into the private world of our hero, and
from these pages clues are to be found
which will help you plan your moves in
the hectic day ahead.

The usual pull-down menus of
the scroll's games are again included,
with the additional novelty that they
are also in the format of filofax pages.
The text size can be altered to suit
both monitor and TV users. There is,
however, no RAM SAVE option which
can be so convenient for ST users.

All Magnetic Scroll games have
been rightly praised for their high-
quality graphic screens. These are

GRAPHICS/TEXT: 73%
GAMEPLAY: 62%

ORIGINALITY: 75%
ADDICTIVENESS: 65%
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Pick your friends wisely or you'll be in need of more than a bottle of Aspirin to cure your headaches.
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Graphics oD

cunningly created in such a way that
they are medium-resolution screens
with all the colours normally found only
on the low-resolution mode. It has been
rightly said that the graphics used in
the Scroll’s first game (The Pawn) did
more to launch the Atari ST than any
other item of software. A different artist
has been used for Corruption’s screens
and, yet again, a very high standard
has been achieved.

After the success of Jinxster, the
company decided to increase the
difficulty level of their games, and
accordingly this game is advertised as
suitable for ‘Hardened Adventurers’.

Feeling lucky? STA I

Any Scroll’'s game is to be wel-
comed, as they all contain many
hours of sophisticated game-
play. | found the graphics not lo
be as breathtaking as their
predecessors’, but that is purely
a matlter of personal taste and nol
a criticism of the workmanship.
The game designers selt them-
selves a difficult task by moving
from the usual GET OBJECT,
USE OBJECT style of game. Any
game which hinges around the
idea of obtaining information by
asking questions of the other
characters, must ensure that it
has a very clever command
parser or it is nol going to work.
In this case they have done a
pretty fair job, but there are occa-
sions when the parser seems
dimmer than it used to be. The
game is tricky and I'm sure that
you will have to succumb to the
lure of your filofax hint sheet

eventually.
AM

Goodiesl |

urse stephenson i1s checking on the other patients.



BEARDSLEY'S
SOCCER

"Could this be the best peice of soccer action this
side of Match of the Day?"

GRAPHICS: 56%
SOUND: 38%

ORIGINALITY:44%

Before Grandslam had a chance to release
Peter Beardsley's International Football,
England had suffered a crushing defeat at
the clogs of the mighty Dutch. But as the
subdued ‘experts’ said: ‘If only the ball had
gone in more often it would have made all
the difference.’” Undoubtedly!

As a result of the drunken and
cretinous English hooligans’ behaviour in
Germany, this may be the nearest we shall
get to playing in Europe again! Like the
tournament in question, this game starts
with the gualifying rounds and by the proc-
ess of elimination, two teams are left to
compete in the final. But before you can

Every original game has its share
of spin-offs, and Commodore's
“International Soccer” proved to
be no exception. Back in issue
two we took a look at Microdeal's
rather disappointing version of
“International Soccer”. Now

Grandslam have decided to join
in the sporting spirit with their
very own “Peter Beardsley's In-
ternational Football”. This latest
soccer clone has to be the most

playable to date. After learning
how to control my squad | soon
found myself having closely
fought games against the com-
puter; I even managed lo win
somelimes! “Peter Beardsley's
International Football” is by far
the best soccer game currently
available on the ST.

even kick the ball, preliminary decisions
must be made to select two groups of four
teams from a list of international contend-
ers and three qualifying matches must be
played, while the computer simulates the
results from the other games. Success in
these three games means that your team
qualifies for the knockout semi-final stage.

Whether you are playing against
the computer or an opponent, team
selection and match duration is chosen by
moving a ‘highlight’ down the lists of
teams and times with the joystick and
pressing the firebutton confirms the
selection. You have the choice of playing
for 5, 10, 15 or 20 minutes and the chosen
time applies for the entire tournament.
Those computer-simulated results of the
teams who are not featuring in the game
appear on screen just before kick-off. The
players automatically take position on the
pitch and the decision on which team is to
kick off has already been made.

There are no sound effects, such
as, the punt of the ball, the referee's
whistle and crowd noises, in this game.
Instead, we are “treated” to a constant
medley of the sort of football songs that
can be slurred between swigs of export
lager on the ferries. Who could forget the
poetic, ‘Here we go - here we go - here we
go'? Buy this game and you’ll never forget
it! Except for their respective team colours,
the players in both teams all look like Pete
Beardsley, although thankfully, the Pete in
possession of the ball is immediately
recognizable by a large arrow pointing at
his head. Correspondingly, the opposing
Pete who is nearest the ball also sports a
rather obtrusive arrow so that you know
which man in your team is in play.

ADDICTIVENESS: 54%

DIFFICULTY: AVERAGE
ISTDAY SCORE:N/A

If you gain possession, the ball
remains close to the player's feet and he
can be moved in any of the eight joystick
directions. Erratic joystick movements are
required to ‘dribble’ the ball through the
defending team and the most favourable
tactic is to keep the ball for as long as
possible, as passing is a bit of a hit-and-
miss affair in this game. Pressing and
releasing the firebutton causes the player
to kick the ball and the power of the shot is
regulated by the length of time that you
maintain pressure on the firebutton. The
ball travels in the direction that the player
is facing, but accurately gauging distances
proves to be very difficult. The distance
and direction of both throw-ins and goal-
kicks can be controlled in the same fashion
as kicking the ball.

When the opposing team moves
within your goal area, you immediately
gain control over the keeper. Moving the
joystick up and down makes the keeper
move along the goal line and pressing the
firebutton causes him to dive in the
corresponding direction. There is no off-
side rule nor are there any fouls in this
game and so the referee justifies his
presence by appearing in an inset window
to blow his silent whistle every time the ball
goes out of play, while a commentator
appears to give his tacit comment when a
goal is scored.

Playing the computer-controlled
side in these football games could
be likened to pitting a bunch of
geriatrics against a team of Peles
and Cruyffs, and so a better bal-
anced and more enjoyable game
can be gained with two player
participation. However, the con-
trols are often inaccurate and
woolly, which is frustrating in the
heat of the action. Additionally, in
cramming players of this size and
number into a relatively small
playing area, Grandslam have
left little room to manoeuvre in
the game. Nevertheless, soccer is
one of the best themes for two-
player participation and basing
the game around a knockout
tournament is a real incentive.

JS




ADBROKE
OMPUTING

INTERNATIONAL

33 Ormskirk Road,
Preston, Lancs., PR1 2QP,
Tel: (0772) 21474 (1 line)
(0772) 203166 (5 lines)
Bul/Board (0772) 27236
6.00pm to 9.00pm

MEGA ST 2 £1034.99
MEGA ST 4 £1379.99
DTP SYSTEM 1 £2874.99
DTP SYSTEM 2 £3449.99

PC2 SD £689.99
PC2 HD £1092.49
PC3 DD £747.49

SE{] STFM + 1Mg mtﬂmal
drivetjoystick +over £400
of latest relcase software

for only - £399
1040 STF’s £480
While stocks last.

External Modulators for

the 1040 STF's £54.99
SM124 Mono mon £139

SC1224 colour £375
Philips 8883 colour

| monitor £299
Tv’s and others  phone

| Any of above bought with a
{:umputcr Deduct £10.

Why pay a little Il:'.s fur an
inferior second drive when
we can supply you with a

top quality Drive for only
£109.

Triangle 1Mg drive £119
Pro Draw Tablet phone
Image Scanner £89
Hawk Scanner £1250
CRP Tablcts A4 £414

A3 1818
Atari 520 STM’s phone for
Availlability.
Commadore Amiga+3 soft-
ware titles+Mouse.

£399

We stock Music Software
and Hardware for the ST
including a range of AKAI
samplers and synths. Suit-
able for Hobbyist and

| Professional applications.
Come in for a demo of the

power and versatility of the
Akai Hardwarc.

e, o ——

Star LC10 £225 I
Star LC10 Colour £275

Citizen LP10 £199
NEC 2200 £375
Epson LQS500 £375
Star LC10/24 Phone
Epson LQS800 Phone |
Gachen £199

SLM804 Laser £1350
The Atari SLM 804 In-
cludes a 90 day Warranty.
All Printers Come Com-
pletc With Cables ETC.
Interfaces Are Scparate.

tar mg
Supra 20mg £575
Triangle 20mg £499
Triangle 40mg £699

2.5 and 4Mg Upgradcs are
available to fit the old 520
STFM boards only.
Upgrade boards  £135
Boards + DRAM phone
1 Mg STM (fitted) £105

1 Mg STFM (kit) £90
STFM Upgradec fitting
service. £15

If any of the above Up-
grades arc purchased with
Hardware then deduct £5
from total. Prices will be
hr:h:l as Iung as pﬂﬂﬂlhlc.

Computers £3.99
Monitors £4.99
Disk Drives £2.99
Hard Disks £4.99
Printers £7.99

Spell teaches keyboard skills, spelling and motor coordina-
tion while Add teaches addition, subiraction,multiplication
and division.
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Directory Database Compiler with customised format
and copy protect prog on same disk.

r—-——p—lra—lp—n.-—n. J—Jrla-_p-
| =

Animated Graphlm Tuul for the ST. Supports GFA
and FAST Basics. Compatible with DEGAS

and NEOCHROME files. Full Facilitics such as Draw,
Fill, Grid Copy etc. Includes FREE basic routines

and demo progs.

Full screen picturc manipulator. Supports GFA, FAST
and ST BASICs. Compatible with DEGAS,
NEOCHROME and AB ANIMATOR. Grab all or part of a

picturc in all resolutions.

-_— II; FERTE I - Ip-—: e Il.

10+box 100+box
£6.50 £8.00 £70

100+box 10
£140

10 10+box

£14 £15.50
High Quality VHS Videco Tapes.

Each £2.99 For4 £11.40

For 2 £5.80 For 10 £26.00

All Disks are Top Quality SONY products and are covered
by an unconditional lifetime guarantce.

We also stock a full range of quality P/D ST Softwarc at
£3.99 per Disk(discounts for Software club members).
S{:nd S A.E. for cataloguc.

____ll'____T FaF am Sy I AT Er AT RAT

Fnrgt:t hargam huuting let Ladhruku Computing do the
hunting for you.

For an annual membership fee of just £10 we will
GUARANTEE a saving to you the member of 15% off
MRRP(mecmbers only). We will also keep you up to date
on ncw recleases 1n the Software and Hardware worlds
and of any special offers , up to 30% reductions , in the
futurec.

Phone for Application form or writc to address below.

.F_T F aief 3 _'_.

TO ORDER Simply scnd, or phone your order, stating full name, address, VISA or
ACCESS No’s, Cheque or Money Order.

Makc payable to :

LADBROKE COMPUTING INTERNATIONAL. SEND SAE FOR FULL CATOLOGUE.

Our mail order dept. gives the same excellent service to our customers as our premiscs at
the above address has done for the past 8 years. All Software/Hardware has been tested
prior to declivery thus ensureing that customers receive working items and the frustration of
rcturning faulty goods is now a thing of the past.

This kind of quality

service does cost a little more but in the long run it is far cheaper.

All prices fully inclusive of VAT, Delivery, there are NO hidden extras. WYSIWYG.
For next day delivery add £3. Prices correct at time of going to press and are subject to

change without prior notice.




THE S5TORY 50 FAR ... The evil
sorcerer Drax has sworn to
wreak an unspeakable doom
on the people of the Jewelled
City unless Princess Mariana is
delivered to him. However he
has agreed that if a champion
can be found who is able to
defeat his demonic guardians,
the Princess will be released.
From the wastelands of the
North, comes an unknown
barbarian, a mighty warrior,
wielding his broadsword with
deadly skill. Can he vanquish
the forces of Darkness and
free the Princess? ONLY YOU

CAN SAY..
(C) Palace Software 1987

OUT NOW

You are racI ng in the wnrld 5
craziest race : The American
Cross Country Prestige Cars
Race. This race s over three
tracks throughout the United
States: Arizona, Florida and
the N.A.S.A. If you are able to
complete the race before the
time runs out, you will get a
faster car. You start with a
PORCHE 911 Turbo Better
than average drivers will
receive a LAMBORGHINI
Countach, and only the
world'’s best drivers may drive
a FERRARI GTO. PREPARE TO

START, READY? GOl

(€ Crazy Cars, Titus and the Titus Logo
are trade marks of Titus Software
Corporation.

The game where the nice guys
don’t get a look in. Grab your
way through Chicago punch
up New York, and jump on 5an
Francisco. Three indescribably
nasty characters which bear a
remarkable likeness to King
Kong, Godzilla and Wolf-man,
need you to send themon a
rampage in an enduring 150
days of destruction, through

50 different cities.
TM & (C) 1986 Bally Midway MFG. Co. All
rights reserved Activision Inc

R HEST COlN-Orl
CONSVERSION!

L) 'I-1'|-I III HH- !Tf""i '\Q'-. -
JUMP INTO THE WORLD OF
ENDURO RACING... Based
upon the popular arcade coin
op, ENDURC RACER has been
described as "THE MOST
FAITHFUL AND COMPELLING
COIN OP CONVERSION
SEEN" (Sinclair User) and
“THE BEST COIN OP
CONVERSION AVAILABLE"
(Popular Computing Weekly).
From tarmac tracks to desert
tralls ENDURO RACER isa

~ stunning motorbike race

pitting you against time as
you compete with deadly
opponents and the cruel and

challenging terrain...
i) 1987 Activision, Inc

= MZBALY_ e
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The EUI | Zark and his horrible
sprites have moved in to
eliminate the spectrum and
render all landscapes drab and
grey. So jump in your
transporter and with the help
of your faithful servant
Catelite restore Wizworld to
its former glory. Collect icons
for special effects as you
manoeuvre to shake off the
alien forces. Stunning graphics
create the mood for a thrilling
and compulsive game with
hordes of hidden features and
extra controls.

PRICE
£24.95

Ocean Software Limited - 6 Central Street - Manchester - M2 5NS - Telephone: 061 832 6633 - Telex: 669977 OCEANS G - Fax: 061 834 0650
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